Third Age
	A Lie in Your Eyes
347

	A Malady Without Healing
309

	A New Ringlord
329

	Above the Abyss
237

	Adamant Helmet
41

	Against the Shadow (Part One)
161

	Against the Shadow (Part Two, Minions)
164

	Agburanar/Ahunt/At Home/Roused
118

	Alatar, Lord of the Hunt (ME:WH Preview Part I)
289

	Anarin
131

	Ancient Black Axe
235

	Angmar Arises, In Darkness Bind Them, and Reaching Shadow
276

	Anti-hobbit Hazards
95

	Armour
124

	Arms in Middle Earth (Heroes)
89

	Ash Mountain
177

	Assassin
97

	Asternak
176

	Bade to Rule
80

	Bairanax at Home
83

	Bairanax Roused
265

	Balance Between Powers
195

	Bard Bowman
334

	Barliman Butterbur
348

	Barrow-downs
45

	Beorn's House (M), Beorning Toll, and Beornings (M)
272

	Bert, Tom & William
181

	Binding-ring
142

	Biter and Beater
178

	Black Breath
76

	Blackbole
352

	Book of Mazarbul
27

	Bounty of the Hoard
81

	Bow of the Galadhrim
186

	Burat, Tuma, and Wuluag
220

	Burning Rick, Cot and Tree & Smoke on the Wind
134

	Buthrakaur the Green & Umagaur the Pale
304

	By the Ringwraith's Word
120

	Calendal
99

	Cast from the Order
326

	Cirith Gorgor (M)
253

	Cloudless Day
123

	Cloudless Day
34

	Corpse-candle
113

	Dagger of Westernesse
47

	Dark Tryst
167

	Darkness Under Tree
302

	Das Pack vor der Tuer
360

	Deeper Shadow
75

	Doeth (Durthak)
359

	Down Down to Goblin-town
275

	Drughu
204

	Dunlendings (M)
140

	Dwar the Ringwraith & Dwar Unleashed
213

	Dwarven Travellers
303

	Earcaraxe Roused
279

	Earth of Galadriel's Orchard
23

	Earth-tremors
61

	Echoes of the Song
308

	Eithel Morgoth & The Under-Forges
78

	Elerina
150

	Elf-lord Revealed in Wrath
160

	Elf-stone
26

	Elven Cloak
68

	Enchanted Stream
211

	Ent-draughts
32

	Factions of the Dark-havens (Angmarim (M), Orcs of Dol Guldur, and Morgul-orcs)
251

	Farmer Maggot
351

	Fast Asleep
88

	Fate of the Ithil-stone
30

	Firiel
285

	Foes Shall Fall
343

	Folco Boffin
336

	Food All That His Hunger Could Desire
256

	Forewarned is Forearmed
126

	Fori the Beardless
111

	Full of Froth and Rage
190

	Galadhrim
311

	Galdor
168

	Gandalf the Careworn (ME:WH Preview Part II)
292

	Geann a-Lisch (H/M)
269

	Ghan-buri-Ghan
169

	Gildor Inglorion
199

	Glamour of Surpassing Excellence
218

	Goldberry
180

	Great-shield of Rohan
222

	Guarded Haven
356

	Helms of Iron
49

	Hendolen
316

	Henneth Annun (M)
114

	Here, There, or Yonder
130

	Hermit's Hill (M)
93

	High Helm
69

	Hoarmurath the Ringwraith & Hoarmurath Unleashed
147

	Horseman in the Night
280

	Hour of Need
263

	Houses of Healing
62

	Imrahil
283

	In Great Wrath
22

	Into the Smoking Cone
287

	Isles of the Dead that Live (H/M)
349

	Jewel of Beleriand
203

	Khamul the Ringwraith & Khamul Unleashed
67

	Lady of the Golden Wood
174

	Landroval
50

	Last Child of Ungoliant
183

	Leaflock
29

	Least of Gold Rings
52

	Lieutenant of Angmar
264

	Lieutenant of Dol Guldur
108

	Like the Crash of Battering-Rams
342

	Lindion the Oronin
72

	Long Dark Reach
337

	Lord of the Carrock
182

	Lord of the Haven
332

	Lost Tome
10

	Many Sorrows Befall
9

	Marsh-drake
85

	Marsh-drake
87

	Master of Esgaroth
207

	Master of the House
188

	Mastering Middle-earth (Book Review)
107

	Memories Recalled
286

	Memories Stolen
19

	Men of Dorwinion
56

	Miruvor
59

	Mistress Lobelia
172

	Mithril, Vein of Arda, and Gems of Arda
261

	Mordor in Arms
175

	Mountains of Shadow
170

	Mumak (Oliphant)
354

	Muster
82

	Near to Hear a Whisper
324

	Necklace of Silver and Pearls
104

	Neither so Ancient Nor so Potent
39

	New Moon
16

	News of Doom
258

	Nimloth
14

	No Strangers At This Time
171

	No Way Forward
216

	Not Slay Needlessly
100

	Of Awakened Plants and their Guardians, the Shepherds of the Trees (Parto One)
151

	Of Awakened Plants and their Guardians, the Shepherds of the Trees (Part Two)
154

	Old Cache
89

	Orc-mail
236

	Orc-warband
327

	Padding Feet
241

	Palantir of Elostirion (M)
105

	Pallando Master of Doom (ME:WH Preview Part V)
320

	Parsimony of Seclusion
17

	Pass the Doors of Dol Guldur
103

	Perchen
201

	Petty-dwarves (H)
248

	Plague of Wights
353

	Poison
139

	Poisonous Despair
124

	Power Built By Waiting
184

	Power Built by Waiting
255

	Praise to Elbereth
267

	Prowess of Age
46

	Radagast of the Greenwood (ME:WH Preview Part III)
296

	Radagast the Tamer
202

	Raider-hold (H)
205

	Rats!
141

	Red Book of Westmarch
60

	Reluctant Final Parting
84

	Ren the Ringwraith & Ren Unleashed
146

	Ringwraith versus Wizard
101

	Riven Gate
219

	Roac the Raven
158

	Rolled down to the Sea
358

	Rumor of the One
317

	Ruse
148

	Safe From the Shadow
193

	Saruman of Many Colours (ME:WH Preview Part IV)
306

	Sated Beast
36

	Scabbard of Chalcedony
54

	Schwertmeister
319

	Secret Entrance
15

	Seek Without Success
8

	Seized by Terror
51

	Sellswords between Charters
133

	Shadow-cloak
247

	Shagrat
71

	Shelob's Lair (M)
208

	Shield of Iron-bound Ash
238

	Skin-changer
273

	Slip Treacherously
259

	Smaug Roused
115

	Sneakin'
240

	So You've Come Back
156

	Something Has Slipped
250

	Sons of Kings
74

	Spells of the Barrow-wights
24

	Star-glass
70

	Stars
38

	Stay Her Appetite
284

	Stench of Mordor
282

	Sudden Fury
12

	Swift Strokes & Foul-smelling Paste
86

	Taladhan
25

	The Balrog (Ally)
112

	The Dwarves Are Upon You!
166

	The Evenstar
37

	The Ithil-stone
191

	The Lesser Rings (M)
136

	The Lidless Eye (Set)
42

	The One Ring (M)
127

	The Oracle's Ring
340

	The Ring Leaves Its Mark
159

	The Roving Eye
110

	The Sun Unveiled
189

	The Tormented Earth
198

	The Under-Deeps Part 1 - A Hero Perspective
224

	The Under-Deeps Part 2 - A Minion Perspective
230

	The Warg-king
94

	The White Hand: Overview of the Hazards
313

	The Wind Throne (H/M)
162

	The Witch-King & The Witch-King Unleashed
57

	Thief
106

	Thong of Fire
246

	Three Rings for Elven-Kings
92

	Thrice Outnumbered
65

	Tidings of Bold Spies
53

	To Satisfy the Questioner
73

	Tower Raided
345

	Tribute Garnered
215

	Troll-Purse
223

	Tros Hesnef
138

	True Fire-drake
21

	Twice-baked Cakes
66

	Unhappy Blows
242

	Usriev of Treachery
185

	Uvatha the Ringwraith & Uvatha Unleashed
63

	Veils Flung Away
117

	Vilya
13

	Vygavril
210

	Weathertop (M)
262

	When You Know More
268

	Where There's a Whip
121

	Wielded Twice
315

	Will Shaken
254

	Wizard's Trove
331

	World Gnawed By the Nameless
200

	Wrath of the West
206




Middle-earth Card of the Day #451
Seek Without Success

Seek Without Success :: MEDM :: Hazard :: Short-Event :: c2
Discard a ranger agent at target company's new site. Company must immediately return to its site of origin. 
Art by Stephen Graham Walsh. 

This is the only agent-boosting card that specifically requires a ranger. Ranger agents are relatively abundant--the big hitters are Baduila and The Grimburgoth, but there are smaller rangers with home sites corresponding to all corners of the map. Seek Without Success is a surprisingly effective, reliable, and (for the opponent) thoroughly annoying staple of a ranger-oriented agent deck. Seek Without Success is highly playable, mainly because the agent doesn't have to tap to use it. Most agent card-effects require tapping, which means that even with Never Seen Him giving an extra action, your agent needs to be in an adjacent region to be able to journey and act in one turn. Not having to tap effectively doubles the range the agent can move and still act.

And the effect? The vast majority of hazard strategies have one goal--to slow the opponent down. Often a whole barrage of hazard creatures and boosting cards is deemed effective if it keeps the opponent from successfully doing something during the site phase that turn. Seek Without Success accomplishes this with one elegant, annoying gesture.

Of course, the whole process takes more cards--one for the agent, probably a booster like Never Seen Him or Nobody's Friend too--so successfully pul-ling off a Seek Without Success is usually a 3-card combo. But unlike most combos, the first couple cards aren't eating up spa-ce in your hand, and in many cases the agent is causing other trouble before she's called upon to start tearing down trail markers. Another distinct advantage of Seek Without Success is that it's unusually difficult to cancel. Unlike agent influencing cards, or an attack, there are no die rolls involved. It's not an attack, so it can't be cancelled with Concealment, etc. I Know Much About You, one of the more common anti-agent resource cards, is useless against SWS. The big bane of this card is, of course, Goldberry, who effectively shuts it down. It can take 3 turns or so to get your agents positioned so that SWS becomes effective. That means that drawing the card early can be a big disadvantage, and if your opponent is blindingly fast, SWS may come too late. But once your agents _are_ in the right places, you can slow them down for turn after turn while you rack up crucial MPs. As long as you're willing to work with ranger agents, Seek Without Success ranks as one of the most efficient and effective agent-boosters available. 

Middle-earth Card of the Day #452
Many Sorrows Befall

Many Sorrows Befall :: MEtD :: Hazard :: Short-Event :: r2
Unique. Forces the discard of one resource long-event. Alternatively, can target and cancel one resource short-event declared earlier in the same chain of effects (i.e., before the resource short-event resolves). 

Vault online Magazine did several articles on MEtW, including one of those Top-10 type articles with the most powerful cards from the various MEtW sets. Obviously, Many Sorrows was rated very highly. Why don't you check out the review - it's located at http://www.vaultmag.com/issue16/tlotr16.html . Go ahead, I'll wait.

OK. By now you are either really excited about going and finding and packing a Many Sorrows in every deck you own, or you realize why I can't really recommend the Vault as a source of MEtW info. 

Many Sorrows Befall is a powerful card, no question, but a counterspell for MEtW it most certainly is not. It is important to understand what it can and cannot cancel. It cannot cancel: 

· The many turn-long events that are blanket hazard-cancelers, like Secret Passage, Secret Entrance, Ford, Stealth, Fair Travels, etc. which are short-events played in the organization phase. Great Ship, with its errata, now falls into this category (prior to the errata, it could be cancelled since it was played in the M/H phase). 

· Any permanent-events, obviously. Fellowship springs to mind. Any short-event not played in the movement/hazard phase. This includes things like Gollum's Fate, Thorough Search, Bounty of the Hoard, Far-Sight, Muster, etc. As a hint, it is a good idea to use your Marvels Told, Smoke Rings, Wizard Uncloaked, Test Cards, and the like in the Organization or Site phases to avoid any possible cancellation. Many Sorrows Befall is also not a valid on-guard card because it targets the event, not the charac-ter or company. 

· Anything at all if you have already consumed the hazard limit. 

Never fear! Despite the very large number of resources Many Sorrows cannot cancel, there is still a good number of very useful cards it can (this is not an all-inclusive list): 

· Combat Enhancers: Risky Blow, Lucky Strike, Many Foes He Fought, No Waiting to Wonder. 

· Untappers: And Forth He Hastened, Hundreds of Butterflies, Hobbit Strength. 

· Attack Cancelers: Concealment, Trickery, Dark Quarrels, Many Turns and Doublings. 

· Spells: Vanishment, Wizard's River Horses, Wizard's Flame, True Fana (but not Sacrifice of Form). 

· Resource long events, including environments: Fog, Sun, Star of High Hope, Lapse of Will. Twilight is more useful for this category of events, however (can anyone name a resource non-environment long-event that they see played with any regularity? Other than Elf-Song?). 

· Occasionally, resource short-events played in the M/H phase - Marvels Told and Twilight, primarily. 

Once you have a clear understanding of what exactly Sorrows can cancel, the advanta-ges should be obvious - it makes dealing with your creature hazards harder. If your deck is packing Dragons or Nazgul, including this card is an absolute must. Also consider adding Searching Eye, which performs a similar function, but is much more versatile in some ways and less in others. It can also be used to protect your hazard events such as Snowstorm or Fell Winter from cancellation, although this is probably less common. 

The disadvantages are more nebulous. It's unique, which makes it "unreliable" - you are not likely to have it in your hand when you need it, and if you use it, you are more likely to have to hang on to it for several turns, blocking up your hand. The frequency of play is not as high as it might seem. There is also a lack of other cards that provide similar functions. 

Given the vague precept that your hazard strategy must try to do one or two things well or risk doing nothing at all, including this card is not automatic - it takes a slot in your deck away from the primary focus of whatever your deck is doing (or trying to do). 

This card is reactive, in that in order to make it playable, you have to draw out one of the above short-events with a creature. 

So, in summary, Many Sorrows Befall is a useful card for making your creatures more effective. However, I must say I disagree with the MEtD Player's Guide when they say it probably belongs in every deck. 

Reader Comments

Alatar the Hunter: Despite all that has been said, Many sorrows befall is not the MeCCG Counterspell that will allow you to play a "mono-blue control deck". It's use is relatively limited and its uniqueness makes it difficult to draw it at the right moment; therefore it works best with An unexpected Outpost for recycling. The main use of this card obviously is against cancelation cards and combat enhancers. Unfortunately Little Snuffler or The Searching Eye will often do a better job for the former ones. Although I play this card a lot, it is less powerful than what people used to think. So use it only if you have a slot left (not very probable) or if you can afford to stick to some cards... Rating: 7.
Middle-earth Card of the Day #453
Lost Tome

Lost Tome :: MEDM :: Resource :: Minor Item :: 0 MP :: 1 CP :: c2
Lost Knowledge. Cannot be included with a starting company. After this item is played, the bearer faces an attack (cannot be cancelled): Trap: 1 strike with 9 prowess (weapons do not modify prowess against this strike). If its bearer is at a Shadow-hold or Dark-hold, discard Lost Tome to make information playable at the site until the end of the turn. 
Art by Audrey Corman. 

If you are on a quest seeking the Minas Ithil stone or heading Into the Smoking Cone, this minor item of Lost Knowledge (as of MEDM, there are only two Lost Knowledge cards) is crucial to your success and can be acquired anywhere on the way to the jumping off point for the quest.

The card is also strong in two+ deck play, and can work wonders with a Durin's Ring deck. For its role playing value, Lost Tome can also fit in nicely with a Hobbit or book based theme decks (Saruman and Gandalf are the ultimate in bookworms). 

Foremost, this card is a natural for Fate of the Ithil-stone (FotIs). Lost Tome can be obtained anywhere. Journey to Minas Tirith where you have already planted the White Tree, and discard this item to play Fate of the Ithil-stone. Play the palantir of Minas Tirith. Tap FotIs. Then, if your party is hardy and spoiling for a fight, travel to Barad-dur, enter the site, invert FotIs, grab a greater item, (and a minor if you dare to tap another character) then head for the nearest haven and call a council, provided you live through the experience. Be attentive to the strike from the trap; however, once obtained, transfer it risk free of problems to a sage. The prowess of the trap is one higher than that of Forgotten Scrolls, but provides for greater flexibility on quests to dark-holds and shadow-holds. This card bestows increased flexibility to shadow-holds and dark-holds. 

While not a source of marshalling points, this item can be held by anyone, can be transferred without fear, and can be employed without undue concern. In some decks, obtaining information is crucial while in others, it is the means for achieving one's quest. 

This card is good for turn advantage. Note that by discarding Lost Tome at a Shadow-hold or Dark-hold, you make that site an Info site until the end of your turn, not just until the end of your company's site phase. Should you have in your hand an embarrassment of cards that untap a site, you could race through your deck at blinding speed, grabbing items and info; e.g., Durin's ring, Thorough Search, Lucky Search, Look More Closely Later, Thror's Map, and Bounty of the Hoard. Lost Tome can surprise an inattentive opponent by allowing any of the following to be played at a Shadow-hold or Dark-hold: Ringlore, Reforging, Far-Sight, Dreams of Lore, When You Know More, Dragon-Lore, Look More Closely Later, When I Know Anything, Map to Mithril. 

If you like tag team events, try this: Company A already has a Lost Tome and has plundered and tapped a site. Company B, a group replete with sages, moves to Company A's site and Company A moves somewhere else. But right after Company B arrives and Company A is about to leave, Company A discards the Lost Tome for the sage-heavy Company B which then taps sage #1 playing And Forth He (sage #2) Hastened to Look a lot More Closely Later. Repeat until you have no more options. This and other "bonus item grabbing" cards apply because the card specifically states "until end of turn." See also ME's Dark Minions Player Guide p. 35 for another perspective on Lost Tome when combined with Look More Closely Later. Similarly, When I Know Anything in combination with Lost Tome turns a sage into a corruption spoiler for parties that just picked up or are toting around corrupting items. 

Disadvantages: One attack by the trap at 9 prowess with the weapon modifier to prowess inapplicable is a rude surprise to the poor character as he/she is already tapped. Of course, wearing armor as well as other non weapon prowess/body enhancers helps. Next, this card imparts one corruption for which there is no direct compensation, either MP or adjustments to prowess or body. A 0:1 MP:CP ratio isn't very good, but you can at least load up a single character with three or spread them around; in either case you stand little chance of waving good bye to these characters. 

In sum, Lost Tome can catch your opponent unaware, permitting you to take "sente" (forcing your opponent to react to your actions) by gleaning better turn economy than was apparent at the beginning of your m/h phase.

Middle-earth Card of the Day #454
Sudden Fury 

Most of the time, Gollum was too slippery and evasive to be really dangerous, but the quest very nearly failed at least twice when old Stinker exploded into . . . 

Sudden Fury :: MEDM :: Hazard :: Short-Event :: c2 

Playable on a site. Until the end of the turn, any attack by a scout agent at this site has its number of strikes increased by one and attacker chooses defending characters. 

Art by Donato Giancola. 

This is the primary card (i.e., most useful) that boosts agents with the scout ability. There are a good number of scout agents, scattered around the map. Most notable among them are Anarin and, of course, My Precious. 

Like Seek Without Success for rangers, Sudden Fury is highly playable--since it affects agents passively and not actively, it can theoretically be played anywhere, at any time. And since it doesn't require an agent to tap, the range an agent can travel before using it is twice as far as an agent who has to move and then tap to play a card. 

Unfortunately, it cannot be played on-guard, since it does not direct affect either the automatic-attack or anyone in the opponent's company. 

The vast majority of the time, Sudden Fury will take effect as the agent attacks during the site phase. An extra strike is, in most cases, far preferable to an extra point of prowess, and, combined with the ability to choose defending characters, it can turn an otherwise paltry agent into a formidable threat. It is true that many of the scout agents have a relatively low prowess (Baduila being the biggest exception), so you're more likely to pick on the lower-prowessed characters in your opponent's company. This is probably the card's biggest disadvantage. 

There's also the fact that the card doesn't force an attack, so in most cases your opponent can avoid the conflict. Of course, that usually means that you're slowing him down for a turn. 

There are at least two very nifty tricks and twists with this card, though. First, there are no limitations on its duplication. If you're lucky enough to have a couple in your hand, throw them down, and your opponent will be looking at _three_ strikes, attacker choosing. More importantly, it affects _any_ agent attack _until the end of the turn_. 

If your agent is in the right place, start with Sudden Fury and follow it up with an attack during the movement-hazard phase (like with Cunning Foes)--that attack will get the effects of Sudden Fury. I can think of nothing in the game more potentially devastating than Baduila boosted with two Sudden Furies and then attacking with To Get You Away. 

You can sure make a case for there being more generally effective agent boosters, but Sudden Fury's flexibility and subtlety of use make it my current favorite. 

Gimli

Middle-earth Card of the Day #455
Vilya

"...and upon his finger was a fing of gold with a great blue stone, Vilya, mightiest of the Three." LotR VI, p 381 

Vilya :: METW :: Resource :: Short-Event :: R 

Elrond only. +4 prowess, +2 body, +6 direct influence until the end of the turn. If your play deck has at least 5 cards in it, you may take 5 resource cards of your choice from your discard pile and shuffle them into your play deck. Elrond makes a corruption check modified by -3. 

Has errata: Replace "If your play deck has at least 5 cards in it, you may take 5 resource cards." with "If Elrond is at Rivendell and your play deck has at least 5 cards in it, you may take 3 cards." 

Vilya was one of those cards that was at the top of everyone's hit list back when METW first came out. Make Elrond an 11/11 with 10 DI, *plus* you get to recycle 5 of your favourite resources (4 if you count the fact that you should always recycle a Vilya). Sure, it's got a -3 corruption check associated with it, but that's what Hobbits are for. 

Certainly, two of the parts of the errata have hurt Vilya a lot; you can only recycle 3 cards now, and you have to be in Rivendell to do it. But the third part of the errata is the most interesting... you can now recycle *anything*, not just resources. This makes the card recycling tremendously more useful, and applicable to a much wider variety of decks. You can get back characters, hazards, you name it. Nothing in the game allows easier recycling of any card in your discard pile. And unlike many other cards, you don't give away anything about what you are recycling. 

My favorite example was a deck I used recently based on Thieves and Pickpockets. Thief is a good creature with a decent frequency of play, but it really is only useful if you get lots of them, because the first couple just discard minor items. Now, you can use Vilya to recycle them. No messing around with a Far-Sight/Palantir of Orthanc/Saruman, or the nearly impossible to use Nazgul Machine, just put Elrond in your starting company and put three Vilyas in your deck. No preconditions, nothing to get out, just draw the Vilya, get to Rivendell, and use it. Plus, you now have the flexibility to discard critical resources that you draw too early to be useful -- quest cards or cards with preconditions like Mithril or Align Palantir. 

Although it isn't the best use, it also gives you easier access to your sideboard by way of your discard pile (a good use for your first Vilya if there isn't anything exciting to recycle in your discard pile yet). And if you don't need to recycle, Vilya can always be used to make Elrond nigh invincible. 

The downsides are significant: 10 influence for Elrond, or half your starting total, and you can't usefully use his 4 DI while he's sitting around in Rivendell cycling cards. -3 MPs if Elrond is killed. This is obviously quite expensive, although they are probably fair for the advantages. Even more of a problem, though, is the possibility of Elrond bouncing in the character draft. If he does, you're stuck with 3 cards in your deck that you can't use until you get him out -- which in itself is fraught with difficulties because your opponent can get him out first, you need to keep 10 influence free, and he might be on the bottom of your deck. You could put the Vilya's in your sideboard to counter this possibility, but this makes getting them into your playdeck a torturous affair, which mitigates against Vilya's #1 advantage: ease of use. 

The only card which might be considered better for recycling is the Palantir of Orthanc. It's harder to get out because it's unique and therefore almost requires matching Far-Sights, but it can be used every turn and has a better corruption modifier (assuming you are using Saruman; otherwise it's worse since it basically requires Align Palantir or Magic Ring of Lore, both of which impart additional corruption). It only gets you one card per shot though. Still, the Palantir itself is only uncommon while Vilya is a sought-after rare. 

The bottom line on Vilya: it's the best, easiest way to recycle cards. Any cards. If that was all it did, it would still be quite good. However, it can alternately give Elrond massive bonuses for combat or influence. Any deck that can justify Elrond's presence (and he is a formidable without his ring) would do well to consider the advantages of adding a few Vilyas. 

Gwaihir 

Middle-earth Card of the Day #456
Nimloth

Dwarven mistrust of elves is not always misplaced. 

Nimloth 

Nimloth :: MEDM :: Minion :: Scout/Ranger Elf :: 1 MP :: c2 3/8 :: 4 MI :: 1 DI 

Unique. Agent. +2 DI against Elves and Elf factions. Agent only: may move to a Haven. Home Site: Thranduil's Halls, Sarn Goriwing 

Art by Ted Nasmith. 

As agents go, Nimloth may seem at first glance to be rather mediocre--her prowess isn't particularly high, and her direct influence against Elves isn't much help, since she's not a diplomat. Probably just a card to shelf until the release of _Lidless Eye_, right? Wrong. For a ranger or scout oriented agent hazard side, Nimloth is an absolute must. 

First off, you can play Seek Without Success and Sudden Fury on her. Both are especially useful because they don't require the agent to tap in order to have their effects. A face-down Nimloth at a site with Sudden Fury yields two strikes of five plus a roll, attacker choosing--nothing to shake a stick at. More important, though, are her home sites. Both sites are within easy reach of the whole northeast, and especially near to the oft-travelled and site-heavy Anduin Vales. In addition, with Never Seen Him Nimloth can reach Lorien (where she's allowed to go, like all the Elf agents) in one turn, and, she can reach the vast majority of sites in Middle Earth in two turns. Best of all, since one of her home sites is a free-hold and the other a shadow-hold, she can be played with either Nobody's Friend OR Inner Cunning. She is the ONLY agent with this advantage. 

In short, Nimloth's central location and flexible home sites make her indispensable for ranger or scout agent decks. How well-suited she'll be for Lidless Eye remains to be seen, but that +2 DI against Elves will start looking real nice around then, I'm sure. 

Gimli 

Middle-earth Card of the Day #457
Secret Entrance

Why try things the hard way and enter where you are expected. Frustrate the denizens and minions by taking a Secret Entrance and avoid announcing yourself. 

Secret Entrance :: METW :: Resource :: Short-Event :: R 

Only playable at the end of the organization phase; may not be played on a company that is moving to a site in a Dark-domain. Tap a sage in the company, and no hazard creatures keyed to the site may be played on the company. 

Art by Randy Asplund-Faith 

Secret Entrance is the compliment to Secret Passage - for the tapping of a sage, it makes you immune to creatures keyed to the site. For the vast majority of sites, this isn't all that useful. Someplace like Moria, a shadow-hold in a wilderness, is the best candidate for the use of this card, because the site is relatively dangerous compared to the path. Other than that, it's not really all that exciting... 

...until Dark Minions came out. When you are moving to or from an underdeeps site, you have no site path. Plus, it can be played at every Under-Deep site since none of them are technically in a region at all, so even the Sulfur Deeps and the Under Courts are not a site in a Dark Domain. The implications should be obvious: Secret Entrance makes you immune to all hazard creatures when in the Under-Deeps. Given how dangerous the Under-Deeps can be, this is a huge benefit. You're still vulnerable to the various nasty long-events that can affect companies in the Under-Deeps, and you still have to face a potential second creature auto-attack, but this is much more manageable than a slew of undead or Durin's Bane. It means you can go take advantage of the sometimes extravagant payoffs of going down to the underdeeps while dramatically reducing the risks. Sure, some of the automatic attacks are really nasty, but you can relatively easily pack enough attack cancelers (Dark Quarrels, Trickery, and Escape are recommended) to take care of the auto-attacks. The amount of consternation this can afflict on your opponent, watching you wander around in the under-deeps with virtual impunity, should be quite satisfying. 

This can be especially beneficial with Ancient Stair. While the underdeeps can be relatively "fast" in that you can play multiple big items, they then slow you down again a bit because of the hassle involved in missing movement die rolls and the necessity of leaving surface sites untapped to get back out. Ancient Stair can speed your deck up again, but at the cost of allowing your opponent to draw a truly vast number of cards. Use Secret Entrance to shut down those hazards and make Ancient Stair palatable. 

The underdeeps can be pretty dicey. Heck, I've gotten so badly mauled at Moria and Carn Dum I figured going down to the Iron Deeps or the Under Gates was virtual suicide. Starting off a deck with 3 Secret Entrances, 7-9 attack cancelers, a couple Ancient Stairs, a few Dwarven Light-Stones and Noldo-Lanterns, plus a few recyclers for the Secret Entrances and cancelers (Smoke Rings works well enough, although Vilya is recommended), I was able to go spelunking for extended trips without being vulnerable to a single hazard creature. It requires a very lean deck with a fairly fast hazard portion (don't play Nazgul, it just won't work) to get those Secret Entrances by turn 3 or so with reliability, but it's worth the effort. 

Gwaihir 

Reader Comments

Nimrandir: I've seen Secret Entrance used quite effectively as an Assassin-blocker for faction decks. Who's worried about losing Target Boy or Choice of Luthien now?

Middle-earth Card of the Day #458
New Moon

Light: Good! Dark: Bad! These are often the case with Tolkien. A far more subtle and sinister manifestation of evil, though, is the . . . 

New Moon :: METW :: hazard :: short-event :: u2 

Environment. Tap one Elf character. Alternatively, if Doors of Night is in play, treat one Free-domain as a Border-land OR one Free-hold as a Border-hold until the end of the turn. Cannot be duplicated. 

Art by Gail McIntosh. 

New Moon is one of a bevy of hazard short-events and long-events that have a rather unassuming basic ability coupled with more scary-looking and troublesome second ability that requires Doors of Night. A case can be made that New Moon's primary ability is the better one, although both can be deadly in the right decks (and against the right opponents). 

The primary ability is surprisingly effective: there are a host of times when tapping a character can wreak havoc with your opponents plans for the site phase. And while a hazard creature will usually accomplish the same thing against Annalena or Haldir, coaxing Glorfindel or Elrond into tapdom is often very hard to pull off. This card does that, though, no matter how big their prowess is. This can be especially effective just prior to some creature attacks, tapping the big fighter and forcing the weaker characters to face the strikes. The limitation, of course, is severe: it only works on elves. Which raises the inevitable question: is this a sideboard card, or is it worth the risk of putting right into the deck? It depends. In sealed deck games, virtually every single company will have at least one elf. Elrohir & Elladan are some of the most frequently used characters of the game, and many regionally-oriented decks take advantage of the three elf-lords. 

In fact, I think it's safe to say that, all other things being equal, any given starting company is more likely to have an elf in it than any other character type. Nevertheless, there's plenty of decks that _won't_ start with elves. When playing against tuned decks, I personally keep New Moon in the sideboard. It's fairly likely that my opponent will be using one elf or another, but not quite likely enough to bank on it. 

If I'm also planning on making use of New Moon's secondary ability, though, it may be more worth a valuable spot in the play deck. New Moon is the first card in the great chain of region and site manipulation cards that go in a downward spiral, as follows: New Moon changes frees to borders, Gloom changes borders to ruins/wilderness, Choking Shadows changes those to shadows, and Awaken the Earth's Fire changes shadows to darks. Naturally, you're only going to be able to pull off one or maybe two shifts in any given turn--even hoping for two is pushing it. So New Moon is most useful in tandem with cards keyable to borderlands--Slayers and Thieves leap to mind. Many Orcs are also keyable to borderlands, but not free-domains. Most Man attacks, though, can work with either one or the other. New Moon is not, therefore, near so useful as Gloom or Choking Shadows, who open up a far broader range of hazard-creature possibilities. It's more useful, in some decks, as the first step in the great chain, as a prelude to a Gloom, which is then followed by things that like ruins & lairs. Dragons are my personal favorites, but undead work here as well. 

Still, it's clear that even New Moon's secondary ability works best only under certain contingencies--when your opponent is hugging the free-holds and free-domains. So in most cases it works best as a sideboard card here, too. But what a sideboard card! It can be cycled in to _great_ effect as soon as you see that your opponent is using a big elf or two, _or_ if you need to bring the world back into your hazards' turf. The final verdict--definite inclusion in a sealed deck, definite inclusion in sideboard if your hazards want borderlands and holds (or as a helper toward Gloom), and possible sideboard for other decks, to use against the elves. 

Gimli 

Middle-earth Card of the Day #459
Parsimony of Seclusion

Parsimony of Seclusion :: METD :: Hazard :: Short-Event :: r3 

Return any unique Dragon manifestation to your hand from your discard pile. Alternatively, return any manifestation of Agburanar to your hand from your discard pile and increase the hazard limit by two. 

Artist: Kevin Ward 

Well, compared with Many Sorrows Befall, the game text on PoS is pretty straightforward: go to your discard pile, get any unique dragon manifestation (ahunts and at homes in addition to the creature cards), and if it's Agburanar, increase the hazard limit by 2. 

This card lends itself to two uses: one is obvious, one slightly less so. 

The obvious use is to allow you to retrieve already-played dragons from your discard pile and whack your opponent again - even twice in the same turn. Also, it allows you slightly greater card efficiency by allowing you to hold only PoS in your hand, while you can discard the actual dragons, and then retrieve the particular dragon you can attack with from your discard pile. We aren't talking about a huge increase in efficiency here, but every little bit helps. 

Dragons have two main drawbacks as the center of a hazard strategy. First, they have a very limited region of playability, which makes it very hard to give your hazard portion decent coverage against different kinds of resource portions. Second, they are unique, which means you never have the one you need. 

The second feature of PoS attacks both of these problems - at allows you to move your dragons to the sideboard. Start your deck off with 3 PoS, 3 From the Pits of Angband, and 3 Doors of Night. You could stick with just 3 PoS alone if you want only a minor commitment to dragons. Then build the rest of your deck around either drakes (to meld with the dragon enhancers) or something entirely different to get wider coverage. 

Finally, pack your sideboard with 5 or 10 of your favorite dragon manifestations, being sure to include Earcaraxe, Scorba Ahunt, Itangast, Smaug, at least one manifestation of Agburanar, and at least one or two At Home dragons with helpful side effects. 

Moving the Dragon creatures, which are unreliable, into your sideboard while replacing them with much more playable Cave Drakes, Land Drakes, Fire Drakes, etc., without sacrificing much in terms of dragon playability is a definite advantage in terms of increasing the number of playable cards in your deck. If your opponent never ventures into dragon country, you can use the Pits to recycle the Drakes and the PoS to get At Home dragons with helpful side effects, minimizing the number of totally useless cards in your deck. Plus Cave Drakes count as Dragons for the purposes of both of these cards. 

This method also beats the uniqueness problem by getting you exactly the Dragon you want (either in terms of playable regions, prowess vs. number of strikes, or attacker chooses defending character capability). The usual ahunt dragons, plus Earcaraxe and Scorba, actually get borderline acceptable coverage with Doors of Night. This can help to shut down a Coastal Sea deck; between getting back Earcaraxe with PoS and Pits of Angband, and then retrieving the retrievers with An Unexpected Outpost, you can end up with Earcaraxe in your hand a lot. There are still gaping holes, of course, and you'll need Dragons Desolation/Gloom and Rumor of Wealth to start to plug a few of these. 

It's sort of convoluted, but it's as close as METW gets to a card that allows you to search your play deck for a specific hazard. 

There is a pretty huge downside, though: what if your opponent is not using a Wizard? Or is running a strategy that doesn't involve playing his wizard until late in the game? This doesn't seem to happen a whole lot, but it does happen, and it shuts down your access to the sideboard. Your dragons will become totally useless since you won't be able to get from your sideboard to your discard pile at all - An Unexpected Output only brings cards to your play deck. You can counter this possibility by putting a few Nazgul in your deck, but this doesn't get reliable until you include about 5, and by that time you are starting to dilute your deck past what I would consider acceptable limits. 

This is in a general a big drawback of Nazgul vs. Dragons -- neither give anything close to reasonable coverage without a ton of support cards, and even then there are large gaps. Nazgul, however, give you a built-in way to get to your hazard sideboard. This makes all the Nazgul recyclers inherently much more powerful than the dragon recyclers. 

In summary, Parsimony of Seclusion (along with a few other cards) helps the Dragon playability problem a bit and helps to alleviate some card-flow problems somewhat. 

As a final note, these cards may become more powerful with Lidless Eye. Two of the Dark Havens - Dol Guldor and Carn Dum - are pretty close to dragons lairs. You may be able to whack Nazgul companies more often than Free People companies. Whether or not Scorba packs enough punch to disturb the Witch King or not is another issue entirely. 

Gwaihir 

Reader Comments

Travis Took: Even though Cave Drake is considered a dragon, it cannot be recycled with PoS, as it can only recycle Unique Dragons, which Cave Drake is not. Also PoS is able to return the Dragon Roused factions as well. Imagine the fun you can have with that! "I'll Bring Agburanar Roused to my hand, AND increase your hazard limit :-P
Middle-earth Card of the Day #460
Memories Stolen

Ancient dragons learned from Morgoth devious and malign dark enchantments, including the ability to have... 

Memories Stolen :: METD :: Hazard :: Permanent-Event :: r2 

Dark Enchantment. A non-Wizard character facing a strike from a Dragon hazard creature attack loses all skills while bearing this card. The strike's prowess is modified by -3. Cannot be duplicated on a given character. If at a Haven during his organization phase, a character with this card may tap to attempt to remove it. Make a roll (or draw a #): if this result is greater than 8, discard this card. Modify the roll by +1 for each character in his company that taps in support. 

Art by Ted Nasmith 

Want to ruin your opponent's day? With any dragon, you can have Memories Stolen from key characters, though you are more likely to succeed if you employ a dragon who can pick his or her targets. 

In many cases, people craft decks around a central theme or ability. If your opponent fails to build in some redundancy into his deck, you can shut him or her completely down with this card. Even if your opponent has the necessary depth in his or her deck, it is unlikely that it is waiting in his or her hand to be played. 

This means that if your opponent has concentrated his or her characters' skill pool in one or two characters, particularly all the three skill characters (e.g., Elrond, Thorin II, etc.) and has insufficient duplication of these skills amongst the party, then you can shut him or her down cold! 

You may be wondering why not just kill the characters instead, causing your opponent to lose (with MP penalties) the attacked character's MPs. One, the buff characters are difficult to kill. Second and more importantly, this is a case where being crippled is worse than being dead. If they are killed, then the rest of the company may each pick up an item corruption check free AND your opponent has general influence points freed up. Cripple the high minded Elrond or Thorin who may be wielding potent weapons or bearing potent items or information and they are stuck; either the character is bearing important information or items which do not allow transferring (Dreams of Lore, Reforging, Mithril), or a transfer requires a corruption check (Aiglos, Swords of Gondolin, etc.) Note that this is particularly poignant as a sage who tapped to obtain a card and must remained tapped until he or she has unloaded the card is absolutely stuck in a tapped state until Memories Stolen is removed. 

While jaywalking near Mordor, I heard the crossing-guard mutter "The strike memories stolen is played on can still wound or even kill a character. However, it does not have to be successful, just faced, in order for Memories Stolen to be played on it." So, if you have two or even three in hand, lucky day! Regardless of whether the dragon dies or no, the attacked characters upon whom you have played this card have their memories stolen. 

Note well, the character/victim loses ALL skills! That means any afflicted buff character becomes a non-combatant drag on the party. For example, warrior specific bonuses from short-events are no longer applicable. Weapons from Aiglos to Sword of Gondolin become useless. Armor from Dragon Helm to Hauberk of Bright Mail become useless. Sage, diplomat, ranger and scout cards are wasting space in your opponent's hand. Even better, all your hazards which can normally be avoided by Scouts and Rangers can now wreak havoc. 

The afflicted character must return to one of the four Havens to attempt to remove this card or beg his or her deck for a Marvels Told as soon as possible. Of course, if you stole the memories of the only sage(s) in the group, your opponent has no option but to try the numbers game even if he or she has three Marvels Told or even a Memories Recalled in hand. 

In this case, the small buff company is at a considerable disadvantage as compared to the more unwieldy large company; there are less people to tap in support of the removal attempt. Your opponent as a result may be stuck in a haven for more than a single turn. Even in large companies, this still means a precious turn of thumb-twiddling for the company. The requirement of rolling an eight (8) or better is a mere 42% chance of success. Because this card has been played on the pivotal character, your opponent needs to tap everyone as tapping one person only boosts the likelihood to 58%, and two supporters tapping improve the odds to 72%, and three to 83%. 

I recommend playing Memories Stolen *after* your opponent's hardy team has plundered the site, is weighed down, and is returning to a haven to store the treasures. You can cause your opponent to regret choosing a small buff group over a more numerous and diverse party. 

Remember to soften up the company first by playing a series of hazards to get fighters to tap, reserving the last two for someone like Scorba, a dragon which can assign strikes. 

As for the choice of dragons, Gwaihir related to me the following based on his past experience dealing with dragons: the first concerning doubling your miscellaneous points, the second concerning the difficulty of playing Memories Stolen. 

"[T]he obscure one. This card can be used as part of a resource-denial strategy. In particular, if you base your resource portion around big quest cards such as Fate of the Ithil Stone or Into the Smoking Cone, you can ... double the points from them if you ... deny your opponent any [miscellaneous] MPs. The vast majority of these cards that see regular use require sage skill, which can be stripped with Memories Stolen. Between this card and Might Be Lies, if your opponent isn't long on sages and [miscellaneous] point cards, you can potentially turn 6-7 points into 12-14." He points out that such a strategy is quite fragile, as The White Tree is enough to thwart it. 

"Secondly, ... it is difficult enough to play a dragon in the first place. Using this card eats ... another slot in your hand indefinitely while you wait to play the Dragon." He went on to describe how one has to be ready to hold on to resource cards much longer than normal. 

The Wind-lord is wise. By listening to him I learned of something I had overlooked; i.e., the cave drake is so far the only non-unique dragon available. Because of this, you have the option of playing Memories Stolen on a cave drake _or_ one of the unique dragons. It avoids sweating over how to get the right dragon to the targeted company when desired. Gwaihir cautions that this is a less than optimal use of cave drakes. 

In sum, a devious card to play, but difficult to actually bring off. Plus, eh, why do I smell rotten eggs? Anyway, where was I? hmm. I don't remember... 

Ohtar 

Reader Comments

Fram: The scenario mentioned above where Memories Stolen is used to double your own miscellaneous MP's does not apply. Doubling your own MP's when your opponent has none only applies to character, ally, faction and item MP's, not to misc and kill MP's. 

Middle-earth Card of the Day #461
True Fire-drake 

True Fire-Drake :: METD :: Hazard Creature :: 1 MP :: c1 13/- :: Keyable: WWW 

Drake. Two strikes. Three wildernesses in site path are required (only two wildernesses are required if Doors of Night is in play). 

Art by Quinton Hoover. 

This is one of the common hazard creatures from METD, and a favored element in many a drake-centered deck. It's similar enough to Cave Drake that it's natural to compare them, but at first the True-Fire Drake doesn't come out from that too well. For three extra points of prowess, it loses the ability to be played at Ruins & Lairs, and can only be played keyed to double-wilderness if Doors of Night is in play. Since it's only playable in wilderness, its strikes can always be cancelled by an Elven Cloak. Even worse, it doesn't choose defending characters. 

Played in a drake deck, though, the True Fire Drake can really shine. It's more playable than its cousins, the Winged Fire- and Cold-drakes. Doors of Night and Withered Lands are almost always present in a drake deck, and in tandem with those cards the True Fire-Drake is playable almost anywhere. Its real advantage, though, is in that second word: it is playable with Dragon's Breath. The TFD/Dragon's Breath combo is short and sweet, and far more playable than Dragon's Breath is with one of the dragons themselves. It's almost always good for a couple of taps prior to the real attack, and if you're fortunate, it can do serious damage. 

In addition, the jump (compared to Cave Drake) from 10 to 13 prowess is a bigger jump than the raw numbers suggest, since for most characters that jump in prowess means that the oft-rolled 7 constitutes failure instead of success. Consider Elrohir, with 5 prowess: tapping against a Cake Drake, he enjoys a 73% chance of defeating the strike. Against a True Fire Drake, though, his chances plummet to 28%. 

This critter isn't going to usurp the Cave Drake's position as the multi-purpose creature of choice, or even come close, but in a drake deck, it's a valuable staple. 

Gimli 

Middle-earth Card of the Day #462
In Great Wrath 

In Great Wrath :: MEDM :: Hazard :: Short-Event 

Playable on a Nazgul in your discard pile that could immediately attack. The Nazgul attacks immediately (not counting against the hazard limit) with +2 prowess and -1 body. 

Artist: Margaret Organ-Kean 

This card closely mimics Parsimony of Seclusion, which was my last review (#459), so much of what I said about that card applies here also, with a couple of additions: 

- Note that, as clarified in the Dark Minions player's guide, attack enablers like Fell Beast and Morgul-Horse may not be used with this card, since the Nazgul must be played immediately after the enabler and In Great Wrath introduces an intermediate card. However, you can still use Morgul Night and Awaken the Earth's Fire to make your Nazgul more playable. Definately things to consider when determining the strategy for enhancing your Nazgul's playability. Also note, however, that the Fell Beast bonus strike and attacker-chooses-defenders capability are still useable, it just won't improve the Nazgul's playability. 

- This card effectively only consumes one of the hazard limit, instead of two for Parsimony (unless used with Agburanar). This is a big help because Nazgul tend to seriously chew into the hazard limit. 

- You get the +2 prowess/-1 body "bonus". In general, I don't think this is all that significant. However, it bears considering when you are facing characters that actually have a chance of beating you. Generally, the +2 prowess will protect you more than a -1 body will hurt you. For example, for Glorfindel II facing down an average 15/9 Nazgul, his odds of defeating it are about 1:14 normally, or 1:21 if the Nazgul is enhanced with In Great Wrath. 

- As I mentioned in the Parsimony review, Nazgul recyclers are generally much more powerful than other card recyclers since Nazgul can inherntly access your sideboard. This makes it easier to move Nazgul to your sideboard and focus your deck. 

The inability to use Fell Beast/Morgul Horse with this card to increase coverage is certainly a downside. However, given that it does provide an easy way to recycle Nazgul, it is still an important card to consider when building a Nazgul strategy. If you do decide to use this card, you may well want to consider relying more on environments to improve your Nazgul's playability rather than Fell Beast/Morgul Horse - otherwise, the coverage this card gives you is more limited than you might like. Like most Nazgul deck, you'll probably have to play with the enhancer mix to find out what works with your particular mix of Nazguls and recyclers. 

Gwaihir 

Middle-earth Card of the Day #463
Earth of Galadriel's Orchard 

Farmers know the value of good dirt. Hobbits in particular represent Tolkien's romantic view of the English farmer. Eating, drinking, chatting and farming (including animal husbandry) are wholesome characteristics which kept Bilbo, Frodo, Sam, and the other hobbits from the many corrupting temptations which beset the other children of Iluvatar. 

Earth of Galadriel's Orchard 

Earth of Galadriel's Orchard :: METW :: Resource :: Special Item :: (2) MP :: 1 CP 

Unique. Only playable at Lorien. 2 marshalling points if stored at Bad End. 

Art by Edward Beard, Jr. 

If one of your companies will be visiting Bag End for any reason, pick Earth of Galadriel's Orchard (EoGO) up on your way through Lorien. Most players will travel through Lorien at least once. Many players will visit Bag End to bring (back) in various hobbits. If you are running a coastal theme deck out of Lindon and need to pick up Tom and Goldberry, or need information from Weathertop, this is a nice place to stop by on your way there. 

EoGO plus a Mallorn tree (so far 5 MPs) makes the Hobbit faction (boosted from 1 MP to 2 MPs) worth including in a deck, totaling 7 MPs. Toss in Bill the Pony (1 MP) who can come in even when Bag End is tapped, and you have garnered 8 MPs without facing an automatic attack. 

The Haven like qualities imparted on Bag End by the EoGO and Mallorn should not drive your deck design, as the Grey Havens and Old Forest are nearby and they require much less effort to heal characters. Which is not to say you should avoid going there, as any port in a storm will do. Still, the risk from carting around one more corruption point with the requirement of storing to get the 2 MPs is steep. 

EoGO is a fun card, more suited for longer games emphasizing the role playing aspects of MECCG. You get BIG brownie points _and_ bragging rights if you have Sam Gamgee pick this up in Lorien, haul it to Mount Doom and then all the way back to Bag End and store it and play the Mallorn. Also, those of you who have always desired to play Mathom Lore, combining it with the EoGO and Mallorn means you can continue inspecting mathoms and eating and writing your Red Book of Westermarch and eating and watching Fireworks and eating... 

In one deck games, it is icing for a company passing through Lorien on its way to either Bree or the Old Forest. Is it compelling? No. Is it fun? Definitely yes. 

Ohtar 

Middle-earth Card of the Day #464
Spells of the Barrow-wights 

When reading LOTR as a kid, I was too cool to be really, truly scared by any of it. That is, except for when Frodo was ensnared by the . . . 

Spells of the Barrow-wights :: MEDM : Hazard :: Permanent-Event :: c1 

Playable on a character facing an Undead strike. If the strike is successful, target character is not harmed and is taken prisoner at a Ruins & Lairs or Shadow-hold. Character must discard any rings along with his other items. At the start of each of his untap phases, make a body check for that character. Rescue-attack: Undead--3 strikes with 8 prowess. 

Art by Angus McBride 

Undead received a serious boost with MEDM, and the fact that they are a grave problem for both heroes and minions means that their efficacy will only increase with MELE. Spells of the Barrow-Wights is just icing on an already formidable cake. 

Capturing an opponent's character is one of the nastiest blows he can receive. Only the most combat-ready and fortunate companies will be able to rescue their comrade without losing a turn to do so. Most companies will lose far more than that, and some may be completely unable to mount a rescue attempt. All three of the capture cards (Flies & Spiders and To Get You Away are the others, for spiders and agents respectively) have their own advantages and disadvantages, but Spells is the best of the lot. Like Flies & Spiders, it forces the captured character to make body checks at the beginning of each turn (and remember that characters killed in this fashion count as negative marshalling points). Unlike Flies & Spiders, the captured character has no chance of escaping on his own. It has the greatest amount of flexibility as far as where the capture site can be. Finally, ring items aren't safe from this card--you know how things that go bump in the night can be about bright, shiny objects. 

So it's the best of the capture cards, but is it worth the valuable slot it fills in a deck? With all of the different ways that undead can be boosted, those slots are always at a premium. Obviously you should have your Moon is Deads and Plagues of Wights in there first. Beyond the prowess- and strike-boosting effects, Spells' chief competitors are Endless Whispers and Pale Dream-maker--cards which can be equally troublesome and potentially devastating to your opponent's company. But while those cards can make life miserable for just one character, the one character that Spells makes miserable can rain on his whole company's parade. Plus, Spells is a common card, while the others are uncommon and rare, respectively. 

Spells of the Barrow-wights suffers, though, against an opponent with a low hazard limit. It takes a support card or two for an undead creature attack to build up a really good head of steam, and in some cases there's not room enough for that one extra card. Also, it's not near as much use against a character with one or no marshalling points--your opponent is more likely in those cases to just let the poor guy freeze. Where it really excels is against low-prowess, high-MP characters like Frodo, Bilbo, and Galadriel. 

Gimli 

Middle-earth Card of the Day #465
Taladhan

About the only complaint I think people had about Dark Minions was that they looked at all the agents and said, "uh, who?". Well, we may not have much Tolkien background, so I guess we'll have to let the game fill it in by itself ... 

Taladhan :: MEDM :: Minion :: Scout/Ranger/Sage Man :: 2 MP :: r2 4/9 :: 6 MI :: 1 DI :: Home Sites: Sarn Goriwing, Dol Guldur 

Unique. Agent. Can use shadow-magic. Agent only: chooses defending characters; for each successful strike, the company must discard one item (of defender's choice), but the defending character is not harmed. 

Isildur has done a review of Taladhan which talks about his abilities, and I'm going to try not to duplicate his review. He talked about his advantages, so I'll mention some of the drawbacks -- both for Taladhan and for agents in general. 

First, the main drawbacks of all agents is range. If you want to use Taladhan's special advantage, you must either have Taladhan at the same site that your target company is moving to at the beginning of your opponent's M/H phase, or you have to use some enhancers like Never Seen Him, Great Need or Purpose, or Inner Cunning. Without a serious commitment to agents, these enhancers are hard to use and will clog up your deck. 

Secondly, the defender gets to choose the item to discard -- and he can select any item in the defending company, not just one held by the defending character. This makes it very hard to get a meaningful item discarded without some support, either from thieves and pickpockets or from other scout agents using An Article Missing. Unfortunately, An Article Missing also requires an untapped agent, which means agents trying to use it suffer from the same problems as Taladhan trying to use his special ability. So, if you are going to back up Taladhan by loading up on agents, Great Need or Purpose is good with many agents if your opponent has several companies, and some good scout agents with Shadow/Dark-Hold home sites (for use with Inner Cunning) include: Anarin, Baduila, Elerina, My Precious, and Nimloth. Elerina is attractive because she can also use Shadow-Magic, so you could use Undead as the other half of an agent half-strategy and meld the two with Shadows out of the Dark. The only problem is parties usually don't spend a whole lot of time going to Shadow or Dark-holds, especially if they can see an agent with an Inner Cunning, and know they are being set up. 

Lastly, if you load up on all these cards, you have to consider whether this is really more effective than just using Thieves and Pickpockets. Pickpockets aren't all that playable, but Thieves are; Thieves have 15 prowess to Taladan's average of 11. Add a strike with either Hoarmurath of Dur or Rank on Rank, and 3 thieves alone give you a lot of discard potential. 

It is unclear to me whether agents really can give you a better item-stealing capability. If you are going to make a major commitment to agents, you may be better off with an influence or attack (with To Get You Away) strategy. On the other hand, stealing items can hit them where it hurts -- the MPs. 

So, in summary, Taladhan has the disadvantage of all agents - including him alone in a deck is unlikely to be very effective. Fortunately, there are plenty of other agents with complimentary abilites. Unfortunately, including the support cards required to make him effective requires a significant commitment to agents and their enhancers, and it is highly possible that 3 thieves may be much more efficient at forcing items to be discarded. So, IMHO, because of the heavy commitment a deck must make to agents to get the most out of them, Taladhan is more of a card that can be used to enhance an already-existing agent strategy rather than a useful addition to an item-stealing hazard strategy based on Thieves or Pickpockets. 

Gwaihir 

Middle-earth Card of the Day #466
Elf-stone

Saruman, in searching the silt of Gladden Field, came close in space but not in time to finding the ONE RING. He did however find the necklace upon which it had been kept and Elendilmir, the father of all elf-stones. These green stones signify to elves the special status and honor of the wearer: whether it be tokens of affection or indicators of elven friendship. 

Elf-stone :: METW :: Resource :: Minor Item :: [+2 DI] :: 1 CP 

+2 to direct influence used against an Elf character or an Elf faction. May not be duplicated on a given character. 

Art by Mark Poole 

Managing scarce resources is a hall mark of collectible card games. MECCG is no exception; rather it is often accused of taking impious glee in demanding the balancing of many competing scarce resources. Influence is one of these scarce resource; divided into general and direct influence force yet another balancing act. The further you can stretch influence, the more flexibility you have in tactical options. Whether it is controlling a character, influencing an ally or faction to join you, or influencing away another' player's characters, items, allies or factions, or even resisting minion agents; influence must be managed carefully. 

Influence in Tolkien's world was a form of power. Power could be enhanced naturally or artificially. All of the powerful races in Erda employed artifices to enhance inherent abilities, as this would not be subject to fatigue or lose its glamour with an ill considered word. Tolkien argued against dependency on such things; these machines, because they were as susceptible to abuse as to use, could and would often become the unwise focus of covetousness. Still, he recognized the joy of making and giving fine gifts. Elven smiths produced many wondrous items: the three elven rings, fearsome weapons (Aiglos, Narsil, Glamdring, Orcrist, etc.), and highly esteemed faceted emeralds and other elf-stones. 

Of the greater elf-stones, only the Emerald of the Mariner (METD:r2) is currently available. Possibly in a future expansion we might see those elf-stones mentioned in the LotR; i.e., Elendilmir and Elessar. Elendilmir was found by Aragorn and Gimli when they explored Orthanc after expelling Saruman. Elessar, a gift from Celebrimbor of Ost-in-Edhel to Galadriel as a token of affection, was bestowed by Galadriel upon her granddaughter's suitor, Aragorn. 

Of the minor elf stones, four can be included in your deck. Yes, four: three plain elf-stones and one unique hoard minor item, the Emerald of Doriath. Three plain elf-stones may be gilding the lily; because you may choose one or two elf-stones as starting items, your deck need not be diluted by including any unless you are planning on multiple companies scurrying about Middle Earth influencing factions and influencing away opposing characters. Another less efficient alternative reason for including all three in a deck is for the paranoid player (he has enemies, too) who fears/plans on losing items to pickpockets, thieves, etc. 

Elf-stones are a favorite starting item precisely because they assist in influence management. If your decks are hack and slay, then this item is a waste of deck space. On the other hand, if you are running with elves or, more subtlety, you anticipate your opponent will be playing elves, starting with at least one of these means your initial company mix is primed to influence or resist being influenced. The METW Player Guide relates on p. 81 some obvious choices of characters to bear an elf-stone. Consider having Celeborn make not only a fashion statement, but ready to cause Galadriel to swoon into his arms by combining a plain Elf-stone with an Emerald of Doriath. Or combine the two on Pallando, who will be guaranteed not to suck as he now has become for 2 CP +3 DI to elves and elf factions AND imparts +2 to the general influence pool. Yes, both of these combos require a trip to a hoard site, but hoard sites are often included or can be created via Dwarven Hoard. 

In conclusion, an Elf-stone lends greater flexibility in influence management for a corruption cost of only 1. That you can start off with one or two means that you can already have specific options upon viewing your initial hand and one or two precious slots in your deck freed up. 

Ohtar 

Middle-earth Card of the Day #467
Book of Mazarbul

Herman Melville. William Faulkner. Thomas Pynchon. Ori the Dwarf. No basis for comparison, you say? Then you haven't read the . . . 

Book of Mazarbul :: METW :: special item :: 1(5) MP :: 2 CP :: U 

Unique. Only playable at Moria. May be stored at a Dwarf-hold for 5 marshalling points. If its bearer is a sage, tap the bearer during your organization phase to increase your hand size by 1 until your next untap phase. 

Has errata: Replace "tap the bearer during the organization phase" with "tap Book of Mazarbul during your organization phase." 

Art by N. Taylor Blanchard 

The Book of Mazarbul is one of the great staples of the sealed-deck game, and a heavy-hitting card for the new player who only owns a handful of cards. I remember with no small fondness those early weeks of METW, when I had only a couple limited packs to my name and when (gasp!) starter movement was the norm. In those days, Lorien-->Moria-->Lorien-->Iron Hill Dwarf-hold was a treacherous but time-honored route, and no deck that I made was without the trusty Book. As my addiction grew, and I acquired more impressive and rarer cards, the old B of M tended to get shelved more often than used. Although there's some reason for that, I've since then found myself using this card quite a bit. Especially with the improvement offered by the errata, the Book of Mazarbul makes a lovely addition to many decks. 

The most attractive thing about the book is its MPs--5 if stored at a Dwarf-hold. The only item which can pull that off without some sort of combo or storing is the Iron Crown, which is a big corruption monkey. The Palantirs of Amon Sul and Annuminas, though, also offer 5 MPs if stored, and are better than the Book in two other respects--they give 3 MPs when not stored, as opposed to the Book's paltry 1, and they can be stored at a Haven, which rarely requires a special trip. Those items do have limitations with respect to company size, but those only partially offset their comparative strengths. 

Those Palantiri are also easier to play than the Book of Mazarbul. You may well end up going to Moria to collect one of them, anyway, but you could just as easily go to Lossadan Cairn which, especially if you have a Star-glass, is a cakewalk. The Book MUST be played at Moria, one of the most dangerous sites of the game. The fact that it's a shadow-hold opens it up to the expected range of nastiness; it's impossible to approach without going through double-wilderness; if Doors of Night is in play, Nameless Things can plague it. It is specifically vulnerable to the Balrog, Watchers in the Water, Umagaur, and Buthrakaur. 

Since it's harder to play and not quite as efficient, MP-wise, as comparable cards, what does the Book of Mazarbul have going for it? Practically speaking, as an uncommon card playable at a ubiquitous site, it's a lot easier for those with limited cardstock to get a hold of one. It confers only 2 corruption points, instead of 3. Most importantly, its special ability is highly formidable. Prior to the errata, that ability wasn't much worth the trouble--very rarely is it worth tapping any character in the organization phase, unless you're heading to a Haven or somewhere else where you don't foresee doing anything in the site phase. Tapping just the item, though, is a literally painless way to up your hand size by one for as long as you're carrying it around. Hand size is one of those great unquantifiables--it's almost impossible to measure the degree of advantage it confers, but it's bound to help out in that nebulous realm of "potentiality". To speak comparatively again: this is a much better ability than either of the Palantiri offer, it requires only a sage to pull it off (instead of a palantir-user), and it requires no corruption check. 

For the Book of Mazarbul to truly earn a place in a deck, though, that deck also has to contain a Dwarven faction. If you have to make a special trip to a Dwarf-hold for no other reason than to store the Book, the relative effectiveness of the card diminishes considerably. Picking up a faction on the way, though, makes the journey always well worth it--the dwarven factions yield high MPs and are quite easy to recruit if you have a dwarf in your company (incidentally, the dwarves who are also sages are Balin and Thrain II). There's always the potential problem of picking up the cards in the wrong order, of course, but that's what Smoke Rings are for. 

Finally, this card, like other items that have to be played at certain sites, is quintessentially vulnerable to Neither So Ancient Nor So Potent, since you'll be unable to re-find the Book if Moria is still in the discard pile. As soon as someone convinces me that NSANSP is worth putting in a deck, I'll consider this a disadvantage for the Book. 

Gimli 

Middle-earth Card of the Day #468
Leaflock

His Sindarin name is "Finglas," which is rather goofy. I wouldn't say that to his face, though . . . 

Leaflock :: METW :: Ally :: 2 MP :: U :: 5/8 body :: 3 MI 

Unique. Playable at Wellinghall. Tap to cancel the effects of one hazard that targets his company. May not be attacked by automatic-attacks or hazards keyed to his site. Discard Leaflock if his company moves to a site that is not in: Fangorn, Rohan, Gap of Isen, Wold & Foothills, Enedhwaith, Old Pukel-land, Brown Lands, Anduin Vales, or Redhorn Gap. 

Art by Gail McIntosh. 

Leaflock is an impressive, easy-to-get ally. He has the standard advantages and disadvantages that all Ents share, and a special ability that is, to my mind, jaw-droppingly cool. He's the best of the Ents. 

Like all Ents, Leaflock is playable at Wellinghall, the safest place on the map to acquire allies. And, like all the Ents except Quickbeam, he's limited in his range of movement to Fangorn and nearby regions--the same 9 that Treebeard can move to, which is three more than poor Skinbark. Those regions contain enough material for any MP-hungry player, with a number of 3-MP factions and ample sites for information and minor/major/gold ring items. The one drawback to these regions is that there's only one place to acquire major items: Moria. Leaflock works best--only works, really--in a deck designed to move in those regions. Ents in general are also limited in where they can fight--they cannot face auto-attacks or attacks keyed to a site. This is a very serious limitation--since many hazard creatures that are keyed to regions may also be keyed to sites, it effectively means that Ents won't be able to face many if not most of the attacks your company will be dealing with. 

Ents were for a long time hampered by the fact that they were all playable at the same place. That, plus the fact that the Ent faction is playable there, made it impractical to play with more than a couple Ent-related cards. With the release of Dark Minions, though, and Fireworks, a deck with a greater focus on Ents becomes much more workable. Now, with a little bit more deck planning, you can insure that the site can be untapped in order to score at least a couple of Ents, and more if you're lucky. 

Even if you don't want to commit to the cards that an Ent deck using Fireworks requires, and thus want to keep the Ent population in your deck fairly small, there's every reason for Leaflock to be your first choice. True, at 5 prowess and 8 body he's the smallest of the Ents--he won't be able to dribble orc-heads with his eyes closed like Treebeard or Skinbark. But 5/8 is the same as characters like Elrohir and Elladan--very respectable fighters. His special ability is what really takes the cake. He can tap to cancel the effect of a hazard. This is far more flexible, obviously, than simply being able to cancel an attack. Not only can it stop annoying one-shot hazards like corruption cards or Call of Home, it can completely disarm more complicated combos. LET your opponent play Doors of Night, Gloom, and Dragon's Desolation--it will all be for naught when Smaug is forced to take a hike. Or, if you know what's coming, cancel that initial Gloom and force your opponent to hold onto the rest of the cards, clogging up his hand. Multi-attack hazard creatures like Slayer and Assassin are also completely cancelled through Leaflock's ability--a fact that I've been thankful for more than once while sitting at Assassin-vulnerable Wellinghall. Like Torque of Hues, the threat of a Leaflock cancellation will deter your opponent from many possible courses of action, thus making life easier for you in ways you'll never fully know. The only character or ally out there with a comparable ability is Tom Bombadil. Tom's ability does have one edge over Leaflock's--Tom can cancel a hazard against any company in his turf, while Leaflock's ability is limited to his own company. That's a big difference, if your deck tends to use multiple companies, but it speaks more to the incredible power of Tom than to any deficiency in Leaflock. 

Leaflock still won't see as much use as Quickbeam, because of his limited range of movement. But in decks designed to hang out in Ent country, there's no Ent worth having more. 

[Archivist's note: Finglas translates as hair-leaf in Common Speech] 

Gimli 

Middle-earth Card of the Day #469
Fate of the Ithil-stone

Fate of the Ithil-stone :: MEDM :: Resource :: Permanent Event :: r2 

Playable on a company at Minas Tirith if the company discards (for no effect) a Lost Knowledge card it controls. Tap this card if the company plays a Palantir; this card never untaps. If this card is tapped, invert it on the playing surface (rotate it 180 degrees) if the company enters Barad-Dur and plays a Stolen Knowledge card during the same site phase. If this card is inverted, it can be stored at a haven -- only if stored do receive its marshalling points. If this card is stored, all Palantiri give one less corruption point. Once inverted, no other copy of this card may be inverted. 

Artist: Stephan Hickman 

OK, this another card that has already been reviewed by Isildur, but I have been playing with it a bit recently and have a few things to add. For a good overview of how to play this card, check out his review. 

First, the burning question for this card is: why the heck would I want to use it when I can win the game automatically by destroying the One Ring? I mean, really, both require extensive setup and both require journeying into the heart of Mordor. What's the advantage of using Fate of the Ithil Stone? 

First, believe it or not, Barad-Dur is a lot more safe than Mt. Doom. Hard to believe? Well, both increase your hazard limit by 2, but bad guys are always keyable to Mt. Doom, regardless of cancellers. So, if you use a Stealth on Frodo and Sam (a very useful card for such things), they can still be pulverized by anything keyable to Shadow-Holds or worse at Mount Doom. They will be relatively safe at Barad-Dur, except for the auto-attacks (which can be cancelled with Dark Quarrels or Trickery) and an on-guard card, which can be cancelled with Concealment. This makes your opposition a known quantity -- 3 attacks - and you can plan to know almost for sure that you can make it. The only card which you have to worry about is Searching Eye, which could admittedly be very bad in any case. 

Secondly, playing Knowledge of the Enemy at Barad-Dur is somewhat easier than using Gollum's Fate or Cracks of Doom at Mt. Doom. Knowledge of the Enemy requires only an untapped character, while Cracks of Doom requires a very nasty corruption check and Gollum's Fate requires Gollum and involves two unique cards. All require a slot in your hand. 

Thirdly, while there are significant supporting cards required (Memories Recalled, Knowledge of the Enemy, Palantiri, plus Stealth to get in and out of Barad-Dur), it obviously doesn't require nearly as many as One Ring strategies. If your One Ring deck gets shut down (bad die rolls or card distributions, your opponent brought 3 Wills of the Ring, whatever), you're pretty hosed, while a Fate of the Ithil Stone deck may well be able to limp along to a respectable defeat with its Palantiri and faction points. Still, the Knowledge cards aren't very useful on their own, and they will dilute your deck when compared to a straight item strategy. 

Without comparing it to One Ring destruction, what does it get you? Well, it gets you 7 MPs your opponent can't touch. Other than that, it gets you a 1 CP decrease on Palantiri. This is not a big deal. An aligned Palantir is still 3 CP at a minimum, your Palantiri can still be shut down with Bane of the Ithil Stone, and even a few corruption cards from your opponent can be very serious trouble. The table advantage is noticeable, but the main thing is the 7 MPs -- which as an added bonus are diamonds, which can help balance out all the squares from Palantiri. 

The final verdict? Well, first, don't even think about using this unless you have a Palantiri-heavy deck. Second, it's too slow to be used in a one deck game. It takes 3 turns -- go to Barad Dur, come back, store it (since you would generally call the free council the turn your store it for 7 MP, which would make that last turn largely wasted). If you use the optional rule for getting into and out of Gorgoroth, or if your group uses a map and doesn't use site movement, it will take you an _additional_ turn since you won't be able to use site movement to get from Barad-Dur to Lorien in one turn. In my personal experience, this is too slow to have a chance against a Dragon hoard strategy or even an under-deeps deck. Finally, while it gets you points for style and may win you the undying respect of your opponent, it's still only an MP victory and not the extra tournament points that One Ring destruction gives. In a two-deck or longer game, it could be viable as a heavy-hitting MP card to face off against King Under the Mountain/Returned Exiles. While it's more convoluted to set up than those cards and the route is generally more dangerous, it is still more reliable than trying to kill a dragon. As is usual for multi-deck games, the number of cards it requires, which definitely dilute your deck in single-deck play, are not so painful. 

Gwaihir 

Middle-earth Card of the Day #470
Ent-draughts

Libations of all sorts can be found in Tolkien's world: beer, wine, potions, elixirs and from one of the oldest recipe's, 

Ent-draughts 

Ent-draughts :: METW :: Resource Special Item :: U +1/- 

Only playable at Wellinghall in addition to an ally or faction that has been successfully played at Wellinghall this turn. +1 to prowess. This item may not be stolen, transferred, or stored. May not be duplicated on a given character. 

Art by Randy Gallegos 

Ent-draughts cannot be stolen, transferred or stored. Ent- draughts impart *no* corruption. Neither is there a limit on prowess being affected. The bonus can be added at any time, including after weapon bonuses and the like have been added which are subject to restrictions. And because it is non-alcoholic, even Bergil can drink without fear. What a pity that we are restricted to three per deck! 

For those who love Lost Tomes and Forgotten Scrolls, this bonus is applicable against the traps, as the text says "weapons do not modify prowess against this strike." 

WHO BEST BENEFITS?
Everyone stands to benefit, the question is who would benefit more than the others in the company. 

Women:
Eowyn (2/7), Peath (4/7) and other Nazgul huntresses are good candidates. My preference is Eowyn, as she more closely resembles post draught her alter persona, Dernhelm, and parity with the average dwarven fighter (3/7). I admit my choice is as much due to a desire for role playing congruency as it is preparation for Helm of Her Secrecy. 

Other "men":
Beorn achieves Glorfindel II status (8/9), the others do better in a fight. Tailor the draught imparting bonus to your strategy; e.g., if you need your sages less susceptible to wounds or death because you are planning heavily on sage cards, boost'em without concern of corruption. Ditto for diplomats, scouts and rangers. 

Dunadain:
Aragorn II and Boromir II achieves Beorn status (seven prowess). Beretar, Faramir and Imrahil make wizard level (6/9). The same logic applies to sage/diplomat/scout/ranger boosting; see "men" above. 

Hobbits:
This race probably benefits the least, even in the case of Folco Boffin; i.e., card efficiency: why spend two cards to make a hobbit like the others when you could invest the bonus elsewhere for greater leveraging effect? Still, if you are running a four hobbit company bearing Sting, Daggers boosted with Barrow-blades plus Fellowships, you are looking at an seven (7) prowess for hobbits that imbibe! Eight (8) for Barrow-blades against undead and Nazgul! Even if you are corruption conscious and skip some of the barrow-blades, it still is more than respectable. Kick Sharky out of the Shire in a nonce! 

Elves:
Any elf would benefit, but witness the overkill if Glorfindel II drinks deep: 9/9 in just his corruption free tunic and hose! Galadriel becomes more abduction resistant. The other elven rulers make the cost in direct influence more palatable. The twins, Elrohir and Elladan, plus Gildor Inglorion kick serious glutiae maximae orcae (orc butts) and attain parity with the wizards, Aragorn II and Boromir II, and Quickbeam. Annalena becomes a scout/sage with a bite. Arwen, having downed a mug- full and donned an elf-stone becomes the equivalent of Annalena AND tempts Aragorn II for single CP! 

Dwarves:
Any dwarf would positively _love_ to become a better fighter and avoid increasing his likelihood of corruption. Ent-draught is a natural for dwarf-centric strategies; e.g., King Under Mountain/Returned Exiles, bauble hunting (the Arkenstone, Durin's Axe, dwarven rings, etc.). Thrain II in just his beard becomes 8/8, while Dain II and Thorin II and Gimli and Gloin are raised to a prowess of 6. Balin becomes a 5/7 without CP, stretching even further his atypical resistance to corruption (zero for dwarves is atypical.) Bifur, Bofur, and Nori are the most economical use, as they become 5/7 costing two (2) influence points each. Plus Wellinghall is only a skip away from Moria and is not an unreasonable detour from Lorien for a company of dwarves headed to the dragon infested lands. 

Wizards:
Ent-draughts and True Fana work well together for the obvious reason of no imparted corruption points for the +1 to prowess. Because Ent-Draught is an item, Sacrifice of Form holds it until your wizard returns, whether or not by the grace of the Windlord. That means for zero corruption, upon the return of your wizard, he is +2/+1 and has +1 to DI. If Gandalf had been bearing Orcrist at the time he sacrificed his form, he would return as the White Rider -- 11/10 and 11 DI! 

CORRUPTION
The Good News -- Not a source of corruption. The Bad News -- Not eligible as a source of corruption for The Balance of Things whereas Emerald of the Mariner is a source of zero CPs. However, it is much easier to get into play. 

EASE OF PLAY
Wellinghall is on the cross-roads between East and West (Grey Havens/Rivendell via Gap of Isen to Minas Tirith) as well as the North South route between Lorien and Minas Tirith, and works very well for Gondor base strategies plus the Palantir of Orthanc (Minas Tirith and Isengard). You stop in to influence Fangorn and slurp one down. Fireworks by Fangorn to pass the time, bring in another ent or the whole Ent-faction and cool your whistle with another mug. Now run off and have fun. 

DRAW-BACKS
Difficulty of bringing into play:
Ent-draught must occur in your hand the same time your company visits Wellinghall AND successfully plays an ally or the Ent- faction. This requires planning and timing, but is eminently do- able. Discarding it because you draw it while journeying elsewhere means you have effectively wasted the slot in your deck as it is unlikely in a one deck you will get it again before someone calls a Free Council. Radagast speed decks change this a little, but still suffer from timing problems if you discard your first chance at Ent-draughts. 

Deck building:
The bonus is not reason enough for including these in everyone's deck. Ent-draught takes up a slot (or three) in your deck which could be occupied with MP generating items/info/etc. It is limited to one per person. It is only +1 to prowess. Ent-draughts can only be played at Wellinghall. As is the case with all items, it is usually limited to one per turn; Smoke Rings and Look More Closely Later are one response to this, but are better used elsewhere. Fireworks is best, as it permits more draughts AND playing more allies or bringing in the Ent-faction. Note that this card cannot be drawn from the deck or discard pile by a dwarven ring. It cannot be the target of Lucky Search or Mathom Lore (but why would you waste them on it?) To so use Thorough Search and Far-sight would be very inefficient. 

SUMMARY
If you deck is designed such that you will be travelling to or through Wellinghall, this item should be considered for one- decks. For two-deck games and longer, most definitely yes. As for tournaments, it is a gamble unless you have a strategy and a mechanism for making it work when you want. 

Ohtar 

Middle-earth Card of the Day #471
Cloudless Day

Gwaihir and the rest of the Great Eagles prefer vfr (visual flight rules) weather, the optimal being a ... 

Cloudless Day 

Cloudless Day :: METD :: Resource :: Long-Event :: u2 

Environment. Playable only if Gates of Morning is in play. Whenever a company faces a hazard creature attack, the defender may choose which character in the company will be the target of the attack's strikes (regardless of tapped status, wounded status, and the normal abilities of the attack). 

Art by Eric David Andersen 

This card is a very powerful environment, with an obviously very powerful effect balanced by some severe limitations. 

First, the advantages. You get to pick the defenders for all of your opponent's hazard creature's strikes. Obviously, this is huge. It allows your big, enhanced characters to protect your utility characters. It prevents your opponent from singling out characters to hammer. It keeps your wizard from being knocked out by assassins. It makes big dragons who choose defending characters (like Smaug) actually possible to kill. It prevents your company from getting strung out by lots of creatures, since your heavy hitters can basically take strikes from every attack. 

The mitigating factors: 

It requires Gates of Morning. It's sort of futile to put 3 Gates in your deck solely to make this card playable; however, there aren't a lot of good utility cards that require, or are enhanced by, Gates. Clear Skies, The Cock Crows, Dark Quarrels, and Not at Home are all decent cards that might work well. However, it also means your hazard strategy shouldn't rely on Doors of Night. This is a little more problematical, since many hazard strategies virtually require Doors (Dragons, Nazgul, and Orcs spring to mind) to be effective. 

This doesn't mean you can't use Cloudless Day as a "spot" card, just dragging it out to cover critical moves when your party is running to The Lonely Mountain or is retreating to Lorien mostly wounded; however, since it requires Gates, it's hard to use as a utility card and requires more effort to play, and you really have to be able to justify the 3 slots for Gates, since including less than 3 is unwise if you have cards that require it. 

It's a long-event. Obviously, this means your opponent will gain Cloudless Day's considerable advantages also. If your resource half is going to rely on this card, it further restricts your hazard portion to things like Corruption or Roadblocks. Ooops, Roadblock is pretty reliant on Doors of Night for Snowstorm and Fell Winter/Foul Fumes. For this reason, Cloudless day is not recommended for use with Echo of all Joy, simply for the havoc it would create with your own hazards. 

Being an Environment, it's relatively easy to cancel. This works both ways, actually, since you could use your own Twilights to make sure your opponent doesn't gain any advantage from this card, but in general I would call this a weakness. However, this also means it can be recycled with Nenselde. 

So, while Cloudless day has a very powerful effect, the main disadvantage is the Gates of Morning requirement, which means you'll have to dedicate a chunk of your deck to this card, rather than just tossing a couple in as utility cards. 

Gwaihir 

Reader Comments

Charles Jenkins: One of the overlooked aspects of cards like Cloudless Day (or Many Foes He Fought) is its use w/little weenies like one and 2 mind dwarves. These little guys can tap to soak up any attack that doesn't choose defenders or a deck can be set up w/GoM and Cloudless Day to direct as many strikes as possible at the cannon fodder. Since the wimps are expendable, it doesn't matter if they die. This is kind of the inverse of the common use for such cards. Obviously, keeping GoM in play and the need to play Cloudless Day during the long-event phase limits the usefulness of this card. Just my two cents. I can say I don't use this card too often as I'd rather use environments passively. 

Middle-earth Card of the Day #472
Sated Beast

Sated Beast :: METD :: resource :: short-event :: U2 

Target ahunt Dragon manifestation is discarded. Alternatively, if Doors of Night is in play, decreases the number of strikes from one Dragon or Drake attack by one (to a minimum of one). This card may also be played during opponent's movement/hazard phase. 

Art by Heather Hudson 

Sated Beast has obvious uses as a sideboard card, held in reserve in case Middle Earth starts filling up with hungry hunting dragons. Ahunt dragons have the easiest time attacking parties, compared to the other manifestations--Bairanax Ahunt, for example, can strike in the Anduin Vales even when Doors of Night isn't in play. If Doors of Night IS in play, the secondary ability can be a great asset against dragon OR drake decks--turning a Cave Drake, for example, into an easily-managed 1 MP bundle of joy. But you can only hold so many contingency cards in your sideboard, and often it's not worth the slot, unless your own companies will be hanging out in the northeast. 

Sated Beast is best used in a more active fashion, with a deck planned around it. Its first ability provides a valuable opportunity for your hazard and resource portions to work together in harmony. To whit: YOU play all the Ahunt dragons. Their chief disadvantage is that they come around to bite you, too, but not if you're packing Sated Beasts. Watch your opponent cringe as Scorba Ahunt plagues him in Arthedain--his only comfort being the fact that YOU won't be able to leave Bree on your turn without being bitten. Not so. Sated Beast greatly increases your chances of walking around with impunity. 

The other, more significant way to actively take advantage of Sated Beast is in using its second ability. Along with other cards like The Old Thrush and Arrows Shorn of Ebony, Sated Beast is a BIG help when you're trying to defeat an At Home manifestation of dragon, thus paving the way for King of the Mountain and Returned Exiles. Against the weaker at-home manifestations, like Leucaruth and Bairanax, Sated Beast reduces the attack to only one strike--meaning, of course, the dragon will only get one chance to pass his body roll. Couple this card with a Sac-Forming or staff-breaking wizard, and you stand a solid chance of defeating just about any dragon. And, since you'll be in the northeast for a King of the Mountain deck anyway, you still have the option to use Sated Beast defensively if your opponent is playing dragons or drakes. Of course, making use of the second ability requires that your hazard side stocks Doors of Night, but that's not at all an unreasonable request. 

What purpose is served by making Sated Beast playable during the opponent's movement/hazard phase? Card flow. If you're using Sated Beast on your own Ahunt manifestations, you can do that on your opponent's turn, and free up that much more space in your hand. Play the Ahunt dragon, watch your opponents' character wound and fall, and then discard said dragon the very next moment. 

Gimli 

Reader Comments

Travis Took: Another trick of this card is to use it during your opponents M/H phase if they are about to kill one of your dragon's gone a-hunting. 

Middle-earth Card of the Day #473
The Evenstar

Arwen Undomiel was born in Rivendell and dwelt for a time in Lothlorien. She resembled her renowned ancestor, Luthien; however, she ("the Evenstar") represented the dusky beauty, whereas Luthien ("the Morningstar") represented the dawning beauty. She fell in love with Aragorn, who was himself quite a traveller (not to mention a very, very, very distant cousin). Incidentally, Galadriel was her grandmother. All this is interesting, but doesn't have a whole lot to do with . . . 

The Evenstar :: METW :: Resource :: short-event :: U 

Environment. The prowess of one Elf is modified by +1 until the end of the turn. Additionally, if Gates of Morning is in play, until the end of the turn, the prowess of each Elf is modified by +1 and treat one Wilderness [w] as a Border-land [b], or one Border-land [b] as a Free-domain [f]. Cannot be duplicated. 

Art by Darryl Elliott 

There are a great number of hazard cards with moderately-useful abilities that are greatly enhanced by the presence of Doors of Night. This is one of the smaller number of cards that work the same way with Gates of Morning. In general, there are more bad things that like Doors than there are good things that like Gates, so Doors is understandably more common. Still, if you want to go the Gates of Morning route, The Evenstar can help. 

Its first ability is decent, and can be of moderate assistance in a deck that uses Elves. +1 prowess isn't much, though, and there are plenty of other cards that enhance prowess more effectively. The main advantage is that the effect lasts until the end of the turn--this could be crucial against a barrage of hazard creatures. It also makes the card playable at any time (there doesn't have to be a current strike or attack to face), so it's easily gotten rid of if you don't need it at the moment. 

The Gates ability can be quite effective. First of all, it adds an additional +1 prowess to an Elf, making it a viable prowess-enhancer. And that's only part of it. Turning a wilderness into a border-land can render a vast number of hazard creatures unplayable, especially if there's only one wilderness in the site path in the first place. Moving border-lands to free-domains has the potential to avoid Slayers and such, although if you're in a border-land you're likely to be going to a border-hold or free-hold anyway. (The only exceptions I can think of are Isengard, Glittering Caves, Amon Hen, Framsburg, and Gladden Fields. I know I don't need to ask perceptive readers to let me know if I missed one) Even dropping one wilderness from a double-wilderness (or even one from triple wilderness) site path can be potentially helpful, depending on your opponent's hazard strategy. If this card could also turn Ruins & Lairs into Border-holds, and Border-holds into Free-domains (thus making it nearly a mirror-image of Gloom), it would be _very_ powerful. As it stands, it gets a resounding Pretty Good from me. 

As a bonus, The Evenstar fits very well both thematically and strategically into an Arwen deck. With Choice of Luthien played upon her, Arwen's range of movement consists entirely of free-domains and border-lands, with the exception of Anfalas. The Evenstar can allow _all_ of her southern journeying to take place in the comfortable shade of civilization. 

Another related bonus (and disadvantage) is The Evenstar's status as an environment card. The good news: it can be cycled by Nenselde, a staple of Arwen decks. This is a painless loop which can guarantee perpetual one-wilderness-avoidance every turn of the game (barring insidious cards like Bane of the Ithil-Stone). The disadvantage, of course, is that this card is vulnerable to Twilight and other environment-affecting cards. 

I would mention that The Evenstar is also useful for keeping Balance Between Powers in play if I thought there was ANY REASON AT ALL to play with that card. For now, though, I won't mention that. 

Middle-earth Card of the Day #474
Stars

Stars 

Stars :: METW :: Resource :: Short-Event :: U 

Environment. Modify the prowess of any one Undead attack by -1. Alternatively, if Gates of Morning is in play, until the end of the turn treat one Dark-Domain as a Shadow-Land or one Shadow-Land as a Wilderness. Cannot be duplicated. 

Art by Douglas Chaffer 

Stars has two effects. Neither is especially useful, although they can help in a pinch. 

The first effect, reducing the prowess of an undead attack by one can be a plus, although given you could just cancel the whole thing with Many Turns and Doublings it's not real exciting. Many Turns requires a Ranger, but does not require tapping, so the first effect of Stars is pretty pointless on its own. 

So, if you want to include Stars, you need to be interested in it's secondary effect, and therefore should be packing a few Gates of Morning. It can certainly be useful for covering moves into dangerous areas like the Brown Lands, Angmar, or the Grey Mountain Narrows. It is especially useful for getting to sites like Zarak Dum, the Wind Throne, Gondmaeglom, Dancing Spire, Bandit Lair, and Variag Camp. This is because all of these sites are Ruins & Lairs or better in Shadow-Lands; many creatures keyable to Shadow-Lands are also keyable to Shadow-Holds, so this card is not particularly useful in covering moves to most Shadow-Holds and Dark-Holds. Unfortunately for Stars, if you are planning to go to Ruins & Lairs, Secret Passage is a far more effective canceller. Unlike the Hazard terrain-changers, Stars cannot be used to change the site type. Still, you can only have 3 Secret Passages and Stars could be some useful additional insurance. 

Fortunately, if you are planning to move through Shadow-Lands or Dark-Domains, Undead are a threat you might have to worry about -- so it likely you would be able to use both effects. Unfortunately, a lot of the sites Stars is most useful in protecting you at are Ruins and Lairs with non-Undead automatic attack. 

One of the inherent problem with resource terrain-changers is that your opponent does not have to play his creatures, and can just hang on to them for another turn and whack you as you leave the site. Also on the down side, this card can be wasted in your opponent has no creatures to hit you with. On the other hand, if Gates is in play, you can at least always clear this card from your hand and improve your card flow. 

Finally, Stars is somewhat useful for countering the effects of Choking Shadows, a fairly popular cards used to make shadow-land creatures playable. Unfortunately, if your opponent played Choking Shadows to create a shadow-hold or shadow-land, it means that Doors of Night is in play. To undo the damage, you'll have to play a Gates and a Stars. This same logic also applies to Awaken the Earth's Fire, a less commonly used card. The other popular shadow-land creator, Morgul Night, would be cancelled by the Gates of Morning alone, so Stars doesn't get you any added value. In any event, all of these card are much easier just to cancel outright with Twilight. 

So, to summarize, while Stars has some moderately useful effects, I have to rank it as a card with only fairly marginal utility -- useful as a back-up if you have already loaded down on the more effective cards, but not too much to recommend it on its own. 

Middle-earth Card of the Day #475
Neither so Ancient Nor so Potent
Elessar was made to replace the lost Elendilmir, but had not the power nor the history. Other items were mere duplicates, for instance Saruman's ring was not on par with any of the power rings being that it was... 

Neither So Ancient Nor So Potent 

Neither So Ancient Nor So Potent :: MEDM :: Hazard :: Permanent- event :: 2 MP :: u2 

Playable on a stored item. Return item to opponent's hand (discarding all attached cards). Place this card in opponents marshalling point pile. 

Art by Stephen Hickman 

Say Ow! This card, while limited in scope, is VERY nasty; for one card worth 2 MP you take out of commission at least one stored item, and often the companion cards as well. I find it very good for both card efficiency and turn economy. It reaches right into Havens and Free-holds and rebounds the stored items back to your opponent's hand. 

Its scope is limited to items, stored items at that. Still, many players include palantiri of varying sorts or make a habit of collecting and storing big corrupting items. 

For a measly two (2) marshalling points, say sayonara to palantiri which would create up to a five (5) point swing with just one Align Palantir associated, and woe unto him or her who stored multiple Align Palantir. The Book of Mazarbul becomes so much pulp fiction (Moria, tapped to bring it out the first time becomes virtually out of reach). The Red Book of Westermarch suffers the same fate (Bag End, for the same reason). Earth of Galadriel's Orchard becomes mere peatmoss which would cause the Mallorn to be discarded as well (as if you wanted to make the trek all the way back to Lorien AND then back to Bag End just to store these two items). Finally, target Mithril and watch the chain reaction: Mithril which causes the loss of the Veins of Arda and the Underdeeps site plus perhaps the entry site employed to obtain it are tapped and discarded; this for a MP point swing of seven (7)! 

For instance, you opponent has been playing the Palantir of Orthanc to the hilt, with Align Palantir associated with it. Wham! Play this card on your opponent and he or she is left with only a good scrying ball, used by fortune tellers. And the alignment didn't make a difference; therefore is discarded as ineffectual. 

In a game, turn economy is as crucial as card economy; this card gives a significant boost in both. I recommend holding until just when your opponent is set to conclude the m/h phase; now play this card for your last hazard limit slot. Note that because Lossadan Cairn and the others your opponent previously visited to obtain the Palantir(i) or similar stored items are tapped and discarded, your opponent won't be able to revisit these sites until after she or he has exhausted the play deck; effectively never in a tournament and unlikely in a one-deck game unless your opponent is churning cards via a speed deck. 

MEDM Player Guide p 79 reflects upon the benefits of combining this card with Bane of the Ithil-stone. Not only does this combo increase the corruption points and the number of trips needed to get a key resource, but it also locks down your opponent's deck from fancier deck manipulation. This combo is good because either card work well alone, and work very well together. 

Remember, 'tis better to give than to receive. Given early nets you turn advantage and card efficiency, whereas given late likely means you have taken a big bite out of your opponents MPs. And you can have three (3) in a deck! 

Tournament players will probably relegate this card to the sideboard to be cycled in as needed. I would have at least one in my deck simply for the random joy and confusion it will cause. 

Ohtar 

Reader Comments

Sly Southerner: I don't think discarding a stored Earth from Galadriel's Orchard would discard Mallorn: You just need a stored EfGO to *play* Mallorn, after that, Mallorn stays in play even if EfGO gets 'NSANSPed' (still with me?); the stored Earth not 'attached' to Mallorn in any way. Furthermore, playing Mithril does not discard the stored Vein of Arda.
I don't even put this card in my sideboard anymore these days. Most players rarely store items because they almost never visit havens! And, on top of that, this card is only useful if the stored item is worth more than 2 MPs. And even if it is, it returns the stored item to your opponent's hand, so unless it's an item that can only be played at a specific site (like the Book) and that site is still in the discard pile, he/she can play it again during his next turn and gain the item's MPs *and* the 2 MPs from NSANSP. So if you're going to use this card, either do it during your opponent's last turn or play the discarded item yourself during the next turn. 

Middle-earth Card of the Day #476
Adamant Helmet

Helmets are a mixed blessing. On the positive side, your skull, ears, to a certain degree your eyes and sometimes your nose are protected. On the negative side, you cannot hear as well, your vision is tunneled, it makes a lot more noise if it bangs into something, it reflect light, its weight causes your neck to tire, and your head gets considerably warmer. These concerns are less an issue in battle formations, but serious concerns for errant heros. In the case of today's card, using adamant in making helmets removes at least two of these concerns; i.e., vision obscurity and weight. The cost, though, is exorbitant. 

Adamant Helmet :: METD :: Resource :: Hoard Minor Item :: c2 -/+1 :: 1 CP 

Hoard item. Helmet. +1 to body to a maximum of 9. Cancels all dark enchantments targeting bearer. 

Art by Debbie Hughes.

In addition to being hobbled with a picture that resembles Mick Jagger, this card lacks a compelling reason to be included in competition level decks. 

First, Adamant Helmet is difficult to play, as it requires a hoard. Shield of Iron-bound Ash is much easier to get into play. Except for Framsburg or a Shadowhold or a Darkhold upon which was played Dwarven Hoard, your company will need to survive a dragon attack to plunder the site. If hoards are necessary for the greater and major items, one is more likely to include Arrows Shorn of Ebony, or possibly the Emerald of Doriath in the deck. Adamant Helmet is tied for deck space with Scabbard of Chalcedony. The helmet enhances your character's body +1 to a max of 9, whereas the scabbard gives a -1 to whomever fails a strike against your character. It is admittedly preferable to Necklace of Silver and Pearls. 

Armory provides an alternative to the above requirements for getting the helmet into play. Place the helmet directly from your hand into the armory, then when some character is visiting a borderhold, freehold or haven, and would otherwise be able to bring into play a minor item, he or she can put on the helmet. Later, after obtaining mighty and potent items making every CP incurred count, the character can off load the helmet. A bonus of the armory is that if you have stored 3 or more items, you get a marshalling point. 

Second, Adamant Helmet imparts 1 CP for 0 MP. Granted a majority of minor items do the same; still, one must weigh the benefits versus the potential for corruption. 

Third, Adamant Helmet limits its enhancements to a character's body to 9. However, if you are more concerned about one of your key characters being targeted by Memories Stolen, Dragon's Curse, Pale Dream Maker, and Endless Whispers, then this is the antidote. 

In summary, Adamant Helmet is useful for basically three reasons: #1 the helmet provides "protection from" or "removal of" (or both) dark enchantments; #2 it can be worn in addition to armor and shield; #3 it provides +1 to body to maximum of 9 (not restricted to warriors). 

As part of a sealed deck game with METD boosters, it might be worth including. In a tournament deck, it is too inefficient. In multi-deck games, it can be part of your strategy of thinning your deck and immunizing your key characters from negative side effects of hunting dragons or undead. 

Ohtar 

Middle-earth Card of the Day #477
The Lidless Eye (Set)

Well, I have just finished a day of playing MELE, so I am going to do a break from the Card of the Day format for today with a review of: 

Lidless Eye 

There is no question the whole concept of Lidless Eye was ambitious. To be quite honest, I didn't think ICE could do it and keep the format of The Wizards. The bad guys are too ephemeral in the books; we really don't get much information about them. This makes it hard for a game to suck people in ... after all, it was bad enough in Dark Minions, with all the agents basically nobody had ever heard of. And there are the inherent difficulties with making a system that worked well for companies adventuring around Middle Earth work for a bunch of mindless Ringwraiths without _any_ significant changes, since they couldn't make too many old cards obsolete. 

That having been said, doing Tolkien from the Dark perspective is a truly fascinating gaming proposition. Did ICE succeed with Lidless Eye? Well, at least for the format I explored today, unquestionably yes. There are still some kinks to be worked in the Wizard vs. Nazgul game, but Against the Shadow is still coming. MELE, as a stand-alone product, is nothing short of first rate. 

Firstly, before talking about some of the specifics of the set, I'd just like to mention the "sealed deck" we played today. One of the things about MELE that I am enyoying immensely is playing it from a starter. Back when METW first came out, I collected the cards, but it was a while before I found opponents; by the time I played my first real game, I had maybe one and a half boxes worth of cards - a pretty substantial collection. 

Now, I am discovering that MELE plays very well just from a single starter. 

It's really cool to start with just a small portion of the MELE world, and start playing knowing there is a vast world out there to be discovered - Tolkien himself would certainly appove! Heck, I got a box of starters and two boxes of boosters on Friday, and so far I've opened a starter and three boosters. The game really does play very will with a limited card set (the new, non-unique characters help a lot in this respect, since you can fill out your companies without fear of duplication). It's a very different game when you have so few cards; in some ways much better. On the down side, I don't think you can play dozens of games and retain interest from the same small card set - you'll pretty soon demand more cards to give you a very wide range of options - but if any of you out there are like me and ordered a large chunk of cards, may I heartily encourage you to stop ripping off the packaging, slow down, and play some games from your first starter. It's a whole different game, with a different set of strategies, and is very enjoyable. My faith in METW as a "real" game, not just a CCG, was strongly reaffirmed by the strength of the starter - only game. It's not perfect, but it works quite well. 

Just for the record, IMO the key is strength of the common cards. Most other games do not sport the same overall strength of common cards, and instead decks draw their strengths from a few key rares. This is not to say that METW/MELE doesn't have powerful rares, or that constructed decks don't lean on key rares, just that ICE has managed to attain a very good balance which works well for games with a single starter. This is also not to say that time may not reveal broken or overly-powerful rares - but I doubt it will. 

Anyway, here is a brief overview of the new rules. Not too much has changed in terms of specific game machanics. Your Ringwraith takes the place of your Wizard. While your Ringwraith can be incredibly powerful, he is also not at your complete disposal, having had his brains sucked out by Sauron. Basically, he just sits around at Darkhavens keeping the boys in line, until you draw one of the three types of mode cards - Fell Rider, Black Rider, or Heralded Lord. Fell Rider allows him to wreak havoc and destruction, Heralded Lord gives him influence bonuses, and Black Rider is neutral. Once you play one of these modes on him or her, you have one mission to run; as soon as you get back to a haven, you lose the mode card. 

Since Ringwraiths are restricted to using starter movement, he has to return home as soon as you are finished at the given site and wait for another mode card. As an added drawback, Ringwraiths will leave havens only in the company of other Ringwraith followers. Using Ringwraith followers is even more difficult, since you have to play them the turn you use the mode card, and then they are discarded when the company returns to its haven of origin. So, while your Ringwraith is quite powerful, I would argue they are less directly useful than Wizards, in general. 

The other major rules update is in the realm of hazard play. While the full compliment of hazards are useable, there are a few problems. Firstly, you only actually get MPs for defeating a relatively small number of hazards - only those that represent actuall Free People forces. This is definately going to result in a very different approach into building hazard decks for fighting minions. Second is the concept of a detainment attack. Basically, if the attack is for detainment, a wound check translates only to being tapped. All attacks against a minion company in a dark-domain are detainment attacks. Additionally, all attacks by Orcs, Trolls, Men, and Undead in Shadow-Lands or Shadow-Holds are also for detainment. This renders most undead strategies pretty toothless. Needless to say, Orcs aren't real winners either. You can use Saruman's roving orcs to beat up on your opponent a bit, but I sure wouldn't base a strategy on them. However, if you stick to the hazard mix provided in Lidless Eye, you'll do OK. There are plenty of new hazards that will be effective. 

However, in this one regard, ICE may have tried to go too far. Expecting to be able to create a hazards mix to work equally well against Heros or Minions is a little optimistic. I'm guessing that for tournaments, they will eventually require some sort of pre-game swap of 10 or so hazard cards based on whether your opponent is a Wizard or Ringwraith. 

The final really major change is corruption. Since most Dark Servents either a) have had their brains sucked out by Rings or b) live in perpetual fear of their dark masters, when a Hero would be discarded due to a failed corruption check, a Minion is simply tapped. On the other hand, untested Gold Rings carry nasty, nasty corruption - 4 points and a corruption check each and every turn (the lure of the One, you know). Ringwraiths are immune to corruption, having selection option a, but on the other hand, they can't benefit from any items either, so it's kind of a wash. Also, since Sauron is bent on finding the One Ring, testing rings is much easier - Nazgul can do it for free with a -2 modifier, and Sauron has a drive-in window where he will test your ring, but at a -3 modifier. Rings and the quest for them is a much more integral part of Lidless Eye, and it seems to work quite well (just be careful of the Gold Ring items that must be played at Bag End or a Ruins and Lairs - I got one such card, but did not get such a site in my intial starter). 

Most of the other rules addenda are relatively minor, and they have nice bullets in the margins so I won't go into any further minutiae. However, the bottom line is that the feel of Tolkien's work has been well preserved, even if very few of the actual names are recognizeable. You can play this game quite happily and the very real feeling of trekking around Middle Earth is very much still there. The etherial nature of Sauron and his Ringwraiths is well represented, and there is no doubt that you are playing the role of a minion of Sauron. Your perspecitve may take a jolt to re-orient, but that's about all the pain you are going to have to go through, other than amount of money you will probably end up spending. 

Just three more small points. First, the art. While there were flashes of brilliance in The Wizards, in my personal opinion much of the art was weak to bad (I need only mention the Ents, Smaug, Cave-Drake, many of the Orcs, etc). Some of the art in Lidless Eye is truly spectacular, and almost all of it is good to very good. There are still a few real losers, though. Sadly, orc-liquor, a particularly useful starting item, has a particularly painful illustration. Overall, though, I have to say the quality of the illustration handily beats every other CCG I've seen. 

Secondly, the distributions. It is a shame that ICE could not go to the 2:4:6 distribution for this set. Once again, there is a One Ring to track down, and the set is very, very large. It will be expensive to collect. And it looks like there are many cool non-unique rares. It's too bad it won't be easier to track down the many interesting cards. 

Thirdly, the reprints. There is no denying the substantial number of cards reprinted in this set, either as hazards or as items/resources with different names but the same abilities. However, they all have new art, and given the quality of what I have seen so far, I have no problem with them. For me, it's a matter of atmosphere. Atmosphere is a good part of what I'm paying for anyway, so having nice new illustrations with Orcs and Trolls is part of the price of admission as far as I'm concerned. 

What's the bottom line? If you enjoy CCGs, go get a couple MELE starters. Now. Only time will tell whether the full game, fought between players with large numbers of cards, will pan out as well as METW has. However, from playing the starter game, I have nothing but good things to say. 

I also occasionally play Magic, and I got a few Weatherlight cards at the same time my MELE came in. I must say it was a real eye-opener, since my Magic and Middle Earth friends are completely disjoint and I rarely compare the two directly. MELE is a well-done, thoroghly-designed, well-playtested, and mostly beautiful game. Weatherlight is a bunch of new broken rares and largely useless commons, a lot of which have borderline art. And due to the 5-color scam ... err, game system ... you need a much larger number of cards to do somthing interesting. It reminded me why I play Magic - because there are people who don't play Middle Earth. 

Gwaihir 

Middle-earth Card of the Day #478
Barrow-downs 

Barrow-downs :: METW :: site :: f1 Region: Cardolan
Type: Ruins & Lairs
Site Path: WW
Nearest Haven: Rivendell
Draw: 2/1
Playable: min/maj
Auto Attack: Undead 1@8 prowess, each wounded character must make a corruption check 

Art by Angus McBride 

This site seems to get a lot of action, and with good reason. All other things being equal, it's the best site at which to get major items. The reasons: 

It's within easy shooting distance of Rivendell. Having to take a turn to get somewhere BEFORE you start raking in the points is never particularly helpful, and if you're packing enough major items, the chances of having a quick and easy first turn are good. If your deck is taking you to the far corners, there may be other, better sites: Glittering Caves for Minas-Tirith-bound decks, and Ovir Hollow for those heading northeast, for example. But if your deck isn't particularly region-based, it's easy to get here. And if things don't turn out well, you can reach ANY of the four havens from Cardolan in one turn. For the Tom Bombadil fans, this is the one crucial site within The Bomb's travelling range where major items are playable. 

The automatic attack is a cakewalk. One strike of 8 of anything isn't much to worry about. Anyone except zero-prowess characters stand a better-than-average chances of handling the strike, and anyone with 6 or higher prowess can take it without tapping at reasonable risk. It's an easier attack than the one at the Ettenmoors, which is right next door. Himring has an attack that's just as easy, but that site is remote. Barrow-downs is vulnerable to Star-glass (a very popular starting minor item) and to Many Turns and Doublings. 

It's not all cake and icing, though. Your opponent gets that annoying one-card-draw advantage over you. And the site path and region can be a pain when it comes to hazards. Double-wilderness to a ruin opens up a lot of hazard doors. Spiders, drakes, undead, giants, more undead, etc. The ease of cancelling the auto-attack because it's undead can quickly turn against you if your opponent is PLAYING undead. You can avoid the double-wilderness, depending on what direction you approach from, but the absolute site path leaves Barrow-downs vulnerable to Dragon's Desolation and to Long Winter. As a region, Cardolan is vulnerable to both the Corsairs of Umbar AND the Dunlending Raiders--arguably the two most heinous Man attacks. 

All of this can make the Barrow-downs a very dangerous place, especially if your opponent has had a few turns to set up his hazard combos. But there's the rub--if you're going here, it's probably going to be in your first couple turns, which, barring a lucky hazard draw for your opponent, are relatively much safer. It's this easy access that makes the Barrow-downs so attractive. If I had a dollar for every time I've moved there on my first turn to play a Torque of Hues or Glamdring--well, I'd be able to buy more cards. 

Gimli 

Middle-earth Card of the Day #479
Prowess of Age 

Prowess of Age :: METD :: Hazard :: short-event :: r3 

Targets and cancels any effect (declared earlier in the same chain of effects) that would cancel an attack from a unique Dragon manifestation. Alternatively, gives a prowess bonus to a Dragon or Drake attack (must be played before its strikes are assigned) dictated by the number of Prowess of Age cards played on the attack: +1 prowess if 1 played; +4 if 2 played; +9 if 3 played. 

Art by Nicholas Jainschigg 

Dragons, like Nazgul, can be thoroughly devastating hazards to play, turning a whole company to mush and slowing your opponent down turn after turn. Even if turns go by when you're not able to play them, just a couple successful dragon attacks in the course of a game are enough to make them worth it. And heaven help the poor company that journeys too far northeast if dragons are in your hand. 

But their strength is countered by looming disadvantages. One of these is the difficulty in getting them into play. Another equally important disadvantage is that all that dragon-strength is packed into one attack--so it takes only one Concealment to make it all go away. Cancellation resource strategies can make it almost impossible for any dragons to get through. The most common way to get around this looming problem is to use Searching Eye. Prowess of Age is another way, a way specific to dragons. 

How do they compare? Prowess of Age has the significant advantage over Searching Eye that it can cancel _any_ attack-cancellation effect, not just one requiring scout skill. It will work on Concealment, but it will also work on a Magic Ring of Nature, or, most importantly, the Torque of Hues. The Torque is the great enemy of a dragon hazard deck, and Prowess of Age is the card that stops it. 

There are many ways that Searching Eye is better, though. That card affects scout-cards in general, and thus can handle more things than just cancellation cards. Most troublesome, Prowess of Age can only target effects in the same chain (unlike Searching Eye, which can target ongoing effects). Thus, for example, Searching Eye can cancel the effects of Stealth, while Prowess of Age cannot. Obviously, Prowess of Age is also limited to only dragons--not only that, but to unique dragons (at least in the case of its first ability), which means no Cave-drakes. (Interesting tangent: the Lidless Eye version of the Cave-drake maintains its status as a 'Dragon', which makes Dragon fans like me very happy.) 

Searching Eye is, then, more versatile and playable. But Prowess of Age does have a secondary ability. Is that enough to make up for its limitations? Not really. Dragons aren't exactly known for needing prowess bonuses. Multiple PofA's can lead to some serious bonuses, which may be useful for Drakes (on which the second ability can also be used), but the chances of holding more than one in your hand are rather small--and you need at least two for an appreciable effect. Sure, you can hold on to a couple of them for that purpose, but if you're going to be hoarding dragon and drake enhancers for that long, there are better ones to hoard (like Dragon's Blood or even Foes Shall Fall). The secondary ability does make Prowess of Age more versatile--it can still have a use in your deck even if your opponent isn't playing cancellation. 

So: while there may be other things that Prowess of Age can cancel that Searching Eye cannot, the big one, the real one, is Torque of Hues. And for me, anyway, that's enough. In my dragon decks, I pack Prowess of Age, with Searching Eyes in the sideboard in case they're more appropriate to my opponent's deck. Torque of Hues is common (nay, ubiquitous) enough that being able to cancel it is more than enough advantage to offset the limitations. Plus, it's PROWESS of AGE, man: these dragons have been around. They've seen all the tricks you want to try. They've tasted your kind before. Definite thematic points there. 

Gimli 

Middle-earth Card of the Day #480
Dagger of Westernesse

Daggers are specialized tools of combat, not suitable for kitchen or camp duties; designed for close-in fighting, for stabbing and thrusting. The handle is designed for holding either point up or point down. Some daggers are made of exotic metals, others are coated with poison. Numenorean weaponsmiths imbued theirs with some special bane of Nazgul. 

Dagger of Westernesse :: METW :: Resource :: Minor Item :: CA2 +1/- :: 1 CP 

Weapon. +1 to prowess to a maximum of 8. 

Art by Stefano Baldo 

The questions that plagued me in the beginning were whether to choose multi-use items like weapons, armor or influencers, or choose single shot items like Healing Herbs, Mirruvor, Potion of Prowess, etc. 

If your strategy for at least one of your companies is fight rather than flight, seriously consider having this as one of your starting minor items. 

Minor items are the easiest things to get into play. You have the choice of either playing it in the usual manner or bringing them in from your sideboard via the Cup or Farewell or other sideboard manipulators. Why "cup" them, you ask? To change tactics mid game in response to your opponents exploitation of your decks weakness; e.g., combat. 

This particular tactic works better in longer games; i.e., two or more deck games where turn economy is not so demanding. Say Frodo, Bilbo, Sam and Robin Smallburrow in full fellowship (i.e., x3) have been stealthing about, three of them clad in elven fashionwear, happily burgling sites when your opponent gets the Nazgul machine up and running and has your company aghast or at least concerned by the Doubled Vigilance, the Incites, the Arouses, and the Awakens, and Redoubled Force, etc. In lieu of breaking up the fine fellowship to add in fighter escorts, have the hobbits toast their haven host over a cup of farewell and bring in Sting and three daggers of Westernesse from the sideboard. Now, cruise to your company's nearest R&L via wilderness so as to employ the elven cloaks and stealths (halfling or other.) Play as many Barrow-blades as you have. 

The Cup of Farewell tactic keeps minor items from clogging up slots in your deck yet permits you flexible responses. The only other non unique weapons useable by hobbits are Valiant Swords. Of course a Magic Ring of Courage opens up more weapons, however, this is not particularly card efficient enough to include simply for this single reason. Too, rings can be stolen. 

The only character a Dagger of Westernesse cannot benefit is Glorfindel. It provides a boost to the dagger's maximum 8 prowess when wielded by Beorn, Elrond, Thanduil, or Thrain II. When they obtain more powerful items, the Dagger makes a great hand-me-down. Hobbits and other low prowess characters benefit because over the statistical run of the game, the extra point doubles their likelihood of merely being tapped versus wounded. You can really get some good mileage out of a dagger when you combine it with a fellowship or three to create respectable combatants. 

Do you plan on Nazgul hunting or simply want a better way to deal with undead? Have one of the ladies start with dagger, later stop by a R&L (nearly every deck has some reason to do so) and play Barrow-blade. See CotD #295. +3 for Barrow-blade, +1 for Dagger of Westernesse, +3 for Fellowship (times three) +6 Nazgul bonus makes Eowyn 15 plus +2/+1 for Helm of Her Secrecy (times however many you can play that round) plus any one shot enhancers like Kindling of the Spirit, etc. "Hey Witchie-poo, come'ere!" (2 Brownie points to those who watched and remember the show that produced the above quote.) 

Like other minor items, you can use Armory to turn any assortment of three minor items into MPs. Better still, stop by Hermit's Hill and swap two of them for either a major item or a hoard major item. 

The first drawback to the Dagger of Westernesse is that which is common to most minor items, the 0 MP to 1 CP ratio. Another drawback is the limitation to eight (8) on enhanced prowess. Sting with the same limitation on enhancement to prowess is more card efficient (one card to make +2 as opposed to two to make +2 (+4 total versus undead and Nazgul)) but suffers from uniqueness and thus can neither start with the company nor can you have three copies in your deck. 

Ohtar 

Middle-earth Card of the Day #481
Helms of Iron

In relaying Gimli's message, Ohtar survived a 5.5+ Earth-Tremor at 01:08 PDT (- 7 GMT) to dispatch this article to you. 

Helms of Iron :: MEDM :: hazard :: Permanent-event :: u2 

Playable only if you have a Nazgul permanent-event in play. Discard the Nazgul when this card is brought into play. All Orc, Troll, and Man attacks with body have their body modified by +1; and all Orc, Troll, and Man attacks with no body have 4 body. 

Art by Audrey Corman 

This card, like its brother, Scimitars of Steel, offers a very effective way to boost certain attacks with a greater degree of permanence than most enhancers. Unlike Rank Upon Rank and Minions Stir, Helms of Iron is permanent with no internal way for it to be discarded. Marvels Told or something else will still work, of course, but you will ONLY lose this card through the intervention of your opponent. 

The question, of course, is whether it's worth the trouble. Getting it in play is a two-card combo: you need to have a Nazgul permanent-event in play first. This is better than some combos, in that if you pull a Nazgul first it can be brought into play without difficulty and wait around, which helps with card flow. You need multiple Helms (or Helms and Scimitars) as well as multiple Nazgul to make it really work, but that's fine--those Nazgul can work as attacks or special events or even sideboard-accessors if you can't use them for the moment with Helms. 

I like Helms of Iron better than Scimitars of Steel for one main reason: the 4 body it gives to non-bodied attacks. One big problem with playing an orc deck, for example, is the relative weakness of the attacks' prowess. All too often, especially against a buff company, the orcs aren't worth playing because of the risk of giving away MPs to your opponent. But if the orc attacks have 4 body, it becomes well worth the risk. A solid orc attack with four or five strikes AND four body isn't all that likely to be defeated. Chances are that ONE strike will get through somehow, and if not, that at least ONE of those body rolls will be a four or lower. This safety net can dramatically improve cardflow. By comparison, +1 prowess is nice, but not quite as nice. Scimitars does have the advantage in that duplicating has a bigger effects, while two Helms of Iron will still give your non-bodied orcs, trolls, & men only 4 body. The additional body for attacks that already have body is basically a minor bonus. The big unique trolls and others have big enough bodies to begin with, so the added body is a perk, at best. 

A couple thoughts on using Helms of Iron in a MELE context: First, the prospect of using Nazgul permanent-events at all becomes a little more tricky. It's possible that your opponent will have one of your Nazgul hazards as his Ringwraith, which could cause some minor problems for you. With nine Ringwraiths to choose from, though, it's often worth the risk. Time will tell which Ringwraiths prove the most popular, and hence which Nazgul are the best ones to stock in order to avoid duplication. Man attacks become FAR more important in MELE, which increases the usefulness of this card proportionately. 

Gimli 

Reader Comments

Travis Took: I was playing under the assumption that multiple copies of HoI are cumulative. e.g.. If three are in play, then non-bodied orc, trolls, and men would have 6 body. 4 body for the first HoI, and +2 for the second and third together. 

Brian Wong (CoE NetRep): Your assumptions are correct. 

Middle-earth Card of the Day #478 2
Landroval 

It seems fitting that of my first three MELE rares, one was ... 

Landroval :: MELE :: Hazard :: Creature :: 12/6 :: 2* MP :: ww b s :: R 

Unique. Animal. Two strikes (playable only against an overt minion company). Attacker chooses defending characters. 

What's not to like about the Great Eagles? Landroval has it all ... highly playable (shadow-lands, border-lands, _and_ double-wilderness), chooses defending characters, a little body to protect his 2MP, and a good prowess. He's an Animal, which means he is never a detainment attack (detainment ... yeah, right). 

The main drawback is that he tends to circle high above the battle, waiting for Orcs and Trolls to wander into sight. So, if your opponent is only using covert companies, Landroval is useless unless you can somehow make them overt. 

I think there are ways, but I haven't run into any yet. Still, given the rediculous mind to prowess ratios you can get from orcs and trolls, the benefits of leader cards, and the large direct influence orc and troll leaders can have for other orcs and trolls, I would have to think most players will end up using overt companies to some degree; then Landroval can really swoop down and cause serious destruction. Even the toughest Trolls will have to tap to face him, and he has a good chance of wounding most anyone else. Wake of War is also now a common (very nice new art, too), and with three stikes at 13 (attacker chooses defenders), you can't do too much better. I imagine that Wake of War may see a bit more use, too, seeing that animals can actually kill minion characters in shadow-lands. 

Another downside is that Landroval can in fact give your opponent his 2MPs, since they are marked with the asterix. I'm thinking this should very rarely happen, however, given his high prowess and attacker-chooses defenders capabilities. 

He's also hard to enhance. Given his basic stats, though, who cares? 

His final "disadvantage" is his uniqueness. I sure would like to pack 3 :) Unlike many powerful creatures however, his uniqueness is pretty painless due to his wide keyability. 

Anyway, in sealed deck play, Landroval is a very powerful card. You'll need a bunch of cards before playing a covert-only deck will be worthwhile. His only weakness is the restriction to attacking overt companies, and we'll see how many decks don't use them. I doubt it will be very many, but time will tell. 

Middle-earth Card of the Day #483
Seized by Terror

Upon viewing the Black Riders in his yard, Fatty Bolger was... 

Seized by Terror :: MEDM :: Hazard :: Short-event :: c2 

Playable on a non Wizard character moving in a Shadow-land or Dark-domain. Target character makes a roll (draws a #) and adds his mind. If the result is less than 12, that character splits off into a different company. This new company immediately returns to his original company's site of origin. 

Art by April Lee 

This card is brutal on fellowships and there is no defense other than preventing the conditions of play. Many people play with Doors of Night as an integral part of their hazard strategy. What does this have to do with Seized by Terror? Surprise! Playing this card where it is not expected is fine tactical manoeuvre. Multiple fellowships are often used to insulate companies from corruption, permiting them to collect and use otherwise dangerous items. Knock out the weakest minded character in the company and "poof" the fellowships are gone. This card is best held until just before the council is called, as the likelihood of reclaiming the fellowships is quite low immediately following their loss. 

[Episodic music begins playing in the background.]
For example, my partying dwarves (Hey, it was unexpected, but those are the best kind) were on their way to Edhellond via all wildernesses with Durin's Axe, Orcrist, Durin's Ring, the Arkenstone and a Sword of Gondolin. They were well fortified not only with minerals and vitamins, but had two Fellowships, Radagast and Sam with them. They had even scoffed at Doors of Night being in play, that is until my opponent played Choking Shadows for effect #2: Turn ...one wilderness into a shadow- lands until end of turn. The once familiar wilderness devolved into noxious menacing shadows, greatly troubling the dwarves, but Thrain urged them on. All of a sudden, Bombur was Seized by Terror and ran gibbering back the way the company had come. Poof! went the Fellowships. Sam, too, was Seized by Terror and legged it back to the Stones with the Arkenstone, Sting and his elven cloak. My carefully managed corruption plan was in severe disarray! Could Thrain and Radagast puff up any Smoke Rings in the face of such a calamity and then try to piece back together the fellowship in time for the council?
[Music fades...] 

The best card to thwart this? My vote goes to Secret News. This is case where foreknowledge truly makes a difference. Seized by Terror requires shadow-lands, naturally so or manufactured. If I knew my opponent had this card in hand and had Doors in play or in hand, I would become quite leery of wildernesses as they would be just asking for Morgul Night, Choking Shadows, and even borderlands because of the potential for three card combos like Fell Winter, Gloom or Withered Lands. 

Palm to Palm is the only card of which I know that boosts character's mind. Because this card must be played in a haven, you have to plan far ahead. It also has side effects; i.e., costing more GI/DI to control the characters in the company. Palm to Palm has its uses, but is only useable in a prophylactic sense. 

Master of Wood, Water or Hill is better because it is both a short-event and because it thwarts the conditions necessary to play Seized by Terror. In the example given above, it would be playable in response to the Choking Shadows. 

Still, these responses all presuppose having the right cards in hand at the right time and the ability to meet the other conditions. Seized by Terror is a great way to ambush your opponent before calling a Council. It has the potential for making a huge MP point swing in your favor: collateral damage stemming from increased corruptibility, broken control of underlings leading to discard, discards due to insufficient party size, and so on. 

I expect ICE to present in a future release a counter to this card, perhaps "No Turning Back" :: MEAS :: Resource :: Short- event :: r2; playable only during organization phase. Tap a sage or two elves to prevent the playing of Seized by Terror on company through end of turn. Alternatively, add +1 against corruption to company through end of turn. Title of card quoted from LotR V p. 71. 

Ohtar 

Middle-earth Card of the Day #484
Least of Gold Rings 

The quest for rings is certainly more important in MELE than it is in METW. In METW, I never saw a whole lot of rings outside of One Ring decks and Dwarven decks. It seems that in MELE, since there are fewer item MPs available and testing rings is a lot easier, we'll probably see more rings. And if we see more rings, one you are certain to run across at one time or another is ... 

Least of Gold Rings 

Least of Gold Rings :: MELE :: Minion Resource :: Gold Ring Item :: 2 MP :: 4CP :: F, C 

Bearer makes a corruption check at the end of each untap phase. Discard this ring when tested. If tested, obtain a random value to determine which ring card may be immediately played: The One Ring (12+); a Dwarven Ring (10, 11, 12+); a Magic Ring (1,2,3,4,5,6,7); a Lesser Ring (any result). 

Art by Jeffery Reitz 

All of MELE's rings have one major problem: corruption. Apparently, all of the minions know something about The One and are lured by it, because all of the gold rings impart 4 CPs and 2 MPs. Now, 4CPs alone isn't going to burn you too often - it requires a roll of 2 to eliminate the minion - but it does put you on the edge. Should your opponent play some corruption on you on the way back from playing this item, you may have to take 2 more checks - one at the end of your untap phase, and one to store the ring. With 6CPs, this can become a problem. You can get around this in various ways, primarily by having your Ringwraith handy since their tests take place at the end of the turn rather than at during the organization phase. Alternatively, since none of the normal minion characters are particularly resistant to corruption, you can use your Ringwraith to track down the rings, since they are immune to the corruption. 

However, using your Ringwraith to track down a Least of Gold Rings is not a particularly efficient thing to do. Unless you have a Secrets of their Forging (a.k.a. Ringlore) handy, the Least of Gold Rings is really a Magic/Lesser Ring generator. The odds of the One Ring are only 1:36 and a Dwarven Ring only 1:6 - much less if you don't have a Test of Fire (0 for the One Ring and 1:36 for the Dwarven Ring at -2). On the other hand, with the -2, the odds of getting a Magic Ring are 3:4 (note that for some reason, a roll of 2 with a -2 gets you only a Lesser Ring). Unlike METW, Magic Rings are fairly easy to get, and this Least of Gold Rings is the easiest ring to turn into a Magic Ring, although by a fairly small margin. 

Least of Gold Rings is also the easiest Gold Ring to play, being playable at several sites that are relatively easy for a covert company to penetrate: Border-Holds like Dale, Lond Galen, Lossadan Camp, and even Pelargir. None are milk runs, but they're no Moria either. 

The main point of getting Magic Rings is for the table advantage they provide, rather than the actual MPs. 2 MPs isn't too bad, but for the hassle of getting them out it's not that great either. The various advantages though - retrieving spells from the discard pile to your hand, cancelling attacks and strikes, palantiri usage, and some really cool art - are generally pretty useful. Fortunately, bringing out a Magic Ring drops the corruption from a problematic 4 to a fairly trivial 2 (you can't actually lose the minion until you get 4). In general, since minions are less susceptible to corruption, they are a little more useful than the Hero equivalents; plus, minions have a wider variety of Magic Rings available. 

Unfortunately, many of the Spell cards you could be retrieving with rings like the Magic Ring of Delusion have very large negative corruption checks associated with them, and the Magic Ring's additional 2 is only going to aggravate the problem. 

Anyway, Least of Gold Rings only primary advantages are ease of playability (every other Gold Ring has some playability restriction) and ease of converting to Magic Rings. For anything more high-end (Spirit Rings, Dwarven Rings, or The One Ring) you'll need something a little more industrial strength. On the other hand, everyone has at least one Least of Gold Rings. 

Oh, and the Lesser Rings in MELE are fairly useful too. If you are going to pack some Least of Gold Rings, bring along some Lesser Rings also. 

Gwaihir 

Middle-earth Card of the Day #485
Tidings of Bold Spies

In this genre of Timetwisters, Black Lotuses, and, let's be honest, The One Rings, it's always refreshing to see a very effective common card. Cave Drakes and Slayers have always been staples of hazard decks, and now MELE adds 

Tidings of Bold Spies :: MELE :: Hazard :: Short-Event :: C 

Playable on a company moving to a site with an automatic-attack. This card creates one or more attacks on the company, the total of which duplicates (including all modifications) all automatic-attacks at the site. These attacks must be faced immediately and are not considered automatic attacks. 

Art by David R. Seeley 

This is another great hazard card - highly playable (who doesn't go to sites with automatic attacks?) and potentially highly effective. The effects range from devastating (say an overt company going to Minas Tirith with an Awaken/Arouse/Incite Defenders in play) to merely annoying (an unmodified automatic-attack like Amon Hen). However, since Tidings of Bold Spies doesn't surrender any MPs for its defeat, there is no cost for giving it a shot. 

Additionally, the attack created by this card is hard to cancel - it is not keyed to anything, so it can't be cancelled by any of the usual global cancelers. While you can still use Diversion or A Nice Place to Hide, cards like Hidden Ways and Crack in the Wall are cards that are often used to cover more treacherous advances, and Tidings of Bold Spies gets around all these - not only is it not keyed to a site or region, but it is also not a creature attack. 

Just as a note, notice that Tidings of Bold Spies doesn't fit criteria A or B (it is not a creature, does not modify the automatic attack, and does not target a character/company directly), so it cannot be revealed on-guard. 

Finally, all the cards that make this card more potent - the various Awaken, Arouse, and Incite cards - are also commons. While these cards are generally relegated to on-guard duty, with Tidings of Bold Spies they can often be virtually guaranteed to stop your opponent cold for a turn. 

This card is particularly effective in a sealed-deck environment, since the selection of sites is more limited, and your opponent will not be able to build more specialized decks that could avoid the effects of this card, primarily using covert-only companies to visit sites with minimal auto-attacks. 

Gwaihir 

Middle-earth Card of the Day #486
Scabbard of Chalcedony

Scabbard, sheath, fourreau. These serve an important function: protecting the contained tool/weapon from the elements, as well as the knocks and dings waiting to dull or mar your heirloom. They also prevent the unintended cutting of things and clanging of metal, which is to be avoided as sound carries far. Often times, ornate scabbards are demonstrative of status. In this instance, Noldo armors exercise their lapidary skills in crafting a scabbard of chalcedony, a pretty microcrystalline translucent variety of quartz, often milky in appearance. 

Scabbard of Chalcedony :: METD :: Resource :: Minor Item :: 1 CP :: c2 

Hoard item. -1 body to all failed strikes against bearer. Cannot be duplicated on a given character. 

Art by Ron Miller. 

Primary Use:
This item is a good addition to hunting parties seeking dragons, nazguls, and other high MP nasties. Sheath Wormsbane, Orcrist or any other high potency weapon in this scabbard. Then again, Miyamoto Mushashi proved that you don't even need the weapon itself, the sheath can take out your opponent. The Scabbard helps to ensure your characters get rewarded with MPs for all their hard work. It won't make up for a poor roll, but it will tilt a close roll in your favor. 

Example: Dernhelm's company is confronted by the Witch-King. Dernhelm steps forward to meet the Ringwraith's mocking challenge. To the Nazgul's consternation, Dernhelm reveals his true character, Eowyn (2/7 & +3/ Barrow-blade Undead bonus & +1/ Dagger of Westernesse & +2/+1 Helm of Her Secrecy & +6 Nazgul bonus = 14 and -1 to body from Scabbard of Chalcedony. The Witch-King starts at 17/12 then has his body halved and then deducted 1, thus 17/5. Leaving aside multiple Helms of Her Secrecy, Risky Blows, Kindlings of Spirit, etc., Eowyn merely needs to roll better than acey-deucey (3 on the dice roll) to beat the strike, and then has a 21:36 (58 1/3 %) chance of collecting the MPs. Without the Scabbard, her chance of collecting the MPs drops to 15:36 (41 2/3 %) a swing of 17 and one third percent! So, you roll a 5 for Eowyn; parry and counter-strike. The Witch-King tremulously rolls ... a two and a four. Woe unto the Witch-King and Eowyn collects 6 MPs for dealing with only one strike! What if you take the same rolls without the Scabbard of Chalcedony? Then only the Witch-King's pride is slain. 

Difficulty of play:
Because this is a hoard item, hunting parties have three options: make a special trip to Framsburg, brave a dragon auto-attack, or go to a Shadow-hold or a Dark-hold and play Dwarven Hoard. Easiest in terms of card and turn economy is to visit Framsburg. Framsburg without intending to bring in to play Fram Framson behooves you to get there the earliest possible to avoid your opponent setting up nasty combinations targeting Ruins & Lairs or Shadowholds. Remember to tap a second character to get a second minor (hoard) item into play. 

But wait, you say, what about Cup of Farewell combined with Armory? Of course this works, but is turn and card inefficient (combination necessary to play, conditions of play, keeping someone at a Haven, etc.) and ties up resources. Another method is to use the rarely discussed Dwarven Rings of Thelor's Tribe and Thrar's Tribe. I like these two rings because they are merely Uncommon; I found Thrar's in my first starter deck. Still, this distracts your deck from a lean mean creature slaying machine. 

Drawbacks:
The corruption versus marshalling points ratio: it shares the problem of all unenhanced minor items. If you have enough, you can always convert multiples into MPs via Armory. You can always swap a couple of minor items for a major (hoard) item at Hermit hill. 

Is this the best use of a card slot? It depends on your decks strategy. Hunting parties, arguably yes. How about multiple Scabbards to distribute throughout your company? If you are hunting dragons, then you are better off mixing an Adamant Helmet in with the Scabbard, in case of Memories Stolen. Hunting Nazgul is a better sell. With the addition of Dark Minions, I think hunting the newer Trolls and minion agents would be 'fun' with a three Scabbarded company and a red herring to chop down the largest tree in the forest... 

Ohtar 

Middle-earth Card of the Day #487
Men of Dorwinion

Men of Dorwinion :: METW :: Man Faction :: 3 MP :: u1 

Unique. Playable at Shrel-Kain if the influence check is greater than 6. Standard Modifications: Men (+1). 

Art by Lori Deitrick 

The factions in the east of Middle Earth have always been prime catches for the adventurous wizard player. Risky? Sure, but look at the numbers--Iron Hill Dwarves give 4 MPs, as do the Easterlings and the Variags of Khand. The Men of Dorwinion round out the mix at a very respectable 3. 

But those great vintners of Dorwinion have one looming advantage over the other three: they're remarkably easy to recruit. Six or higher--it doesn't get any easier than that, especially considering that this is a 3 MP faction we're talking about, not just another 2 MP one. So while you usually have to plan support cards into your deck in order to recruit Easterlings or Varigs or Southrons (usually Muster--although rumor has it that those will be errated soon to resemble MELE's Threats), any Tom, Dick or Harry with a point or two of direct influence stands a solid chance of bringing in the Men of Dorwinion. 

This allows you to direct your support cards elsewhere--probably toward the protection you'll need to get out east safely in the first place. Men of Dorwinion thus makes an excellent faction to work alongside hoard-grabbing item decks. Dain and Gimli both have nearly guaranteed chances of recruiting both the Dorwinions and the Iron Hill Dwarves without card support. Throw both of them in to cover the faction side, and you're on your way. 

Galva, the character with a bonus against the Men of Dorwinion, is only marginally useful. She's female, but there are better Nazgul-killers. You dno't really need her bonus to recruit the faction. She's a sage, which is nice, and she's good for an MP if you happen to be in the neighborhood. 

The MELE manifestation of this card will make things a bit tougher--now there's added competition. I don't think this will significantly alter the useful of the hero manifestation, though. The MELE Men of Dorwinion is much harder to recruit--10 or higher. There are no influence bonuses, and it generates influence penalties against other factions that are closer and easier to reach for minion companies. In sealed deck games the minion version will be much more common (being fixed), but your chances of getting the hero Men of Dorwinion and Shrel-Kain in a sealed-deck environment are pretty slim. 

Gimli 

Middle-earth Card of the Day #488
The Witch-King & The Witch-King Unleashed

The Witch-King :: MELE :: Warrior/Sage/Diplomat Ringwraith :: 3DI :: 9/12 :: F 

Home Site: Any site in Imlad Morgul. 

Unique. Can use Spirit-Magic and Shadow-Magic. +3 DI in Heralded Lord mode. +1 prowess in Fell Rider mode. As your Ringwraith, up to two Ringwraith followers in his company may be controlled. You may bring these followers into play without using another card. 

The Witch-King Unleashed :: MELE :: Minion Resource :: Short-Event :: R 

Playable on the Witch-King (as your Ringwraith). +5 to DI this turn. Cannot be duplicated on a given turn. 

A couple of comments on Ringwraiths in general: 

First, compared to a Wizard, the risks of using a Ringwraith are non-existant. Your Ringwraith cannot be targetted by corruption, so he can really only be killed by violence (anybody who knows any other way to potentially eliminate a Ringwraith let me know, but I haven't seen any). That doesn't mean including a Ringwraith in your deck is free; just that you can only losing by having your Ringwraith killed if you actively expose him to risk. Playing a Wizardless deck may not exactly be a power play, but it is a viable alternative given the risks. Playing a Ringwraith-less deck has less going for it. 

Secondly, a Ringwraith has two very important built-in abilities: the ability to access your sideboard, and the ability to test rings. Unless you own a lot of cards, at least some of your points are probably going to have to involve rings; given the nasty corruption associated with untested rings, the ability to test a ring in the end-of-turn phase is extremely valuable (critical in the sealed-deck environment) - especially considering the lack of general-purpose test cards. The access to the sideboard can range from fairly useful to critical to useless in sealed-deck, depending on the deck you are playing, but is virtually always worth somthing. The only downside is that you grant your opponent access to his hazard sideboard, which likewise can range from irritating to devestating, depending on the deck. Not much useful advice in there, eh? Just stuff you need to be aware of. 

Now, for the specifics on the Witch-King: 

Wow. This guy is nasty. The 9 prowess is a little deceptive, since he will frequently have to try to remain untapped, but 6 still isn't too shabby. The 3DI is actually weak, but it's enough to make a difference against a lot of factions in the 9 to 10 target range, and he does get a very nice bonus in Herlded Lord mode (total of 9DI, as much as you can ever usefully use at this point). The ability to use two of the powerful kinds of magic is another plus. 

Overall, in an active role, the Witch King is as good as it gets. His ability to use followers is a bit harder to use, since it almost requires bringing in Ringwraiths from the sideboard; still, the Witch King can use his incredible prowess to protect ringwraiths like Uvatha or Indur with their 5DI. Last, and certainly not least, his 12 body allows you to actually use him aggressively without much fear. Khamul has an equivilent 9 prowess, but his 9 body coupled with the Ringwraith's difficulty in finding travelling companions to cover him makes him much more vulnerable. 

The flip side of the Witch King is his lack of a "residual" ability, as most of the other Ringwraiths have. If you just leave him back at a Haven, he is a poor choice. What this means is that you have to be prepared to include a lot of supporting cards - multiple mode cards, follower Ringwraith cards in your sideboard, and maybe some appropriate Spirit/Shadow Magic cards. With all this support, the Witch-King can obviously be devestating, as either a Heralded Lord or a Fell Rider (and some Black Rider cards are also definately reccomended, given their versatility). 

The question then becomes, a) do you have all these cards? and b) is this commitment of cards justifiable? So far, I haven't had a fixed-pack/3-booster set that came with enough support cards to make the Witch-King even playable, never mind effective in comparison to Uvatha or Hoarmurath. Without enough mode cards, don't even think about it. Mode cards are common (well, Heralded Lord is uncommon), but there are over a hundred commons and you easily have a bunch of cards without having enough mode cards to make the Witch-King worth a second thought. 

The commitment of cards means two things: first, you are diluting your deck. This may or may not be a big deal, depending on whether there is any other aspect of your deck that is card- intensive. If you are already planning to run some sort of dangerous resource strategy that might require a lot of cancellers and protection cards, you may not be able to afford the overhead. Secondly, you are rendering cards in your deck unplayable because of the order-dependency thing. Your mode cards are all useless until you draw the Witch-King. If you include a large number of these cards and include a third non-Witch-King backup Ringwraith (always a good idea), expect a bit less than a third of your Witch-King dependent cards will be unplayable. Deadweight is never a good thing, and too much will virtually always kill you. In practice, you probably only have to worry about a quarter of your mode cards being unusable, since your second Ringwraith should usually be playable -- but it is still a potentially very sub-optimal situation. Also, while the Magic cards that the Witch-King can use can can be very powerful, you need to be aware that a lot of the other Minion characters that can use the various magical abilities are fairly expensive in terms of mind, making it hard to provide back-up to guarantee the usefulness of these cards. 

Finally, the Witch-King's enhancer, while certainly effective, is also not among the more powerful. The primary use of Ringwraith's DI is against factions, and Gifts as Given of Old is a great common that gets +3 to a faction influence attempt by anyone, anytime, anywhere. In Hearlded Lord mode, the extra +5DI would usually be wasted anyway. About the only time it is really useful is for some massive attempt to influence an opponent's minion. In comparison with some of the other Ringwraith's enhancers (Dwar and Uvatha's come to mind), this is just not that spectacular, especially for a rare card. Hardly worth going out of your way to track down; probably a decent sideboard card at best. 

Bottom line? The Witch-King can be extremely powerful, both because of his raw offensive punch and the freedom to actually use him farily recklessly. His reliance on other cards to be effective, however, makes him a very poor choice if you either don't or can't back him up. Despite his appeal, I certainly would not choose him in my first fixed pack because of the extra baggage he requires. 

Gwaihir 

Reader Comments

Findegil: Actually, his Unleashed event is even more pointless, since it's exactly duplicated by the spirit-magic Words of Menace and Deceit. Assuming you have enough copies of the latter, the only reason to use the Unleashed event is to be able to play both on the same turn. By the way, does it bother anyone else that the Witch-King can't start at Carn Dûm? :-) 

Middle-earth Card of the Day #489
Miruvor

Ent-draughts impart a permanent increase in prowess. Elf draughts, named Miruvor, impart a temporary boost to the haleness of the whole company; as each member can handle but a wee dram. Both draughts taste far better than the efficacious but vile Potion of Prowess. 

Miruvor 

Miruvor :: METW :: Resource :: Minor Item :: -/(+2) :: CA1 

Discard to give +2 body (to a maximum of 10) for all characters in bearer's company until the end of the turn. 

Art by Darryl Elliot 

One of the questions deck builders must answer is whether to opt for temporary versus permanent enhancement. Another is whether to enhance prowess or body. Currently, there are two potions which will enhance prowess and one which will enhance body. 

Temporary versus Permanent Enhancement:
Permanent enhancement has the benefit of being there unless removed etc. This is also its drawback, both resource player and hazard player can calculate the effects of the enhancement and plan accordingly. 

Temporary enhancement has the benefit of surprise. Surprise is a significant factor in most areas of conflict or competition. Of course, surprise is only temporary, so make the most of it and plan it carefully. 

Prowess versus Body Enhancement:
This really demands that you have a clear idea of your strategy. Below are two examples of prowess and body enhancements: hunting parties and a hobbit quartet. 

Hunting Parties:
If you deck is structured to feed items and other MP sources to your hunting party(ies), then you want to enhance your prowess. Remaining unwounded means greater turn efficiency: your company goes, enters, takes, and moves on. Remaining unwounded means body checks are merely academic. As far as minor items go, your choice is between Potions of Prowess or Ent-draughts. Of the two, Potions of Prowess are much easier to get into play and effect the whole company until end of turn. 

However, if your copmany is Nazgul or dragon hunting, then a flask of Miruvor is good emergency life insurance; e.g., your company was planning on taking on an unsuspecting dragon, having Sated the Beast's appetite; but instead, the named dragon in full Prowesses of Age and Might in a Passion of Fury descends upon your company in a Velocity of Haste. Don't panic, just have the company knock back a slug of Miruvor, and take down this vile spawn of the Black Enemy with some Risky Blows. {Yes, it was easy for me to say. :)} 

Sneaky Baggins'es and company:
If your deck is designed to avoid trouble and steal into and back out from sites with as much MPs as can be found, then making it back alive to the nearest haven with all the filched booty is key. Prowess enhancers are less effectual, as hobbits start at 1 each and cannot benefit from the warrior specific cards or items. Remember, little people are to be seen and not hurt (heard for you purists). Should an intrepid party of four hobbits get caught by a Searching Eye, then a quick sip will help off stave off any mortal blows. 

It also is a good foil for characters targeted by Despair of the Heart. Should you have a character be the unwilling recipient of Black Breath, then this can tide him or her over until you can remove the toxic halitosis. Similarly, this card can tide a character through the a round of Wound of Long Burden or Like the Crash of Battering-Rams, or while awaiting rescue from the Spells of the Barrow wights or Flies and Spiders. Same logic applies to Brigands and William, Bert, and Tom. Why lose those hard won items to a mere flesh wound; you'll get better, you know. 

With the advent of cards like Armory and Cup of Farewell, minor items have become much more viable in serious deck designs. Miruvor imparts the same benefits as does the Mithril-coat for a turn, but absent the corruption points. 

Ohtar 

Middle-earth Card of the Day #490
Red Book of Westmarch

Red Book of Westmarch :: METW :: Special Item :: (1) MP :: (+2) DI :: 1 CP :: U 

Unique. Only playable at Bag End. +2 to direct influence against a Hobbit character or faction. 1 marshalling point if stored at a Haven. 

Art by Jeffrey Reitz 

For such a quaint little site, there's an awful lot to do at Bag End. In addition to all the hobbits that must be brought into play there, there's Bill the Pony, Mistress Lobelia, and the pathetic Hobbit faction. Most importantly, there's Earth of Galadriel's Orchard and Mallorn. So what's the advantage of the Red Book? 

There isn't much of one. Mallorn is far and away the best resource to play at Bag End, but it requires the Earth of Galadriel's Orchard first, so it's most likely not going to show up until later in the game. And you don't want to play anything else at Bag End too early, then, lest the site go into the discard pile--unless you leave someone there to keep it from going away. This is called "Assassin bait." Even if you forget about Mallorn, all the other resources playable there offer 1 MP, while the Red Book offers a _conditional_ MP--only if stored. And its special ability is only marginally useful. It may allow for an extra hobbit in play if you align your characters right, but eventually you'll want to store the thing, and _then_ where are you? 

No, there are far better things to do at Bag End. The only reason to bat an eye at this card at all is that its MELE opposite number _is_ worthy of note--5 MPs if Sauron's servants can make the journey to store it. Working in tandem with some well-placed miscellaneous-MP cards, a minion player can pull of quite an MP-haul in the Shire, and the Red Book will certainly figure prominently in that. If, as a hero, you're playing in the area anyway, getting there first and storing it quick can potentially rain on your opponent's parade, big time. 

So, if you're playing a Bag End deck against a minion player, it might just be worth keeping your own Red Book handy--in the sideboard, at the very least. 

Gimli 

Middle-earth Card of the Day #491
Earth-tremors

Ohtar's lawyer resides in California, a place regularly beset by Earth-tremors of varying magnitudes. Even this card's rarity causes things to rattle and hum. 

Earth-tremors :: MEDM :: Hazard :: Long-event :: u2 

Any company moving to or from an Underdeeps site faces an attack (cannot be canceled): Rock Fall -- 1 strike with 7 prowess against each character (weapons do not modify prowess against these strikes). In addition, it cancels the effect of Into Dark Tunnels, Old Road, Great Road, and Bridge. Cannot be duplicated. 

Art by David Monette. 

If you can play this card at the right time, it rewards you with either full blown turn advantage or at least slows down your opponent's company. 

First, remember that this card effects surface activity as well as spelunkers in the Underdeeps. The only "people" impervious to Earth-tremors are those who are airborne when the tumbler strikes; e.g., Landroval, Gwaihir and other Great Eagles. 

Second, one of the most common durable prowess enhancements avails you naught; weapons are useless when the very earth is shaking. 

Playability
IF it is in your hand at the right time AND your opponent obliges you by either spelunking or using the Roads, Bridges, or Dark Tunnels, THEN this card makes sense. Why? Because it gives a strike to each character in the company without imparting any MPs if defeated. 

As is the case for this card's sister, The Black Enemy's Wrath, this card is ideal for dealing with annoying low prowess characters; at the least it causes them to tap, denying your opponent the tapped character's skills and ability to pick up items. 

The achilles' heel of this card is the compound qualifiers: availability, knowledge of your opponent's intentions for a given company in such a time frame as to doing something "constructive" about it. It needs to be in your hand when you can play it. 

Simplifying the math, unless you increase you hand size (Elf rulers or Pallando) or use the Mouth's short-event ability alone or in a Nazgul machine setup, you are playing long odds. Try to maximize the probability of drawing this card by adhering strictly to the Council of Lorien minimum deck size: 30 resources and an equal number of hazards, including 12 creatures and 10 characters, plus 20 cards in the sideboard. Increasing the hazard limit and gleaning extra draws during movement/hazard phase helps, too. E.G., Drums, Shadow of Mordor, etc. Host of Bats works for you by changing whether certain hazards count against the limit. 

Should you luck out and have it in your hand and have enough hazard limit slots, it will surprise your opponent. They probably have never seen it in serious play before. They will be spending time reading and figuring out the card while you are planning ahead to your next turn. 

Your best chance of the probabilities gracing you lies in your opponent: if he or she plays Ancient Stair, you have twice the likelihood of drawing an Earth-tremor. 

Better still, take sente and force the issue by making life unbearable above ground; Doors of Night, The Will of Sauron, Drums, and then either Orc/Troll enhancers or Undead enhancers starting with The Moon Is Dead. Another way is to force your opponent to go scurrying after his or her non unique items due to your having played Great Secrets Buried There. Then you can be justified in including three of each of Earth-tremors, The Black Enemy's Wrath, and the Reach of Ulmo. 

Should you include this in your deck or sideboard? The answer depends on your overall hazard and environment strategy. This will help you determine how many are required to be effective, and the best manner of getting them into one's hand when needed. 

Ohtar 

Middle-earth Card of the Day #492
Houses of Healing

Houses of Healing :: METD :: resource permanent-event :: c2 

Playable on a Free-hold. Site becomes a Haven for the purposes of healing. Discard Houses of Healing when the site is returned to the location deck or discarded. 

Art by Darryl Elliot 

METW is a racing game, and there's nothing more troublesome when you're in the middle of a race than to have to make a pit stop. Chances are that your opponent's hazards will get through to you at least once in a game and turn one or more of your characters into wounded mush. That means, usually, back to a Haven with you. If you're lucky, you might have a piddly special item to play there, or maybe a new character to introduce. More often than not, though, the back-to-a-Haven trip is a wasted turn. 

Houses of Healing can help, within a certain limited scope. It can turn a free-hold into a place of healing, which, if the journey was dangerous, can save you a lot of time. The Iron Hill Dwarf-hold is an excellent place to use this card with -- it's a remote and dangerous site, but with HofH in your hand you can rest assured that your wounded comrades won't be wounded for long. 

If you're planning on leaving someone behind at the free-hold, Houses of Healing becomes that much more useful, because it won't go away. Doing that is risky, of course -- there's the threat of Assassins, not to mention the additional hazard limit that comes about when you have a company of just one character. It can be worth it, though, to have a remote haven. 

It's most worthwhile if you're planning on grabbing more than one thing at the site -- yes, with Fireworks. Fireworks and Houses of Healing work very well together. The free-holds with the greatest multiple-resource-grabbing potential are Bag End, Minas Tirith, and Wellinghall. Bag End and Minas Tirith have their own healing-potential, with Mallorn and The White Tree. But the Great Ent Machine at Wellinghall is always happy to have a Houses of Healing. 

Gimli 

Middle-earth Card of the Day #493
Uvatha the Ringwraith & Uvatha Unleashed

Uvatha the Ringwraith :: MELE :: Warrior/Scout/Ranger Ringwraith :: 5DI :: 9/9 :: F1 Home Site: Any site in Khand 

Unique. Manifestation of Uvatha. Can use spirit-magic. -3DI in Heralded Lord mode. -1 prowess in Fell Rider mode. He may join another Ringwraith's company during your organization phase and requires no influence to control. As your Ringwraith, if at a Darkhaven, he may tap during your organization phase to move one resource event card from your discard pile into your play deck. 

Uvatha Unleashed :: MELE :: Resource :: Short-Event :: R 

Playable on Uvatha the Ringwraith's own company (if Uvatha is your Ringwraith) at the end of the movement/hazard phase. His company may move to an additional site this turn. A site card card may be played and another movement/hazard phase immediately follows for his company. 

If you haven't already, you might want to go ahead and check out my previous review of the Witch-King & the Witch-King Unleashed (#488). This review sort of continues from that point. 

First off, I'd like to continue making a few more comments on Ringwraiths in general. 

You might want to bear in mind when using Nazgul companies that if you are moving multiple companies, you virtually always want to move your Nazgul first. The hazard limits are generally so small, the only way to really get in trouble is by letting your opponent set up a number of enhancers (Doors of Night, Plague of Wights, and The Moon is Dead, for example) against a previously moving company. At that point, there is then nothing you can do to abort the Ringwraith's move in the face of this kind of firepower. There isn't too much that can touch a Nazgul, but they can be killed (and captured). You want to avoid allowing your opponent to stack up these kinds of traps. While Ringwraiths are tough to kill, allowing them to be wounded will waste not only time, but also resources in terms of the mode card and any followers, and you will end up holding the cards you were intending to play for additional turns. All of these are extremely bad things. 

While the Witch-King is the master of the active Nazgul strategy, Uvatha (with Hoarmurath) is the king of the general-purpose Ringwraiths. Uvatha is just simply _the_ Ringwraith for sealed deck play. The ability to recycle resources covers a multitude of distribution sins -- primary ones involving untested rings. There is nothing so infuriating as drawing all four of your special ring items before drawing a single gold ring item. Normally, this would thoroughly cripple your deck, but with Uvatha, it becomes just an inconvenience. In the Wizards, recycling like this was relatively hard to come by. However, in the Wizards fewer decks involved rings and ordering problems were not generally as severe. In MELE, with rings in virtually every deck, the ability to recycle single resource cards can be a profound advantage and ordering problems are more common. Uvatha provides the easiest, cheapest, and most reusable recycling available. While The Mouth provides a similar ability, he is also a rare, consumes a lot of GI, and is vulnerable to The Mouth of Sauron, a very popular hazard. The smaller your available card pool, the more valuable Uvatha will be. 

Uvatha's second advantage, the ability to automatically be played as a follower, further adds to his role as a generalist. He can be included in a deck at virtually no cost at all. He can always be used as very useful backup to your first choice Ringwraith, and if you manage to play your first choice, Uvatha is playable as a follower. There is always the threat of duplication (probably more with Uvatha than other Ringwraiths), but this really only affects his usage as a follower. 

Finally, Uvatha's specific enhancer is not quite as powerful as it might seem. Since Ringwraiths can only use site movement, its only real use is in allowing you to move from a first haven to a second haven before moving to your target site. This can increase the range of your Nazgul considerably, how often is this really useful? Its use will certainly increase with MEAS, since it will allow you to attack Wizard companies at ranges that they would not generally suspect. 

Gwaihir 

Reader Comments

Findegil: Actually, his Unleashed event is rather more useful than that, since it allows you to get double use out of a mode card by returning to a Haven and leaving again before it has time to vanish. On the other, other hand, Forced March would work just as well in this case, so the Unleashed's only advantage is if you get wounded or otherwise hindered on your way out and decide to high-tail it back to the Darkhaven right away. All things considered, I think we can safely stick with "how often is this really useful?". 

Travis Took: His Dark-haven squatting ability is very useful, but not so much for a ring strategy. He can only bring events to the play deck, so he can bring ring testers, but not special ring items. You can however use him to bring your Misc MP events back into your playdeck after you discarded them early in the game. He also makes your enhancers/cancelers much more effective. 

Middle-earth Card of the Day #494
Thrice Outnumbered

Thrice Outnumbered :: MELE :: hazard permanent-event :: u 

Each player may take one Man hazard creature from his discard pile and shuffle it into his play deck at the end of each turn. Discard this card or a Man hazard creature from your hand at the end of opponent's long-event phase. Discard when any play deck is exhausted. Cannot be duplicated. 

Art by Alan Lee 

A hazard strategy based around Men became strongly viable with the arrival of Rank Upon Rank in MEDM. MELE takes the possibilities to a whole new level, with hazard creatures like Sellswords Between Charters, The Border-watch, and Horse-lords. And with this card. 

Men are unusual when compared to Orcs or Undead or Dragons in that there aren't very many cards that boost them specifically. They can make good use of Two or Three Tribes Present and other more general cards, but prior to this they only really had Rank Upon Rank to affect just them. I like Thrice Outnumbered not just because it's a new man-booster, but because its effect is unusual -- it's doesn't just mimic a similar effect that boosts another creature type. 

The strongest Man attacks -- Dunlending Raiders, Corsairs of Umbar, Horse-lords -- are very region-specific. A minion company can conceivably get all the different kinds of MPs it needs without setting food in a border- or free-hold, which can present problems for Assassins and Border-watches. So the ability to cycle in used Man hazard creatures back to the play deck is a very good one -- you can keep hitting your opponent where he's travelling again and again. If he's hugging the shadow-lands and holds, you can cycle back the Lawless Men and Sellswords. Minion companies heading for Bag End can run into Dunlending Raiders after Dunlending Raiders. And so on. Best of all, you can cycle back a card at the end of EACH turn, not just your own turns. 

Keeping the card in play can be tricky. In order to have enough spare men hazards to have one around to discard on each of your opponent's turns, you have to pack more hazard creatures than normal. This would be real trouble for a dragon hazard strategy, maybe even for undead, but for Men it's no great trouble -- Man hazards usually work best with a large number of them pounding on a company anyway. And even if you don't have or even bother to keep a creature to discard to keep Thrice Outnumbered around, you'll get TWO chances to cycle a hazard creature before it discards. That in itself is worth the weight of the card -- you can think of the fact that it's possible to keep it around as just an added bonus. 

A more significant disadvantage, perhaps, is the fact that this card affects both players. I'm thinking mostly of Assassins here -- especially at the tournament level, those little bastards are ubiquitous, often used to fill up three of the required 12 hazard creatures in corruption decks. And helping your opponent to cycle Assassins really sucks. But if your own resource side avoids the borderholds and freeholds, he can cycle them all he wants. This is a big disadvantage, to be sure, but not an insurmountable one. 

Gimli 

Middle-earth Card of the Day #495
Twice-baked Cakes

Is your company on the run from Moria with the Book of Mazarbul? Are you pressed for time, because a Council is sure to be called next turn? Better than C rations or lembas, and more tasty than cram is... 

Twice-baked Cakes :: METD :: Resource Special Item :: 1 CP :: c1 

Playable only at a Free-hold or Border-hold. May also be played if the site is tapped. Discard during organization phase to allow its bearer's company to play two additional region cards. 

Art by Audrey Corman. 

This card is better than Cram or Waybread, as it extends a company's range from four to six regions, whereas the others only to five. It is also more flexible in playability than the other two, as it can be played at a Border- or Free-hold, tapped or untapped. The only reason not to play this card besides avoiding increasing your company's thirst is if you want the site to remain untapped. There are ways around the latter, like Durin's Ring or Fireworks, but only Minas Tirith or Wellinghall or possibly Bag End would be worthwhile. 

You only need one or two in a deck unless your goal is to churn your deck or you really plan on having your company move long distances. Combine this with Waybread or Cram on a trip from Rivendell to either Shrel-Kain or the Easterling Camp in one M/H phase and untap your best influencer and have him or her toot the Horn of Anor. I think it would be practical suicide, but you could always chow down on some Twice Baked Cakes then take the Great Road From Edhellond to Barad-dur, having already visited Minas Tirith whereat you played Fate of the Ithil-stone. Discard a stolen knowledge card, and beat a hasty 'tactical withdrawal" back to Edhellond. Anyone who plays this card combo (FotIS, TBC, Great Road -- from Edhellond or Lorien) in a CoL sanctioned tournament and has their company live to tell the tale, document it and send it to me; I will post it in a special area off the CotD. 

The one corruption point is a minor inconvenience that could come back to haunt you at the most inconvenient time, so manage it accordingly. 

This card does not convey the untap ability as does the other two, but it does make your companies leap across the map. Of course, the FDA and the EPA probably require the disclaimer that your mileage may vary... 

Ohtar 

Middle-earth Card of the Day #496
Khamul the Ringwraith & Khamul Unleashed

Khamul the Ringwraith 

Khamul the Ringwraith :: MELE :: Warrior/Ranger/Diplomat Ringwraith :: 9/9 :: 4DI :: F1 Home Site: Dol Guldur 

Unique. Manifestation of Khamul the Easterling. Can use Sorcery. -2DI in Heralded Lord Mode. +1 Prowess in Fell Rider mode. -2 to the body of any Elf character targeted by a strike from Khamul. As your Ringwraith, one Ringwraith follower in his company may be controlled with no influence. You may bring this follower into play during your organization phase. 

Khamul Unleashed :: MELE :: Resource :: Short-Event :: R 

Playable on any attack against Khamul the Ringwraith's own company (if Khamul is your Ringwraith). The prowess of the attack is modified by -3. Alternatively, Playable on any attack by Khamul the Ringwraith's own company (if Khamul is your Ringwraith). You choose defending characters. 

Khamul will round out my selection of Ringwraiths to do for a little while; I've got from the Witch King and Uvatha, two very useful but opposite Ringwraiths, to Khamul. Khamul isn't that bad, but to some degree he's just a poor man's Witch-King. 

What has he got that the Witch-King doesn't? Well, he has an extra point of DI, although he loses it in Heralded Lord mode. He has Ranger skill instead of Sage; whether this is useful or not depends largely on whether your deck needs Sage skill or not. Ranger tends to be a bit more reactive, while Sage is definitely proactive. If you have no need for the Sage skill, the Ranger skill is a plus. Again, this is kind of a wash. Finally, and most significantly, he can use Sorcery. While Spirit-Magic and Shadow-Magic are pretty cool, none of them are outright as effective at killing stuff as Some Secret Art of Flame, Bitter Cold, and Veils of Shadow. 

Which leads to the final point ... as should be obvious from Khamul's first ability, the reduction of the body of Elven characters (sadly not the Elf-Lord Revealed in Wrath, who is not a character) who face him, and his enhancer, which allows him to choose defending characters when attacking, Khamul is a hero-killer. I can't say much yet about the effectiveness of hunting down and killing Wizard companies, but if this is what you want to do with your life, Khamul is your man. The only snag there is normally you can never be sure that your opponent will be playing a wizard, and Khamul's abilities will be largely wasted if he is playing a Ringwraith. 

If it weren't for the Witch-King, Khamul would be a pretty decent Ringwraith; as it is, he has a lot of cards between his specific enhancer, sorcery cards, and additional Warrior-specific enhancers to pump up his prowess to fairly ridiculous heights; with Sorcery cards, he can potentially be the toughest Ringwraith around. This is good, because his fairly weak body (a mere 9) does make him vulnerable. Throw in a Magic Ring of Weals and Ciryaher to bring Sorceries from your sideboard to your discard pile to your hand, and Khamul can be very tough to beat. 

I still rate him near the bottom of the pack, though, for strictly MELE play. MEAS will certainly change the picture, but until Khamul can really use his anti-hero abilities, he's going to be spending time in the protective pages. In terms of strictly MELE play, about his only really recommended use at this point is as a Witch-King backup. 

Gwaihir 

Reader Comments

Findegil: I expect you mean Hador with Ring of Weals - Ciryaher's the shadow-magician. I personally rank shadow-magic well above sorcery, at least as of ME:LE, but YMMV. 

Middle-earth Card of the Day #497
Elven Cloak

Outerwear serves a variety of purposes: insulation, moisture repellent, fashion statement, symbol of status or wealth, and camouflage. Elven cloaks, woven with love and magic, blend harmoniously with nature, particularly wildernesses. Borderland, freedomain, shadowhold, and darkdomains have unnatural edges and lines, thwarting the cloak's dappling effect. 

Elven cloak :: METW :: Resource Minor Item :: 1 CP :: CA2 

Tap Elven Cloak to cancel one strike against bearer; the strike must be keyed to Wilderness. May not be duplicated on a given character. Clarification: Wilderness should be read as inclusive; i.e., wilderness(es) being one, two, three, etc. 

Art by Ron Alexander 

[Gratuitous personal statement]
First, I really like the artwork. This card was in my first starter deck and elicited an ooh of pleasure as it closely resembled the image I had created in my mind upon reading the scene the first time, long long ago. 

[MECCG portion of article]
Second, this card is a very popular starting item: Hobbits and other low prowess characters are often seen wearing them. If you are using Radagast, or plan on traipsing through many a wilderness, the second one is just as useful as the first. This is uncommon amongst the minor items. The law of diminishing returns and the need for flexibility often require only one of any particular minor item in a given company. E.G., more than a single Horn of Anor is just excess baggage and CPs; at best you are cluttering up your hand and deck until you split the company or play Armory. Likewise, a company only needs one Adamant Helmet; just pass it around as needed. 

[RPG momentary diversion]
It is too bad that Elven Cloak is constrained as are all non uniques to three maximum per deck, sideboard and staring company included. Galadriel gave each member of the fellowship a cloak (Gandalf not included, as he had sacrificed himself in Moria for the good of the company against a threat beyond their ability to combat), which proved so effective that Eomer's cavalry patrol nearly rode over Aragorn, Gimli, and Legolas. 

O.K., back to MECCG. Two in a starting company is worth the loss of flexible response IF your company does not plan on the MPs from hazard creature attacks AND plans on hiking almost exclusively through the wilderness. Have a company comprised exclusively of four hobbits and Goldberry; three hobbits wearing elven cloaks and one hobbit with the Torque of Hues, pick up a Star-glass and you have a great means of avoiding most everything in your way. Now your hobbits can keep Goldberry well entertained by burgling everything in sight, perhaps indulging in a riddling match of wits now and again. 

Even if you are not avoiding everything bigger than a hobbit while traversing wildernesses, giving this to your weak prowessed characters helps ensure they will be ready to perform during the site phase. 

With Armory, should your opponent have removed all wildernesses from play by the combination of Doors of Night, The Will of Sauron and Morgul Night, you can always store the elven cloaks until your Twilight makes its way into your hand. 

All in all, elven cloak is worth a slot (or two) in your beginning company. 

Ohtar 

Middle-earth Card of the Day #498
High Helm

High Helm :: MELE :: major item :: 2 MPs :: 2 CPs 

Unique. Helmet. +2 to direct influence. +1 to body to a maximum of 9. Warrior only: +1 to prowess to a maximum of 8. 

Art by Mark Maxwell 

As a rule, minion items aren't quite as effective as hero ones. The common, non-unique weapon and armor for minion players is only worth 1 MP, not 2. Items like Dwarven rings keep the same abilities and corruption, but for one less MP on a dwarven bearer. Greater items like the Iron Crown and the Arkenstone are worth just a little less. And so on. This is all because the focus is more on rings, which is quite appropriate. 

And then there's the High Helm. This thing is so cool. As of now I cannot imagine a deck which would not include it. It is the Torque of Hues of MELE--the card that can find a use in any deck. The card that you'll always be cursing because your opponent gets it in play first. 

It's a major item with 2 MPs and 2 CPs--average by hero standards, and average-to-good by minion standards. The corruption is less of a problem for minions, and 2 MPs is better than what some other major items yield. What's so lovely about this card is the sheer breadth of its small bonuses--it helps _everything_. Two direct influence: that extra push that enables you to have a follower, or that crucial +2 to the roll to influence the faction. A Magic Ring of Lies is _way_ harder to get into play, offers the same MPs, and only one more point of direct influence. And the Helm doesn't stop there. +1 body: useful to almost anyone. For someone with a body of 6 or 7, especially, +1 body is statistically a very significant bonus. And then the prowess--not as much of a weapon, of course, but you can do only so much head-butting. And since it's not a weapon, you can always wield a weapon, too, for added effect. This last bonus _is_ warrior-only--not a problem for overt companies, but many of the Dunadan and Elves who make up covert companies are non-warriors. Then again, every company has at least ONE warrior. 

None of these bonuses are earth-shattering by themselves, but the fact that all three are on one item, and that that item is highly efficient as items go, make this card one of the staples of any and all MELE decks. Just one question: what ARE those tendrils on the sides? 

Gimli 

Middle-earth Card of the Day #499
Star-glass
Star-glass :: METW :: Resource Minor Item :: 1 CP :: U 

Tap bearer of Star-glass to cancel an attack by Undead _or_ to modify the prowess of a spiders, animals, or wolves attack by -2. Bearer makes a corruption check. 

Art by Randy Asplund-Faith. 

Star-glass is reputed to be the most frequently included starting minor item. Its strength comes from its flexibility: cancel an Undead attack XOR modify spiders, animals, or wolves prowess by - 2. Many of the sites have either one as an auto-attack. 

With the advent of Chill Douser, Star-glass becomes a key element in thwarting your opponent's m/h strategy. 

METW Player Guide p. 92 reminds us that according to the math, it is better for a bearer to tap to use Star-glass, as bearer suffers only -1 to prowess whereas the affected creature's prowess receives a -2. A reason not to follow the plain math is if you are temporarily concerned about the bearer surviving the corruption check. Why only a temporary concern you may ask, because you have planned your deck to deal with corruption checks, and you are merely waiting for your hand to get replenished. 

Having been on the receiving end of some very nasty combinations where ghosts came assaulting my companies in the wildernesses, this is THE card I wished I had had. 

METW Player Guide p. 92 also points out that this card is a natural fit for playing Paths of the Dead. 

Star-glass also benefits from MEDM with the Phial of Galadriel. Check out review #387. 

Star-glasses if not needed can be stored in the Armory and help towards making a marshalling point. Cup of farewell also can make use of sideboarded third, if needed. 

So, include Star-glass in your starting company if you plan on visiting places infested with wolves, spiders, and other animals, or undead. 

Ohtar 

Alatar the Hunter: Star-glass is most useful if you play undead or wolf/spiders/animals yourself. It helps you not to shoot you in your own foot when creating nasty long-event situations with Plague of Wights, Wake of War, Full of froth etc... When I play a heavy undead strategy, I always put two Star-glasses in my starting company. Sites with undead automatic attacks are frequent and mostly good, so be prepared. Star-glass is useful starting item, but only to a limited extend... Rating : 5 

Middle-earth Card of the Day #500
Shagrat
Shagrat 

Shagrat :: MELE :: Warrior/Ranger Orc :: 6 mind :: 6/9 :: 0 DI :: 2 MP :: F1 

Unique. Uruk-Hai. Leader. Discard on a body check of 9. +4DI against Orcs and Orc Factions. 

Home Site: Cirith Ungol 

Shagrat is a great character to start building Orc and Troll companies around... possibly among the best, even as good as the Lieutenants. For a very resonable chunk of general, you get a 6/9 - which if that were all Shagrat was, it wouldn't be all that bad. However, he also has a fairly hefty 4DI against other orcs. The 4DI is enough to control, say, a pair of Orc Veterans, which means for 6 general you get one 6/9 and two 4/8 characters - a pretty decent fighting force. Add a Whip as a starting item, and you can add another Orc Veteran. Plus, you can add Where There's a Whip There's a Way to your deck, a very cool card. Not bad. 

But wait - there is more. Shagrat is a ranger, which is a relatively hard to find skill in Orc companies. The Orc Tracker is the obvious solution, but he is relatively inefficient, requiring 3 mind for only 3 prowess. Shagrat can provide protection against residual cards like Long Winter that can cause rangerless orc companies grief. 

Additionally, he is a leader. This cuts both ways. It gives you access to a number of relatively effective command and leader-only cards (No More Nonsense, Smart and Secret, I'll Be At Your Heels, etc.). None of these are exactly game-breakers, but they can be quite useful, and some of them are common. It also means it's hard to have another big character in the party, like a Lieutenant or a Ulkaur the Tongueless. How much of a drag this is depends a lot. I do not as of yet have a good handle on how much Minion companies may rely on a few massively enhanced characters or a number of fairly strong ones. Given that you will generally want to play with two companies (one overt, one covert) if you play with any overt companies at all, the inability to have two Leaders in a company is not all that significant. It should also be noted that there are no Orcs or Trolls with prowesses of over 6 that are not leaders. 

Lastly, he's an Orc. In Middle-Earth terms, this is kind of a bummer. He has the discard number of 9, a "feature" he shares with all of his bretheren. If you are going to use him as the core of a company, By the Ringwraith's Word is highly recommended to mitigate this potentially disasterous problem. He can also only travel with Orcs, Men and Trolls, and they always make overt companies. Overt companies kind of have a bit of trouble getting around, being especially suspect to hazards like Landroval and the various Ent, Elf, Dunedan, and Man attacks. And once they get there, the automatic attacks tend to shoot first and ask questions later. On the one hand, this is OK, since Orc companies will tend to pack more punch and more bodies (due to all the DI bonuses). On the other hand, nothing can slow a deck down like casualties. Detainment attacks don't generally inflict a lot of these. 

So, if you are going to go for an overt company, Shagrat is your man. His moderate mind, high prowess, plus his very large (for the mind cost) DI makes him ideal for basing an Orc company around, if you still need enough general left for a covert company. Overt companies are definately good at going around beating on stuff, and if you stick to Ruins & Lairs, the disadvantages will be less noticable. If you plan to have a single powerful overt company, you may in fact be better served by the really big guys, the Lieutenants, assuming you can get your hands on one. Still, given their high cost in terms percentage of your staring general, I am not really sold on the value of the Lieutenants, especially given their rarity. Shagrat is easy to get and provides very good bang for the buck. Plus his fixed pack also contains Hoarmurath, a very good Nazgul for limited-environment play. 

Gwaihir 

Reader Comments

Sly Southerner: He's a great character, but he's kind of obscene too I think - I mean, his name is Shag-rat, and on the picture he's examining a rat's arse with a thoughtful look on his face. Now what's that supposed to imply? 

Middle-earth Card of the Day #501
Lindion the Oronin

In my first booster of MEDM, I found an Orossi named... 

Lindion the Oronin :: MEDM :: Resource Warrior Ally :: 2 MI :: 3/9 :: 1 MP 

Unique. Playable at Stone-circle. Tap Lindion to cancel an Animal or Spider attack. Eagle-mounts can be played on his company regardless of their site or the presence of a diplomat. 

Art by Ron Miller. 

The first and only warrior ally to date, Lindion can benefit from the wide variety of warrior boosting cards. His prowess is reasonable, being on par with average dwarves. His body is comparable to the toughest characters save Galadriel, making it highly likely he will stick around. 

For the one MP, Noble Hound is a better choice as it is much easier to play (any Border-hold tapped or untapped). With Noble hound you can have up to three in your deck and in play. 

Still, Lindion's special ability regarding Eagle-mounts just begs for a skillful player's manipulations to bring off. This is great for leapfrogging over a particularly hazardous region. 

I believe this would work for Fate of the Ithil-stone. A quick trip from Barad-dur to Edhellond; a non-stop flight without peanuts or soda! Hazard player could only target the moving company with agent(s) residing at Edhellond. Of course, the trick is to get to Barad-dur with the company intact (more or less) and enter the site without serious impediments and do one's thing there. Other permutation of this are left as an exercise to the reader. (Sorry, I always wanted to say that!) 

The combination of Lindion and Eagle-mounts is quite powerful, you just need a way of getting the cards into you hand and keeping them their until playable or needed, as the case may be. Pallando, Book of Mazarbul, Eyes of Mandos, elf rulers, etc. leap to mind as ways of getting and holding the required combinations. 

Ohtar 

Middle-earth Card of the Day #502
To Satisfy the Questioner

To Satisfy the Questioner :: MELE :: resource permanent-event :: (3) MPs :: c 

Playable during the site phase on an untapped character at a Free-hold. Tap the character and site. No marshalling points are received and the character may not untap until this card is stored at a Darkhaven during his organization phase. 

Art by Michael Astrachan 

One of the things I was quite happy to see MELE introduce is a whole host of miscellaneous-MP cards that are permanent-events. A number of these cards fit into the "pillaging" category--assassinations, interrogations, or generally just burning down buildings and causing a huckus. Besides being thematically fun and appropriate, there are definite advantages to getting your marshalling points this way: they don't carry the corruption difficulties of items or the influence difficulties of factions. A number of them (although not this one) are playable in addition to whatever faction or item you might play at the site first. And they help to ensure that your points don't get too one-sided toward factions or items. On the down side, even a pillaging deck has to have some factions, items, and allies in order to keep his opponent's points from doubling. 

To Satisfy the Questioner is a common example of a pillaging card, and it turns out to be one of the better ones as well. Many such cards yield only 1 or 2 MPs, but Questioner gives us 3--as much as many a good solid faction, and as much as many greater items as well. 

Problem number one: you have to get into a free-hold to play this card. The lovely string of Pelargir, Dol Amroth, and Minas Tirith appear to be made for this purpose. Overt companies will have definite difficulties getting into these places without heavy losses, but overt companies aren't the best ones to use this card. Covert companies can very often skate into the southern free-holds with no wounds and at _least_ one person untapped. It's the journey there from Minas Morgul that can be dangerous for them. But a they still stand a very good chance of making it without difficulty--and 3 MPs is more than they could hope to get by playing a gold ring or major item playable at those sites. If your opponent drops the ball and isn't able to slow you down at all with hazards, you may be able to follow up the Questioner with Stabbed Him In His Sleep for a bonus point. 

There's another fun alternate to the covert route that I found quite by luck in my very first sealed-deck game. A Ringwraith that does well in Fell-rider mode (like Khamul) can waltz into Minas Tirith on his Fell Beast and lay waste to the auto-attacks, even the Dunedain one, without a backward glance. Then he can easily question some pitiful little shmuck and carry the 3 MPs all the way home. Since he has to use starter movement anyway, the fact that he has to go back to a Darkhaven to store it isn't even a problem. But that does bring us to 

Problem number two: the card has to be stored, and its bearer stays tapped. This is no different than METW's Dreams of Lore, but this limitation hurts that card, too. If anything will make you decide to thumb your nose at pillaging cards, this will be the thing. The ones that don't have this limitation--the TRUE pillaging cards, Burning RickCote&Tree and Smoke on the Wind--have heinous additional attacks to overcome. Two things work to overcome this disadvantage. First off, as noted before, a Ringwraith Questioner has to return to a Darkhaven anyway, so it's no spilt milk there. There seems to be more returning-to-the-haven for minion companies in general, especially for a deck that also uses rings. Most helpful, though, is News Must Get Through--a lovely card that greatly enhances the efficiency of all the store-for-MPs cards. I'd speak more about it now, but it really deserves its own review at a future date. 

You get extra happiness points if you can make this card come alive when you're in the middle of a game. Play the card, reach across the table, grab your opponent by the lapels, fix him in the eye, and say in your best Morgul-voice: "Whatistheairspeedvelocityofanunladenswallow?" 

Or something like that. 

Gimli 

Middle-earth Card of the Day #503
Sons of Kings

Sons of Kings :: MELE :: Creature :: 10/- :: 2* MP :: FD BL fh bh :: C 

Dunedain. Three strikes (playable only against minion companies). 

Well, this hazard is not quite as cool as I thought it might be when I first saw the title. It has one main problem: an only moderate prowess and no body coupled with a large MP penalty for their defeat; since the MPs are marked with an asterisk, Minion companies can score them. 

vCompare Sons of Kings with Ambusher. Ambusher is not keyable to Free-Holds or Border-Holds, only the lands, and has one fewer strikes. However, Ambusher has the attacker-chooses-defender capabilities, may be played against both Minions and Heros, and is only worth 1 MP (which they should almost never give up because of the attacker-chooses-defenders thing, and which Minions can't even score anyway! Sure, if they are Orcs or Trolls they could use them as trophies, but they can use the Sons of Kings as trophies too). If your opponent has and taps three 5-prowess characters, Sons of Kings will give up their MPs 42% of the time. 4-prowess characters will get the 2MPs roughly 30% of the time. This isn't a sure thing by any means, but is a non-trivial risk - especially considering MELE's slightly slower accumulations of MPs. If your opponent has any stronger characters or any enhancers in hand, he can up these odds considerably. Given these problems, I don't consider playing Sons of Kings a particularly good risk unless your opponent's company is pretty well tapped out. 

Finally, Ambusher has some relatively easy-to-come-by enhancers, primarily Thrice Outnumbered, a MELE uncommon, and of course the extremely powerful MEDM Rank Upon Rank. Sons of Kings relies on Chill Them With Fear - which while it is more versatile, it is also a rare, which decreases its utility considerably. 

The one thing Sons of Kings has compared to some of the other new Dunedain and Man hazards like the Gondorian and Arthadan Rangers is that they are always normal attacks - never detainment, even against covert companies. Since covert companies are usually somewhat weaker, Sons of Kings can be used to actually inflict casualties on them. Like I said a couple days ago, stalling your opponent by tapping him out is good - but nothing slows a deck faster than actual casualties. 

In summary, use Sons of Kings if for some reason you expect the extra strike to be more valuable than choosing defenders, or if you expect your opponent to be using covert companies almost exclusively. Despite the relatively unfavourable comparisons to cards like Ambusher and Slayer, you have to remember that these are some of the better hazards in the game. Sons of Kings is still a decent hazard, and if you are relying on other Dunedain hazards and enhancers, Sons of Kings can round out your deck. Just make sure your opponent is playing a Ringwraith, and be very careful not to give up those 2 MPs. 

Gwaihir 

Middle-earth Card of the Day #504
Deeper Shadow

Deeper Shadow :: MELE :: Resource long-event :: u 

Magic. Shadow-magic. Playable during the movement/hazard phase on a moving shadow-magic-using character. In character's site path, change a Ruine & Lairs to a Shadow-hold or one wilderness to a shadow-land. Alternatively, decrease the hazard limit against his company by one (to no minimum). Unless he is a Ringwraith, he makes a corruption check modified by -3. 

Art by Kaja Foglio. 

This is one of the new breed of magic cards - sorcery, spirit magic, and shadow magic. I love the concept of all these cards; they're more likely to be played than METW's spell cards for wizards since the corruption checks aren't as threatening (you'll never lose the game by failing one). My biggest beef about these cards in general, though, is that the vast majority of them are non-unique rares. As with D&D, hard-core magic-userdom is a money game. 

Deeper Shadow is only an uncommon, though, which is nice. There are still many of the magic cards that I haven't seen in action yet, but based on my limited experience, DS is my favorite. Between its two effects, it's almost always playable, often to great advantage. 

It's shadow magic, which seems to distinguish itself from the other magic types by being more creepy. A smattering of the Ringwraiths can use it, and some other characters. With the exception of agent minions like Elerina, these seem to have disturbingly low prowess as a whole - shadow magic is a subtle thing. Use sorcery if you want high-prowess sluggers laying waste to Bag End. Recently Ciryaher has been my shadow magic point man, but I think that's going to change because he dies. A lot. 

The first effect: turning ruins to shadow-holds or wildernesses to shadow-lands. This is nice. Wilderness strategies like wolves or drakes are still very viable against minion decks, and a quick shadow-land slipped in place of a wilderness can often evade that Giant Spider or True Fire-Drake. Ruins to shadow-hold is even better, and not just for messing up Cave-drakes. Even if the hazard creature you're facing can still be keyed to the shadow-hold, it will be a detainment attack. A shadow-hold also opens up possibilities for playing other cards, like Snaga-hai. 

The second effect is even better, if your company is relatively small. The words "no minimum" are what are sweetest. To do this right, play this card in response to your opponent's hazard that reaches the hazard limit - it will retroactively fizzle. If you're lucky enough to have a couple of these in your hand, you can reduce your hazard limit to literally nothing. This works especially well with Ringwraiths companies, less well with covert ones - because of their relative wimpiness, having only a 2-character company where one of them is a shadow-magic-user is often asking for a whipping. 

Both effects are especially good because you can save them and play them in reaction to your opponent's actions. An ace in the hole. And - get this - since DS is a long-event, it's immune to Wrath of the West. 

What's up with that long-event status, anyway? I'm still not certain. It's not as if your opponent can take advantage of the effects on his own turn. Maybe, in the future, there will be a minion version of Echo of All Joy that works on magic cards or something. Email me if you have any other insights or ideas about why DS is a long-event. 

Gimli 

Reader Comments

Sly Southerner: The long-event status was probably just a typo; Deeper Shadow is supposed to be a short-event (there is an erratum now). Unfortunately, this means the card's no longer immune to Wrath of the West (and Ire from the East)... ;-)
A popular trick in fallen-wizard decks these days is to use Deeper Shadow's first ability to change the site type of Deep Mines from Ruins and Lairs to Shadow-hold and then play Aiglos and/or Dragon-helm there - that's a lot of marshalling points for a site with no site path and no automatic-attack (provided you have Legacy of Smiths in play of course)!

Middle-earth Card of the Day #505
Black Breath

Halitosis is bad enough from the living, from the undead it is truly putrefying. 

Black Breath :: METD :: Hazard Permanent-Event :: 3 CP 

Corruption. Place with any wounded character in a company that just faced a Nazgul attack; the character receives 3 corruption points. Target character makes a body check during each of his organization phases. Whenever target character would normally heal, he instead makes a roll (or draws a #): if this result is greater than 10, he heals normally and this card is removed. This roll is modified by +2 if the character is at a Haven *and* by +2 for each sage in his company that taps in support. 

Art by Donato Giancola. 

This card can work well if you are playing a heavy Nazgul strategy. The Nazgul Are Abroad, Out of the Black Sky, or In Great Wrath give one the needed flexibility of playing Nazgul as permanent-events or creatures as needed. My personal favorite is The Nazgul Are Abroad, as this permits jumping a company bearing the One Ring anywhere, and with Doors of Night, you can Choking Shadow wildernesses into shadow-lands and pummel any company bearing a ring. 

You note that this is all preparational work for playing Black Breath. Black Breath is a bonus card; IF you have a Nazgul in hand or otherwise can use to attack a company AND the path or site can be reached by the Nazgul AND you still have a slot left in your hazard limit AND you also have this card in hand THEN you can play this nasty corruption card. 

All of these conditionals are why I like The Nazgul are Abroad with Doors of Night; if the regions in the site path are not what I want, Choking Shadow a wilderness into a Shadow-land and jump the pitiable company. If I do not have the requisite conditions, then I can play the Nazgul as a permanent-event and tap to use the Nazgul's special ability, then bring it back at the end of my turn. An aside: the value of surprise is why I like Choking Shadow over Morgul Night. I prefer Choking Shadow over Fell Beast because of the diversity of play in Choking Shadow. In both cases, I basically do not want all of my proverbial eggs in one basket, flexibility of response during hazard phase to me is desirable over super killer combos that hit or miss depending on the whim and choices of my opponent. 

Mouth of Sauron and Uvatha are two ways to ensure that you will be able to Breath on the company to further discomfort them; as the surviving members of the company are now reeling from the onslaught from the Nazgul. Otherwise, use your hand size increasers (though usually used to retain Resource cards) to hang onto this card until the right moment presents itself. 

Note that those characters that survived the Nazgul are either the Sisterhood (Eowyn, Galva, Peath, Voteli, or Vygavril), or are not significant enough to warrant the attention of the Nazgul, or are enhanced high value characters, most frequently bearing or wielding corruption additives. It is the last case that is the best target for Black Breath. Corrupt them away and get the leveraged MP swing found on the likes of Frodo, Bilbo, Cirdan, and the like. Because they are likely pushing the limit of safe CP bearing, the addition of this card will make the transfer of key items difficult or nigh impossible. Then, when the character fails as described below, you also lose the item(s) he or she bears. [Insert evil cackle here.] 

Black Breath is different from other corruption cards: it forces a body check during each organization phase AND imparts 3 CP. That means you are guaranteed that the blighted character will make a body check each round, making the likelihood of failure MUCH higher. E.G., for the 9 bodied characters (including the wizards) you have a 9 in 36 chance of seeing the character die; a 25% chance is not bad at all, and the more often the character body checks, the greater the likelihood of failure. 

As an added benefit, the three corruption points when judiciously combined with armor, weaponry or other CP imparting items makes one Weary of Heart to simply think about it. Or, have some corruption check causing undead waft in to pester the company; this later choice maintains the symmetry of your hazard theme ("If you cannot beat us, then join us..."). 

Removal is not too difficult beyond what is provided in the card text, as Marvels Told, Elf-Song work well, to name just two. Immunization is possible for some; e.g., Halfling Strength and Tookish Blood for hobbits and Old Friendship and Elf-Song's second function in general. 

This card is nasty, but only suited to very narrow hazard strategies. Most prudent companies (and players) will do their utmost to avoid meeting Nazgul; Marvels Told, Praise to Elbereth, Tom Bombadil, Goldberry, Concealment, etc. can ruin your best laid plans. If you are going to bother to put them in your deck or sideboard, then you had better load up on them so as to get one in hand or in the discard pile soon enough to be useful. 

Ohtar 

Middle-earth Card of the Day #506
Eithel Morgoth & The Under-Forges

Eithel Morgoth :: Site :: Shadow-Hold 

Region: Narthalf
Nearest Haven: Evermist (Wi Sl)
Playable: Items (minor, major, greater)
Automatic-Attack: Trolls (3 strikes with 9 prowess)
Special: Any creature otherwise playable at any Under-deeps site may be played here.
Card Draws: 2/1 

The Under-Forges :: Site :: Shadow-Hold Under-deep 

Adjacent Sites: Eithel Morgoth (0), The Iron-deeps (6)
Playable: Items (minor, major, greater)
Automatic Attacks (2): Orcs (4 strikes at 8 prowess), Opponent may play as an automatic-attack one non-unique hazard creature from his hand normally keyed to Ruins and Lairs.
Special: Any Drake may be played here. 

A number of you are probably saying "ehh... what?" at this point. Never fear, there is an explanation. These two sites (along with 14 others, although sadly no Minion sites) are catalogued in ICE's Northern Waste sourcebook for it's Middle Earth Role Playing Game. The sourcebook contains an excellent full-color map of all the regions of Middle Earth from Forochel on north to what looks like the polar regions; you can put this next to your map for the MECCG Maps package and get a nice, "northern expansion" for METW. The southernmost sites are Lossadan Camp and Carn Dum. Fortunately, none of these sites are tournament-legal, but the book does contain 3 scenarios for use with the frozen north. 

Just as some background, I gleaned from reading the sourcebook that Eithel Morgoth (Morgoth's Well) is a large volcanic crater that was used by Morgoth back in the days of Angband to crank out various nasties. When Morgoth was defeated, Eithel Morgoth was shut down also, and its resident Balrog, Durlach, was imprisoned in Eithel Morgoth. Durlach still lives down there, although he sleeps most of the time since he's locked up and there isn't a whole lot to do. Finally, just before you reach the bottom-most areas of the crater where he is imprisoned, there are a large number of tunnels, caves, and caverns that lead to the Under-deeps and various forges Morgoth used. 

So much for background. Are these sites actually useful in the game? Well, for a greater item site, the auto-attack isn't all that heinous, and it's easily canceled with a Dark Quarrels. It's relatively easily reachable from the Gray Havens with only Coastal Seas and a single Shadow-Land in the site path. Although Evermist (the Northern haven) is literally right next door, it's not quite as safe to get there from since it adds a wilderness to the equation. Likewise the Under-Forges is comparatively safe for a greater item underdeeps site, although again safety is relative. Although neither are outright dark-holds, you can still get pretty well shredded in a shadow-hold. The fact that the under-forges are adjacent to the Iron-deeps means you could theoretically hit 4 greater item sites in succession, and if your opponent is only playing high frequency of play hazards, that could be the game. You could also be dead meat. 

Plus, they aren't as far out of the way as you might expect. You wouldn't want to have to venture a turn north of Forochel if you've got anything that has to be played at Minas Tirith, but there are still several good sites up there (including a horde site), several major item sites, and quite a few sites with information. Of course, the weather is appalling - Vygravil isn't going to like it one bit - but hey! You go where the action is. 

The only real problem is the lack of decent faction sites up there. There are several sites where the Lossoth can be played, and if you follow the recommendations of the one scenario which allows you to pack up to three copies to represent different tribes, you can get a few factions. Normally though, only the Lossoth are available and even they are a bit out of the way from the heavy sites _way_ up north. 

The real feature of all the northern sites, though, are the two sites (Lossadan Cairn and Kylmatalo) which provide a relatively painless way to bring in Palantiri and the no less than 3 information sites in two adjacent regions. If you've got greater items and lots of information cards, the Northern Waste may be the place to go. While the isolation is a real penalty from the perspective of resources, it also gets you away from a lot of site- and region- specific hazards, as well as agents. 

Which brings me full circle to my final point, and I'm afraid I'm going to get on a soapbox here for a moment. Sorry. I really like the Northern Waste expansion. The new sites and all the background material from MERP is really cool. Heck, it might get me suckered into MERP someday. I just really wish ICE had gone the whole 9 yards on this one. The Northern Waste plays well for the 3 scenarios, but missing rules kind of hurt it as a northern expansion for general play - I mean really, shouldn't Ice, True Cold, and Winged Cold-drakes be playable basically everywhere up here? And Scorba and Scorba Ahunt too should probably be keyable to several regions. And it would definately feel more cold with some miscellaneous "flavor" minor items and some rules for the cold. I personally would really like to see this expansion printed as a game kit, with the map, 32 site cards (16 hero, 16 minion), some characters, some additional hazards, maybe some reprints of old cards with some addenda (like Voteli, the aforementioned Drakes, Juoma, a couple Lossoth factions, etc.), and a few new resources, like maybe a mission card for minions that involved releasing Durlach. 100, maybe 150 cards tops. Throw in a small rules addenda so the regions up there actually feel cold, and I think this would be a very cool MECCG fixed-deck type expansion product. As it is, it's interesting, but I don't believe it's really a finished MECCG product due to the somewhat unbalancing nature of the fact that it's going to screw up general hazard strategies. 

So anyway, the bottom line on the Eithel Morgoth site is that it's OK, but it doesn't have much to recommend it over more temperate Greater Item sites except it's proximity to a lot of Information sites. If you are playing a Northern Waste scenario, it and Mornost are the only two nearby places to get non-palantiri Greater Items, and they are somewhat safer than Carn Dum. 

For the Northern Waste overall, the map is extremely nice and the background material is great. The three scenarios work well, but as an expansion to METW, there are some rules gaps which I hope ICE will fill so that the expansion will be more usable in general play (and so we can get a consistent set of house rules on where exactly True Cold Drakes are keyable). Still, if you are willing to fill the gaps with some house rules, this could be a very enjoyable addition to your METW set. 

Gwaihir 

Middle-earth Card of the Day #507
Bade to Rule

Like poor Telemachus, the Ringlord's servants often get shafted with babysitting duty. If YOU had access to a huge flying beast of terror, would YOU want to be . . . 

Bade to Rule :: MELE :: resource permanent-event :: c 

Playable at a Darkhaven during the organization phase on your Ringwraith. -2 to his direct influence. +5 general influence. You may discard this card during any of your organization phases. Discard this card if your Ringwraith moves. Alternatively, playable if your Ringwraith is not in play. +5 general influence. Place this card with your Ringwraith when he comes into play. Cannot be duplicated by a given player. 

This common card (in both senses of the word) is the much needed general-influence booster for minion players. It is to METW's Saw Further & Deeper in effectiveness what Robert DeNiro is to Keanu Reeves in acting. Considering the difficulty of mobilizing Ringwraiths in the first place, it gives a large incentive for having them just stay put. 

Flexibility is the card's strongest factor: you can play it with or without your Ringwraith to equal effect. The benefits of +5 general influence should be obvious. The only time this card wouldn't be playable is if your Ringwraith was in play and NOT at a Darkhaven - not too likely in general, especially unlikely if you're playing a Bade to Rule deck in the first place. 

Besides the normal sideboard-accessing abilities, many of the Ringwraiths have additional abilities that they can use at a Darkhaven. Take your pick of attack cancellation, increased hand size, corruption bonuses, etc. It's easy to make a deck that gets all the mileage out of a Ringwraith card that you could possibly want without ever having him or her set foot outside Minas Morgul. 

The reason for the -2 direct influence is clear: without it, many of the Ringwraiths could hold a character with decent MPs as a follower without batting an eye. That would be a bit too powerful. As it is, even if they can hold a follower, he probably won't have more than 1 MP. But even here, Bad to Rule has a nifty flexibility clause - if you WANT to make room for a big follower for some reason, you can get rid of BtR in the organization phase. I can't think of many cases where the trade-off would be worth it, except perhaps in the case of a large number of ringwraiths setting out. Still it's indicative of the card's general willingness to help. It's your friend. It's covered all the angles. 

Gimli 

Middle-earth Card of the Day #508
Bounty of the Hoard

In the euphoria following a battle with a dragon, even tight fisted dwarves become big hearted and share of their bounty. 

Bounty of the Hoard :: METD :: Resource Short-event :: c2 

Playable during the site phase. One minor or major item may be played at a tapped site that contains a hoard. 

Art by Ron Miller. 

Framsburg coughs up a major item after playing a minor item. Heh heh. That is worth doing just to play with your opponent's mind. "My my, look at that. Durin's Axe is lying underneath that tin of Cram." Of course, you can choose to play Bow of Dragon-horn, Habergeon of Silver, Magical Harp, or Valiant Sword, or --for whatever reason-- a hoard minor item instead of a standard major item. The point here is flexibility: you have the option, so as a result you have a much higher likelihood of having a playable major item in your hand. 

This card is better than Thorough Search, as it does not require tapping a character. It suffers from the limitation that it can be played only on hoard sites. Also, it does not permit playing a ring, but for dead ringers (ok, no more puns), either grab that as your first item (causing the site to tap) or go to the 'easier' ring sites. Hoard strategies infrequently include ring playing, they are too busy slaying dragons and grabbing big MP items. A big plus is that Bounty of the Hoard (BotH) is immune to Searching Eye. 

If you are running a hoard plundering strategy, then you are better off including three of these in your deck (and three Thorough Searches and Thror's Map) to rake in the maximum MPs per turn. 

Why three of BotH and three of Thorough Search? Turn economy is why. If you can harvest two major or greater items per turn, your will be twice as efficient as normal; this often results in beating your opponent to the council. Note that in many instances, Thror's Map is more efficient than BotH, especially if you are seeking to get two greater items from a hoard. As you can have only one in a deck, you want the other six to provide depth. So, if your strategy is hoard plundering, you should give serious thought to having all seven in your deck, as it gives you the best chance of getting ahead of your opponent (sente) in MPs and turn economy. 

A note: don't get carried away by placing too many items in your deck. To paraphrase Samwise, you must concentrate on your goal: garnering enough MPs to call a council and win the game. 

You have likely decided on warrior/ranger/scout characters, big MP generating items (major and greater) plus combat enhancers. You need to leave space in your deck to ensure you can harvest a reasonable return on all your hard labors in plundering hoard sites; something to comfort your companies as they nurse their dragon bites. This means balancing between combat enhancement and MP generators. This card works best in larger parties; you are more likely to have some extra characters untapped after all the blood letting. 

Ohtar 

Middle-earth Card of the Day #509
Muster

While looking through some dusty scrolls in the library of Minas Tirith, Ohtar came across the following scroll written by Isildur after gazing one day into the Palantir of Minas Tirith. 

Muster :: Resource :: Short-event :: METW :: c1 Warrior only. An influence check against a faction by a warrior is modified by adding the warrior's prowess to a maximum modifier of +5. 

(Note: the text for this card is changed as per the latest official Collected Rulings.) 

Art by David Deitrick 

All great things must come to an end, and all over-powered cards must change. For the number of cards that have been produced, ICE has done a very good job in keeping most of them in balance between being too powerful and being too weak. Yet there were a number of cards in the original set that proved to give certain deck types significant advantages. Some were rare cards like Great Ship and Vilya (also doomed to be given new errata in the latest Collected Rulings File). Still others were common, Rescue Prisoners and Thorough Search being the most notable. ICE made a decision to water down the cards found to be too powerful, rather than to release later cards which countered the effects. Yet some cards that were complained about early on were not changed, the duplicable Fellowship, and perhaps the most annoyingly powerful card in the game, Muster. People have been complaining about taking the greatest care to keep the Southrons in play, only to have it Mustered away by a petty Dwarf. Yet ICE stood silent. Until now. 

Gone are the days when a company streamlined for prowess can head to a faction site knowing that no matter what, it only needs to keep one warrior untapped. Gone are the days when Barliman Butterbur, sitting with Tom Bombadil in Rivendell can lay down a Muster and an Old Road to bring in the Rangers of the North without a risk. And gone are the days when a few small but rowdy Dwarves can show up at the Easterling camp and announce that they are influencing your faction away. "Your DI is -1, my unused GI is 6, your roll minus my roll must be greater than 15," you say, and then your crest falls as Dwalin taps and lays down Muster. And frankly, many people are glad for it. Muster now resembles the Lidless Eye card Threats, though you still get to add your DI. Further, this erratum gives Muster Disperses and the Diplomat Only cards the usefulness they deserve. After all, shouldn't it be at least a LITTLE easier for a Diplomat to influence a faction than a straight out warrior? 

Yet the days of Muster are not yet through. Though it may no longer justify being a deck component by default, it still has some significant advantages Warriors are some of the most durable characters, a vital part of most parties. In many situations they will be the only ones with a significant chance of staying untapped, or even alive. Thus, if a strong Warrior/Diplomat like Gimli, Imrahil, Dain, or a Wizard cannot work his way into your company, muster may be a good alternative to having to protect a dedicated faction influencer like Adrazar or Vygavril. Boromir, for instance, has a DI of 6 (1 DI plus the maximum Muster bonus), giving him a good chance at influencing most factions. Eomer brings himself up to 5 DI against the Riders of Rohan, a far better chance than his normal 2. And any of the Elven Orc-hunters leap from 0 DI to 5 DI. 

You may even still want to include Muster over Diplomat cards like Lordly Presence so that even if, for instance, Theoden is tapped, Beretar can at least have a chance, or even Kili wielding a Sword of Gondolin (for a start value of 4). 

The only major drawback to the change is that it significantly lowers the effectiveness of an "influence away" deck, though high DI wizards or A Friend or Three can still wreak havoc on an opponent, as can a few well placed agents. 

So even though it is but a shadow of its former self, I still believe that Muster will be the influence assistant of choice (along with Horn of Anor), as most of the time it's just as effective (and easier to play)=20 as a Diplomat card like Lordly Presence (+5 unconditionally). 

Isildur 

Middle-earth Card of the Day #510
Bairanax at Home

When he's on the move, this dragon is famous for hanging out in the Anduin Vales. But that doesn't mean we should ignore . . . 

Bairanax at Home :: METD :: hazard permanent-event :: r3 

Unique. Unless Bairanax Ahunt is in play, Ovir Hollow has an additional automatic-attack: Dragon - 2 strikes at 15/7. In addition, the hazard limit against any company facing one or more animal hazard creature attacks is increased by one. 

Art by Rob Alexander 

There are plenty of At Home dragon manifestation with more interesting and effective special abilities. Daelomin at Home is the one that most often finds its way into my decks. Bairanax is one of the smaller dragons, lacking the punch of, say, Itangast (but doesn't everybody?). That smallness can, of course, work toward your advantage. There are two reasons to play this card, and the enterprising player could make a deck that works with both of them. 

First off, let's admit - you're not going to want to play this card to keep your opponent from going to Ovir Hollow. "Oh, no, I can't go there! Where oh WHERE can I get a major item now?" Gondmaeglom is a little trickier, but basically the same. Ovir Hollow isn't even an option for a minion player, and when it does become one, Gondmaeglom will have more stuff playable there. No, like most of the At Homes, if they happen to screw up somebody's plans to visit that lair, it's just an unexpected bonus. 

Bairanax's special ability: up the hazard limit by one if you're playing an animal against your opponent. Can this be worthwhile? It's not exactly tourny-level hazard strategy, although everybody knows what a pain Watchers in the Water can be. When I saw Landroval for the first time I thought immediately of Bairanax at Home - one more ingredient for an animal-only hazard deck. It'll need a few more cards before it's really workable, but throw in some spiders or wolves and you've got yourself a decent hazard side. Certain Animals Which We Shall Not Name are playable almost anywhere, so getting the hazard limit bonus most turns shouldn't be a problem. Never underestimate the advantage of an added hazard limit - it's a valuable commodity. 

The second reason to play this card is the better one: Bairanax is a wuss. If you're out to kill an At-Home dragon in order to score King Under the Mountain and Returned Exiles, this one makes a juicy target. Obviously you have to pack the At-Homes yourself, and equally obviously having just one in the deck won't cut it. Leucaruth at Home is arguably the best dragon to slay for this purpose, but Bairanax is a close and indispensable second. 

The Mountain-King deck with an animal/spider hazard side is, thus, the place Bairanax at Home was meant to be. And if more animals hazards start showing up (here's hopin'), its stock will rise accordingly. 

Gimli 

Middle-earth Card of the Day #511
Reluctant Final Parting

Frodo and company were rather despondent when Tom Bombadil left them as they trudged on their way. If a company of yours is targeted by this card, you would be rather despondent as well. 

Reluctant Final Parting :: MEDM :: Hazard Permanent-event :: u2 

Discard any ally if its current site is an Under-deeps site _or_ if its current site's nearest Haven is not the same as the nearest Haven for the site at which the ally can be played. Discard this card when any play deck is exhausted. 

Art by Liz Danforth 

Like Muster Disperses, this card is a spoil sport. Played late in the game, you can turn the tables on your opponent who was counting on doubling his or her MPs because you had no allies. If played correctly, he or she has practically no time to have the ally get shuffled back into his or her play deck (via Smoke Rings or exhausting the deck). Note that the key for this card is timing: play it early and it is only a nuisance; play it late and when your opponents allies are too far from home to resist the a reluctant final parting for a significant MP swing. 

Quickbeam, Gollum and Goldberry see considerable play in decks, though Roac the Raven and Shadowfax make more than a cameo appearance. Reluctant Final Parting in all but the most sedentary of decks is likely to cause most allies to be discarded; the notable exception being Noble Hound. 

Be aware that this card affects you, but only if you allow it. In playing this card (only one is really needed in a deck, as you do not need it early), you can either play with Noble Hounds, or abandon allies entirely. In the case of the former, you stand to win double your MPs (from one to two or two to four.) 

In the latter case, you have freed up slots in your deck by leaving out allies. You can substitute either more items or more effects on your hazard side or have a leaner deck; you know, something closer to the Council of Lorien's 30/30. 

While it can be targeted by Marvels Told, the damage is most often already done. 

Think long and hard about this card: does it fit your resource strategy (leaving out allies) and harm your opponent's collecting of MPs far more than it effects you? It is not for everyone, but in a well planned game, you can surprise your opponent and lever off his or her position. 

Ohtar 

Reader Comments

Fram Frumgarson: Contrary to what's implied here, RFP does affect allies with generic home sites in some circumstances. A Noble Hound will be discarded if he is at a site that has the Grey Havens as its nearest Haven, since there is no border-hold which lists the grey Havens as nearest Haven. Similarly, the Warg-king is threatened if he moves too far East.

Middle-earth Card of the Day #512
Marsh-drake

Marsh-drake :: METD and MELE :: hazard creature :: 1 MP :: c2 11/- :: Keyable: coasts, shadowlands 

Drake. Two strikes. 

Art by Angus McBride (METD) and Stephen Graham Walsh (MELE) 

Long, long ago, when Middle Earth: The Dragons first came out, everybody had piles and piles of drakes. You had to decide which ones made it into your deadly drake hazard sides, though. Cave-drakes still proved themselves indispensable, and many people learned the hard way how often Cave Wyrms could show up, especially on that first-turn trip to Lorien. Sand-drakes, Cold-drakes - these were quickly relegated to the sideboard. The truly sadistic made Morgul-Night / Wild Fell Beast decks, while those without them (i.e., me) cringed in fear. And the Marsh-drake? He was sideboarded, too. If that. Sure, he can hit coastals, but so can the Sea-drake and (shudder) Eacaraxe. And sure, he can hit shadow-lands, but if I was going to go hunting in shadow-lands I probably wouldn't be playing drakes in the first place (exception: see 'sadistic', above). Besides being hard to play, the Marsh-drake only had a one-prowess advantage over the Cave-drake, and no attack choice to boot. In my decks, he went the way of Morannon. 

All that changed when MELE came out. Besides scoring much better art, the Marsh-drake got a whole new range of playability possibilities against minion companies. Just as heroes will have to, whatever else they do, move through wilderness, so too that first minion step into the wide world puts them right smack dab in a shadow-land. Most shadow-land attacks would have to be detainment, of course, but not this one. Not drakes. Those are two relatively deadly strikes on those poor orcs who were on their way to sacrifice their cousin to Ungoliant's Last Child, or those swarthy easterners expecting an uneventful trip to their Camp. Against minion companies, the Cake-drake/Dragon's Blood combo has been replaced in my decks largely by the Marsh-drake/Dragon's Blood combo. 

Against hero companies, the Cave-drake is still pretty much a no-brainer, because of its versatility. But choosing multi-purpose creatures for play against a minion player is trickier. In those cases, the Marsh-drake now enjoys a coveted position on the short-list. 

Gimli 

Middle-earth Card of the Day #512
Swift Strokes & Foul-smelling Paste

Swift Strokes :: MELE :: resource short-event :: c 

Warrior only. Warrior receives +1 prowess against one strike and obtains two random values against it, choosing the one to use. 

Art by Donato Giancola 

Foul-smelling Paste :: MELE :: minor item :: 1 cp :: c 

The bearer can discard this item to heal a wounded character in his company -- change the character's status from wounded to well and untapped. 

Art by Debbie Hughes 

I haven't had the chance to play a lot of hero vs. minion games yet, but one of my suspicions is that a very viable strategy for a minion player will be to make a deck designed to follow the hero companies around and kick their collective ass. With the possible exception of some battle-starved Dwarves, a bunch of pumped-up Orcs and Trolls have little to fear in the way of hero opponents. One of the reasons for this is that a number of minion resources are almost identical to hero ones - but just a little better for the same price. 

Take Swift Strokes. The name says it all. Hero players get "Lucky Strike" - a bit of dumb luck is ALL they have on their side, whereas a minion player gets a swift sword-swipe (and spiffy card art, too!). Lucky Strike gives the warrior two rolls instead of one, and Swift Strokes does that PLUS and +1 prowess bonus. For free. Why? Because Sauron's minions rock your world, that's why. 

Foul-smelling paste is another example - an even stronger one. Your little pansy hero party can use those Healing Herbs to heal their wounded - IF the person who's holding them also happens to be untapped. But a smart player with the opportunity will target your herbs-bearer with her creatures, forcing him to tap. THEN where are you? Orcs laugh at such petty problems. 

Their item does the same things for the same amount of corruption (which weighs less heavily on them, incidentally). Except they don't have to tap. Ufthak may have one arm only holding on by a few strands of smelly tendon, but then, EVEN then, he can pass the paste over to Shagrat, so that Shagrat can HEAL his bruised knee and GO ON FIGHTING. 

So step forward, Boromir. Bring Fili and Kili and Eomer. Heck, bring Beorn. We'll take you. We're Orcs and Trolls, and we've got your combat cards right here. 

Gimli 

Middle-earth Card of the Day #513
Marsh-drake

Marsh-drake :: METD and MELE :: hazard creature :: 1 MP :: c2 11/- :: Keyable: coasts, shadowlands 

Drake. Two strikes. 

Art by Angus McBride (METD) and Stephen Graham Walsh (MELE) 

Long, long ago, when Middle Earth: The Dragons first came out, everybody had piles and piles of drakes. You had to decide which ones made it into your deadly drake hazard sides, though. Cave-drakes still proved themselves indispensable, and many people learned the hard way how often Cave Wyrms could show up, especially on that first-turn trip to Lorien. Sand-drakes, Cold-drakes - these were quickly relegated to the sideboard. The truly sadistic made Morgul-Night / Wild Fell Beast decks, while those without them (i.e., me) cringed in fear. And the Marsh-drake? He was sideboarded, too. If that. Sure, he can hit coastals, but so can the Sea-drake and (shudder) Eacaraxe. And sure, he can hit shadow-lands, but if I was going to go hunting in shadow-lands I probably wouldn't be playing drakes in the first place (exception: see 'sadistic', above). Besides being hard to play, the Marsh-drake only had a one-prowess advantage over the Cave-drake, and no attack choice to boot. In my decks, he went the way of Morannon. 

All that changed when MELE came out. Besides scoring much better art, the Marsh-drake got a whole new range of playability possibilities against minion companies. Just as heroes will have to, whatever else they do, move through wilderness, so too that first minion step into the wide world puts them right smack dab in a shadow-land. Most shadow-land attacks would have to be detainment, of course, but not this one. Not drakes. Those are two relatively deadly strikes on those poor orcs who were on their way to sacrifice their cousin to Ungoliant's Last Child, or those swarthy easterners expecting an uneventful trip to their Camp. Against minion companies, the Cake-drake/Dragon's Blood combo has been replaced in my decks largely by the Marsh-drake/Dragon's Blood combo. 

Against hero companies, the Cave-drake is still pretty much a no-brainer, because of its versatility. But choosing multi-purpose creatures for play against a minion player is trickier. In those cases, the Marsh-drake now enjoys a coveted position on the short-list. 

Gimli 

Middle-earth Card of the Day #514
Fast Asleep

Sentries on duty need to be alert at all times, for they can lose not only the objects over which they have been standing guard, but may also loose their heads should they be caught... 

Fast Asleep :: METD :: Resource Short-event :: c2 

+3 to one burglary attempt. Alternatively, -2 to the prowess of one automatic-attack. 

Art by Donato Giancola. 

I find this card best suited as an auto-attack modifier. -2 is a significant change. Because of this, don't waste it on anything other than dangerous sites; sites where you either need your characters to remain untapped or to lower the likelihood of a body check. Dangerous sites (in my book) are any place with an at home manifestation of a named dragon or at the Irerock, Lonely Mountain 1@14 sites or Dancing Spires with 2@11, or the METD dragon lairs, particularly Gold Hill 1@15, and Isle of Ulond and Gondmaeglom, both 1@14. Note well that this affects one auto- attack, like an anti-Choking Shadow. Also pay attention that this only affects one attack; therefore in the case of sites like Moria (when the Balrog is in residence), Dol Guldur, Mount Doom (depending on your opponent's draw), Barad-dur, and all Under- deep sites, you only can apply the modifier to one of the two attacks. 

Should you have several sages protected by Beorn cruising to Isle of Ulond to Look More Closely Later at a multitude of items (hoard and standard major items), then Beorn needs only a five or better to deal with the dragon auto-attack bare handed. Or, say your opponent gleefully played Awaken Minions and Minions Stir on Moria, making a daunting 10@8 merely to perform an interlibrary transfer. This card will permit a group of 10 partying dwarves to jump into the fray without having their heads handed to them. The noble dwarves (Thorin, Thrain, et alia) can take the attack untapped without undue concern, and the other dwarves can get in their licks, too. 

Effects of Fast Asleep on the Optional Burglary Rule. If agreed upon before playing, then this optional rule makes for greater versatility in mixed companies. As many players include at least one hobbit in their company composition, you can give your hobbit something to do other than hold items and get wounded. Burgling under the optional rule plus the modifier of this card means that you have only a 1 in 36 chance of failure; the dreaded snake eyes. 

Effects of Fast Asleep when used with the card "Burglary." Multi-card combos are inefficient, both in terms of hand management and card economy. Yes, you may get a bonus of +8 for Bilbo resulting in an automatically successful burgle, but that means you must have Burglary AND Fast Asleep in hand. In large deck games (2+) you might be able to justify having these two cards in your deck to play on non-hobbits to give characters like Glorfindel or Beorn a decent chance (i.e., equivalent to a hobbit under optional rules or a hobbit and Burglary alone) at burgling a site. 

Best use? This card is useful in a sealed deck for its ability to modify auto-attacks. Because of its short-event nature, it is not as efficient as turn duration or longer bonuses, but is more sure, imparts no corruption, and is immune to the secondary effects of Were-worms and Pickpockets. In choosing what card mix to have in your deck, you should at least consider this card. If you are playing with an expanded hand strategy, then this card is more likely to be ready for use when you want it. 

Ohtar 

Middle-earth Card of the Day #515
Old Cache

Old Cache :: MELE :: Minions Resource :: Short-Event :: ? 

Playable on a company at a tapped Dark-Hold, Shadow-Hold, or Ruins & Lairs. During the site phase, one or two characters in that company may each tap to take control of a non-unique, non-hoard minor item of the following types: weapon, armor, shield, or helmet. You may take these items from your pay deck (reshuffle if used), discard pile, and/or sideboard. 

Well, there's good news and bad news. First the good news: this is the minor item card we've all been waiting for. It gives you basically complete freedom to play minor items from anywhere in your card pool. You can use this card to get minor items from anywhere in your deck or sideboard. Unlike Cup of Farewell, it doesn't require a character to sit around in a haven and doesn't require a character to tap. Those items also don't take up slots in your hand. 

The bad new is that this card can currently only fetch two cards: Saw Toothed Blade and Black-Hide Shield. Two useful items, no doubt, but how many do you really need? Many other items like Foul Smelling Paste, Orc-Draughts, and Poison cannot be fetched. 

So, this card is useful for thinning your deck and for getting at your minor weapons and armor if you have some in your deck. Becuase of it's restriction to weaponry, however, we're still looking for a card to make minor items truly worth your time. 

Gwaihir 

Middle-earth Card of the Day #517
Arms in Middle Earth (Heroes)

Arms in Middle Earth: Weapons and Their Effect on Characters. The first in a two part review. The first part covers weapons available to heros. The second part covers weapons available to minions. 

Hero Weapons: Aiglos, Anduril, Orcrist, Glamdring, Wormsbane, Durin's Axe, Wizard's Staff, Narsil, Bow of Dragon Horn, Barrow-blade, Dagger of Westernesse, Sting, Sword of Gondolin, Valiant Sword, Arrows Shorn of Ebony, Black Arrow, Scabbard of Chalcedony 

Heros have an assortment of weapons from which to choose. The question is who should bear arms, if anyone? All weapons come at the price of heightened corruption, some much more so than others. Some offer a paltry bonus to prowess, but a goodly addition to the MP pool (Narsil). Other weapons are most puissant, but fraught with peril to the unprepared. 

Remember that one adds the weapon prowess bonuses before any other bonuses, including hazard creature specific bonuses printed on the character's card. 

Weapons bonuses are applicable to a character's prowess in nearly all cases; the exception being for Lava Flow, Earth-tremors and the traps, Forgotten Tome and Lost Scrolls. In many instances the weapon means the difference between tapping and untapping. Sometimes it means the difference between merely tapping and becoming wounded or worse. 

So, do you give them to your weakest characters, attempting to make it less likely that these characters will be either tapped out or wounded (or worse) when the time comes for their special skills to justify their inclusion in the company? Or do you bestow them upon your greatest warriors, setting them up to have a reasonable chance at collecting MPs from large creatures or for Mustering successfully? 

The answer really depends on decisions you have made regarding your deck strategy: if you are crafting hunting parties, then you need to plan from the onset how to get these potent weapons in to the hands of the hunters; if you are planning on looking more closely later or other strategy wherein you are dependent on weak prowessed characters, then buy them some insurance with a weapon. 

You also need to plan for the corruption check that will follow, plus the effect they will have on play and the race towards calling Council. 

The two most powerful weapons, Aiglos (#317) and Anduril (#6), require non trivial effort to get them into play. Aiglos requires an extended trip to a very nasty Underdeeps site (six can bring greater items into play, if your company lives long enough) and will most likely burning two or three turns to achieve. Anduril requires three cards to get Anduril into play: Narsil, Reforging (stored), and Anduril (stored); the latter two requiring either visiting two info sites or one info site employing three sages with a look more closely later, and a trip to a haven to store the Reforging and Anduril. 

Next are Orcrist and Wormsbane (#114). Orcrist offers more prowess in general though both have the same general limit, 9. Wormsbane is of course tailor made for drake and dragon hunting (+4 to a maximum of 12) whereas Orcrist deserves its name when it comes to orcs (+4 to a maximum of 10.) 

Glamdring is very good for either characters with 5 (or less) prowess or characters who can support only a little in the way of corruption points. [I still think that as the weapon of King Turgon of Gondolin, it ought to give a +1 to DI against elves and elf-factions, but no one asked me. Also, it is not reflected in the MECCG version, but this sword also was effective against both Durin's Bane who wielded its opposite incarnation and the nameless denizens Gandalf overcame while pursuing the Balrog.] 

Durin's Axe was reviewed in #130. This weapon is a must for dwarven decks; a major item which in the hands of a dwarf earns 4 MPs and +4 to prowess to a maximum of nine, which simply means you should not have Thrain wield it. Because of its 3 CP when held by a dwarf, it is advisable to have only the non corruption hobbled dwarves as candidates for the weapon. In the hands of anyone other than a dwarf, this weapon is a unique version of Valiant Sword without the +1 to a warrior's body; 2MPs : 2 CPs. 

The Wizard's Staff (#179) is a specialist's tool. The Staff's enhancement to prowess is comparable to Wormsbane when Wormy is used generally. The Staff parallels Durin's Axe and the non unique weapons, Sword of Gondolin or Valiant Sword but is offers a better MP:CP ratio; 3:2 as opposed to 2:2. And for special abilities, it has no peer; spell|ritual|"light enchantment" recycling and a +2 bonus for using the three types of resources. And for a one shot opportunity against Balrogs, Nazgul or named Dragon, have the wizard burst the Staff Asunder to give +5 to prowess and -2 to creature's body check. You get to keep the 3MPs as a bonus. If you plan on using up the first staff in this fashion, have a second one ready in the sideboard with a game mechanism for getting it into the deck/hand, as you most likely have selected spells, rituals and light enchantments to take advantage of the staff's special ability. I suppose you could even pop off any Kindlings of the Spirit in hand, a Staff Asunder, and then a True Fana to take on the really big and nasty creatures (seems like overkill and too dependent on ideal draws). 

The only other weapon which offers +2 to prowess that has as noteworthy of special ability is the Barrow-blade (#295). It has a limiting factor that means it is better suited for either Hobbits, the Sisterhood (Nazgul huntresses), or other characters with a base prowess of 4 or less; e.g., Arwen. Barrow-blade gives +2 to a maximum of 8 prowess or for undead and Nazgul, +4 to a max of 8. It does suffer from being a two card combination. 

Sting is more card efficient and turn efficient and is a better CP value than Barrow-blade (0:1 versus 1:2) with the same limit on prowess (8) but lacks the special ability. It gives the +2 only to Hobbits; for other characters it mimics the Dagger of Westernesse but suffers from being unique. 

The Dagger of Westernesse is a good starting weapon. All characters except Glorfindel can employ the +1 to prowess, and with the advent of Armory and Barrow-blade, one has the option of making a more potent weapon or storing it for 1/3rd MP (i.e., you need three in the armory to generate one MP). 

Narsil is either played in preparation for bringing out Anduril or as a spoiler of your opponent's strategy. It bestows +1 to DI and an unlimited +1 to prowess and 3 MP for 2 CPs. The sole exception to the precursor/spoiler thinking is when Narsil is wielded by Glorfindel. Glorfindel gets more general use out of this weapon than any other weapon, as his high base prowess means the limited weapons avail him little enhancement for the same amount of CPs against most attacks. 

The Bow of Dragon-horn is another specialist's weapon, more suited to hunting parties seeking big MP game. This weapon reduces the number of strikes by one, making it easier to defeat and collect MPs. It is the only weapon applied to which Wielded Twice makes sense, though I have yet to see the two played effectively. 

As mentioned above, Valiant Sword offers +2 to prowess to a maximum of 9, and for warriors, +1 to body to a maximum of 9. One major plus to playing with this weapon in your deck is its non uniqueness: you need not worry about racing your opponent to see who gets it out first. You can even have three in your deck. This weapon is not a bargain in the ratio of MPs to CPs; 2:2. Valiant Sword is better than the Sword of Gondolin for two reasons: first, it has a higher maximum bonus to prowess; second, its bonus to prowess is not restricted to warriors. 

Sword of Gondolin gives +2 to prowess for warriors only to a maximum of 8. It, like Valiant Sword, is a double edged sword when it comes to MPs:CPs; 2:2. [Editor's note: that was the gratuitous pun for the article] Sword of Gondolin is better than the Valiant Sword for mainly one reason: it does not require a hoard site to be able to be played. 

Black Arrow (#137) is best employed by an archer of the second- born children of Iluvatar (men). It gives -1 to prowess and -1 to one body for a single attack by a target hazard creature. Using either Cup of Farewell or Armory, you can have a company with three of these in their quivers looking for opportunities. This and Scabbard of Chalcedony greatly hikes your ability to rake in the MPs from big hazard creatures your opponent was foolish enough to feed to your company. Note: if you use someone other than a (wo)man, then it is a one shot deal. 

Arrows shorn of Ebony gives a one time opportunity of -1 to prowess and -2 to body with the bonus that if you defeat all other strikes, the body is automatically defeated. This card was reviewed in #439, and is best when used in conjunction with others to make the effort of play and using it worthwhile. Again, Armory and Cup of Farewell suggest themselves. 

For those who are students of Myamoto Mushashi, check out review #486 for use of a scabbard as a second weapon. 

And for the parting comment, note that with Map to Mithril (#194), you can endow either a Valiant Sword, Sword of Gondolin, Dagger of Westernesse or a Barrow-blade with a +3. I think it is a booby prize, as it bestows 2 CP on whatever non unique weapon to which it is appended. Be careful as these mithril enhanced edged arms have ceilings on weapon prowess enhancement. The results vary from poor to problematic, in that at the least one has a 2MP:3CP Dagger giving a +4 to a maximum of 8, and at worst a 5MP:4CP Sword of Gondolin or Valiant Sword with any character over a three not realizing the full benefit of his or her bargain. Barrow-blade maximizes itself out at 8 against undead and nazgul, meaning zero prowess characters are the only ones able to realize the Barrow-blade's full potential. Against other targets of opportunity, Barrow-blade limits itself to 3 prowess or less characters. 

Ohtar 

Middle-earth Card of the Day #518
Three Rings for Elven-Kings

Musings on Three Rings for Elven-Kings under the Sky; why ICE did not make these into greater/special items. 

I have often seen the question asked: I have a question about [Vilya|Narya|Nenya]. Why didn't they make it into a ring like all of the others? Is it because it's too powerful or what? I mean they represent all of the other rings; the dwarven, the magic, the lesser, the wizards, and not to mention The One Ring. So why didn't they make this a normal ring instead of a short-event? 

My answer is as follows:
The Three Rings for Elven-Kings were crafted without Sauron's actual help and were never lost. Rather, the Elves were careful to keep the location and bearers' identities secret and the rings extremely well guarded.
Because MECCG reflects Tolkien's world during the third age where the seven and the ONE were sought out by Sauron, and that he already had the nine, even in MELE the objective is to obtain the ONE and possibly the seven, for with the ONE ring Sauron gains control of the three without having to waste scarce resources in assailing the Elves in their places of power, of which he experienced the folly during the second age. Even should he attack them, he is not guaranteed success, as the ring could be smuggled out even if, as in the case of Ost-in-Edhel, the city falls.
Sauron never knew the exact location of any of the three. Gandalf was rightfully hesitant about employing his power in the pass to kindle a fire, because Narya would instantly amplify it to all beings attuned to such things (which it did) and he was not to reveal its presence nor transfer it to another (a betrayal of the extreme trust of Cirdan).
Also, my interpretation as to why short events rather than an item: the rings are held by the most noble elf rulers and could not nor would not be lost or transferred to anyone other than the successor elf ruler. Cirdan risked much in entrusting Narya to Mithrandir: the ire of all elves (betrayal or enfayment (Feanor's erring) was ever a possibility), the disgruntlement of the First of the Order sent by the Valar, and that the ring could fall into the hands of Sauron. His wisdom and perception, not personally portrayed in the MECCG, is amazing. He chose to switch tactics from subtle resistance to active influencing. The other two bearers used their rings' powers to shape policy, strengthen defenses and garner intelligence.
As for the short event question: a short event maintains the sacred guardianship of the rings by their bearers. The rings are re-useable, which correctly reflects their nature. The short event nature also reflects the fearsome power, not to be used imprudently but with much forethought. A long event would be comparable to shouting "HERE I AM, COME GET ME!"
I suppose ICE could have crafted a permanent event that would reflect the subtle presence of these rings, but I suspect that it is already intertwined in Elrond's, Galadriel's and Mithrandir's abilities and resistances plus the additional card-in-hand bonus for Elrond, Galadriel and Cirdan when they reside in their havens.
Another consideration is the complexity of MECCG as is versus what would be necessary to have the three and the nine in play. ICE produces the excellent MERP system where there is more time and allowance for this level of detail. MECCG is sometimes criticized for its complexity, so further complications of rules and effects would diminish its market appeal. 

Ohtar 

Middle-earth Card of the Day #519
Hermit's Hill (M)

Hermit's Hill :: Minion Site :: Ruins & Lairs
Region: Wold & Foothills
Nearest Darkhaven: Dol Guldur
Automatic Attack: Men -- 3 Strikes with 6 prowess
Special: During the site phase, a covert company may discard two minor items they bear to make any one gold ring item (regardless of text descriptions) playable at this site this turn. 

First things first: note that the special text of this site is _not_ the same as for the hero version. In some ways, it is better. Unlike the Hero version, the Minion version is somewhat more useful. 

Next, note that the company must be covert. The first time I saw this site used (in the MELE sealed deck at Origins), my opponent used a troll to pitch a couple of trophies to make items playable. This is not legal. Clever, but sadly not legal since Orcs and Trolls are the only ones who may take trophies and they are always overt. This is some good advice also: if your opponent uses a card you have never used yourself, always make sure you know exactly what it does :) 

However, the ability to make any gold ring at all playable regardless of normal playability restrictions is quite a bonus. Perfect Gold Rings are especially reccomended, since the dragon's lair requirement is pretty harsh. Bright Gold Rings are also good to play here since Free-Holds can be pretty scary. On the other hand, Gleaming Gold Rings have better place (like Dale) to fetch from. While the Ruins & Lairs does open up a number of nasty hazards, the site path to Hermit's Hill is pretty bening, the auto-attack is really wussy, and the card draw is only 1. It isn't absolute safety, but it is one of the safer places to get rings. 

The question is, of course, whether it's worth pitching 2 minor items to use this site -- and that's a pretty tough call. In general, minor items are useful enough to keep around once you have them but unlikely to be worth putting in your deck, However, it's certainly worth considering putting an Old Cache or Swag in your deck if you are tracking down rings. 

In my opinion, though, unless you have seveal Perfect or Bright Gold Rings in your deck, you covert companies will probably have better placed to try to find rings than Hermit's Hill. The problem is that minor items are still just too difficult to bring on, and the two minor items you start with are likely to be too valuable to just pitch. 

Gwaihir 

Middle-earth Card of the Day #520
The Warg-king

Fram Frumgarson appears here by special accomodation from the former undersea lands of Ulmo. 

The Warg-king 

MELE : Resource : Ally : 2 MP's: 3 mind : 4/8 prowess/body : R 

Unique. Playable at any tapped or untapped Ruins & Lairs with a Wolf automatic attack. Can tap to cancel a Wolf or Animal attack against his company. +2 to influence attempts against Wolf factions by characters in his company. 

MELE has now been around for more than a month, and so far Ringwraith players are having difficulties matching the speed of their Wizard-playing opponents. Since MELE is now officially tournament legal, it will be a nice challenge to put together a really fast MELE deck, and blow the Istari back to where they belong. Staying close to the safety of Mordor won't get you anywhere, but up in Dragon Country and west of het Misty Mountains a mass of MP's awaits the call of the Great Cyclops. If you decide to try your luck in the west, traveling in the company of His Canine Majesty The Warg-King can be very advantageous. 

Just the simple fact that it is a 2 MP ally makes The Warg-king a good card. The only ally in MELE that is worth more can hardly be called an ally ("Hi, I'm Shelob, but you can call me Miss Backfire"), Blackbole and Stinker are the only other two-pointers. His special abilities make The Warg-king a great card, and the best of all allies. 

First of all, he is playable at any R&L with a Wolf automatic attack. Currently there are four of those: Isengard, The White Towers, Ost-in-Edhil and Ettenmoors. With the release of Against the Shadow in August Weathertop will probably be added to that list (unless ICE decides to change the auto-attack there, but why should they?). You would probably want the King to be around when you visit the Ettenmoors (the reason behind that later in the program), which leaves three sites to petition The Warg-king. If you draw him early, you can play him at Isengard on your way to the west. For effective 'site-economy', play a major item first, and then the Warg-king. 

Orientation of the site doesn't bother His Majesty like it does your average helmet or shield (Well, he IS a king, he can make his own rules). When in play, he really starts to rule. He can tap to cancel an attack by Wolves or Animals. With the release of MELE, Wolf/Spider/Animal hazard strategies have risen from obscurity, mainly due to the fact that they kill first and ask questions later in Shadowlands (although the two big hitters of this strategy were both hurt by the detainment-rule). Together with Drakes they are the only creatures left with any real impact in the regions around Mordor, so chances are you will encounter them sooner or later. And if not, he can still be used to cancel Wolf auto-attacks. Like the one at the Ettenmoors, an utterly useless site until a month ago. Now it's got an army of allies playable there (one Troll and a maximum of seven Wolfs and Wargs), and some factions, including a Wolf faction. Of course you could go to the moors, face the two auto-attacks, try to influence the Misty Mountain Wargs and then play The Warg-king, but why bother. If you're traveling with him already, cope with the troll attack, and let the king talk to his folk. They won't attack you AND will be more willing to listen to your local diplomat, heck, one or two War-wargs might even decide to join your company. 

Beside the Misty Mountain Wargs there are two more Wolf factions, the Wargs of the Forochel at Lossadan Cairn and the White Mountain Wolves at Stone-circle. Having the Warg-king around seriously increases your chance of successfully influencing them. You'll need this kind of enhancement in Muster-less Middle-Earth. 

So, if you'ld like to give Wizards players a piece of their own, pack this Wolf-theme, some more of the big factions in the west (Dunlendings, Hillmen, Ice-Orcs), a greater item from The Stones, some rings and major items from other places around, maybe the Palantir of Elostirion, and if you feel like it some slash 'n burn at Bag End, and with a bit of luck (and skill), you'll get a big pat on the head from The Dark Lord himself. 

Fram Frumgarson 

Middle-earth Card of the Day #521
Anti-hobbit Hazards

Since the introduction of Mike Collins' excellent network rendition of Middle Earth the Wizards, I have been able to play as many games of Middle Earth as I have since the CCG's inception back in '95. And one thing that has become painfully clear is that many players feel that one particular race has a big advantage in this game. I am referring of course to those wooley-toed vermin, the Hobbits. 

Well it's time to call in the exterminators. That's right, there are many ways to completely stifle a Hobbit deck, and I am going to go over a few of the best ways to finally rid yourselves of those nasty little infestations of Bolgers, Bagginses, Boffins, Gamgees, Tooks, and Brandybucks. 

The first thing to remember is that the Hobbit strategy has a very glaring weakness, and that is well... Hobbits. There isn't a Hobbit around who has better than a one prowess naturally. The strength of the Hobbit deck comes from its ability to avoid combat. So the key is to find a way around that little obstacle. 

But there are ways around most all of these little tricks, and you don't have to stack your entire hazard deck to do it. Not only that, but many of the cards you can do it with are all-purpose cards that are often useful against any company. How many companies use concealment? Even the buff companies use them once in awhile when caught with their pants down while trying to sneak into Moria. 

That is why no hazard deck should be without three Searching Eyes. As those Hobbits go stolling smugly into the most dangerous of places using all the Stealth that is native to the shoeless little hole dwellers, their surprise when the Searching Eye seeks them out and they find themselves facing a bunch of creatures they thought they had avoided. And once the eye has found them there's a good chance they're sitting ducks. 

But a Searching Eye is not the only way. Let's face it, your opponent is only going to keep so many cancellers in his hand and still be able to play a flexible game. Many times, he can be lulled into a false sense of security by the fact that his hazard limit is only two, and so only holds onto two cancellers. So what do you do? You raise the hazard limit. I won't even go into all the ways you can do this, but I will go over a couple that I consider the best. 

One of my favorites that works in all but the most Southerly of faction gathering decks (which, let's face it, aren't going to be Hobbits anyway) is Lost in Wilderness. Who doesn't go through a couple of wilderness as they wander through the Middle Earth? Let's face it, the place is mostly trees. Sure the Hobbits are probably going to have some elven cloaks, but they only work once per turn. Sure your opponent could pack Wielded twice into his deck, but with all the cancellers a Hobbit deck needs, there is a good possibility that there won't be room for them. 

So as soon as those Hobbits go travelling through a couple of Wilderness regions, lay a Lost in Wilderness on them, and suddenly, that hazard limit is more than they bargained for. 

Another good way is Two or Three Tribes present. Its uses are a little more restricted in that it won't work for Nazgul, Dragons, or Undead, but you don't need any of those to get the Hobbits. A simple 9 prowess has a better than even chance of wounding them. 

It doesn't take much once you're past the point where you opponent can cancel. A couple of wimpy Orcs or Men can whip an entire company of Hobbits. It can take a little persistence, but if you can squeeze in one good attack that the Hairfoots can't cancel, you stand a good chance of setting them back a couple of turns, if not sending one or more of them to his Hobbitty doom. 

One last way to cause some minor problems among Hobbits, but usually only early in the game, is to give one a Call of Home. 

One of the many advantages your opponent is gaining from using a Hobbit deck is that Hobbits have more actions than they typically have hazard limit, so another way to hurt them is to lower that ratio. Most often, advantages like this come with some sort of disadvantage, and this one is no exception. When a group of Hobbits come together, they normally hang out as pals rather than as leaders and followers, since they aren't able to control each other with direct influence. 

The practical upshot of this is that they often don't have a bunch of General Influence laying around. Exploit this weakness by sending a Hobbit (usually Bilbo or Frodo) a Call to Home. A successful Call will send that Hobbit packing back to Bag End to grab that Hanky he forgot, thus lessening the ratio of action to hazard limit during your opponent's turn. 

Now your opponent has to make a decision. Either she will have to waste a turn high-tailing it back to Bag End to retrieve the prodigal Hobbit, or she will have to decide to go on without him. Either way, you have gained a little advantage. 

Don't let the Hobbits intimidate you, and you needn't fear that if you lean your deck toward stopping them your efforts will be wasted, because everybody but me plays them. (Okay, not everybody, but practically all of the tourney players do.) So lets unite and put an end to this Halfling Scourge once and for all. Send the little runts packing. 

Samwise 

Middle-earth Card of the Day #522
Assassin

Yesterday I was attacked by one assassin armed with a chainsaw, but then I smiled and said: "You fool, I can't be attacked by hazards keyed to my site!". He just disappeared in a flash and smoke. 

Assassin :: METW :: Hazard Creature :: 1 MP :: R :: 11/- :: keyable: B, F 

Men. Three attacks (of one strike each) all against the same character. Attacker chooses defending character. One or two of these attacks may be canceled by tapping one character (not the defending character) in the defender's company for each attack canceled. 

Art by Angus McBride 

Assassin has already been reviewed in # 115, by the good wizard Gandalf. But that was two ages ago and the release of METD, MEDM and MELE has changed Assassin playability so much that I decided to make an upgrade. Assassin is a good creature, with 11 prowess, which is good but not great, attacker chooses defender, but unlike the others creatures, it has three attacks and that's very good against Hobbits decks (they will need three cancellers for just one hazard, and two assassins will probable get trough their defenses, unless, of course, they have played Stealth or Fifteen Birds in Five Firtrees). However, its playability is restricted to border- and free-holds. That's not a major problem, as most Wizards decks make use of factions and allies (there are few allies that can be played in ruins & lairs or Shadow-holds), so I think it's worth holding a slot for it. Also, this is probable the hardest 1 MP creature to kill, becouse most players tap a character or two to avoid attacks. 

The METD expansion didn't bring much change to this card. Of course, Cloudless Day remove its ability to choose defenders, but I've never seen anyone play this card. 

Dark Minions brought a lot of news to its playability. Rank Upon Rank (#353) is the turning point to Men Hazard Strategy. Unfortunately, all strikes of an Assassin must be assigned to one target, and the extra strike become a -1 modification, thus making Assassin a 13 prowess creature. Fortunately, Pierced by Many Wounds (#404) will always work in such condition, making the first attack very strong (16 prowess). Two or Three Tribes Present (#292) works like a charm with assassin: you can use one or two to tap everybody and then steal all the company items with Thiefs and Pick-pockets (#355) OR tap the company with ambushers (#446) and Thiefs and then use Assassin against an Elven-lord, the enemy's Wizard, or a character your opponent can't afford to lose. Helms of Iron (#482) doesn't help a lot, becouse strikes used as -1 modifications don't make body checks. Scimitars of Steel (#284) makes Assassin stronger, and you can use up to three of then in your deck (but be awared: this can hurts you if your opponent is using a Orc hazard strategy). If Assassin has a prowess of 12 or more, remember to use Wound of Long Burden, for it makes much easier to kill a high body character: wound first and finish the job with the others attacks. Bring Our Curses Home (#435) is perfect for Assassin, becouse it can kill a character with ease. Be careful to choose a character that is going to do the influences attempts. A dear friend of mine has suggested to use Siege (#121 & 380) along Bring Our Curses Home. Ok, it's very hard to have all the cards, but God!, that's going to hurt!! 

Dark Minions also brought new defenses: More Alert than Most (#299) makes Rank Upon Rank almost useless(and Pierced by Many Wounds completely useless); Forewarned Is Forearmed makes Assassin a normal one attack creature and Noble Hound (#276) usually takes care of your most probable victim. Fifteen Birds in Five Firtrees can cancel all attacks of an Assassin AND the next hazard creature against this company, but becouse it needs GoM, it can be twilighted. 

With MELE, border and free-holds become the dangerous places for the bad guys (the sites with high MP sources), and Assassin still help slow down the enemy, but some good decks may never go to such places. It don't have a chance of killing or even wounding a Ringwraith, the Wizards of MELE (Nikita isn't available yet, but this may change in MEAS :) ). Thrice Outnumbered (#494) helps to recycle it: you discard a Brigands and put Assassin back in your play deck. With Two or Three Tribes Present you can empty your hand even against a small company or use just key hazards (like Assassins) and recycle then. 

Now, let's see some numbers:
[Treebeard's Note to the Editor for English speakers: most other western langues use a comma rather than a period to indicate the decimal place. I hope this won't bother you at all.] 

The chances of killing or wounding any 6/9 character with an Assassin are: 

	Base (three attacks)
	W: 41,76%
	K: 14,66%

	+ Rank Upon Rank (RUR)
	W: 56,32%
	K: 33,13%

	+ RUR + Pierce
	W: 54,08%
	K: 42,78%

	+ RUR + Pierce + 1 Scimitars
	W: 50,19%
	K: 48,88%

	+ RUR + Pierce + 1 Scimitars + Wound
	W: 37,67%
	K: 61,4%

	Base (two attacks)
	W: 31,51%
	K: 08,23%

	+ RUR
	W: 56,01%
	K: 19,55%

	+ RUR + Pierce
	W: 63,47%
	K: 29,35%

	+ RUR + Pierce + 1 Scimitars
	W: 63,57%
	K: 33,9 %

	+ RUR + Pierce + 1 Scimitars + Wound
	W: 54,75%
	K: 42,71%


So Assassin is a good creature, but with some help it's become a real killer. Very few decks wouldn't have a place for it, in the play deck or at least in the sideboard. Some of you may be asking if it's worth holding two or three Assassins for five or six turns until one company goes pick a faction or ally, but there are a good chance of winning the game by wizard death. I suggest using a faction deck, so you won't be hurt if Scimitars of Steel are making your adversary's Orcs stronger. You may use it in a Man hazard deck, with Thiefs and Pick-pocktes - this really works) or use it in a very different deck, like corruption or Dragons, becouse your adversary won't be expecting an attack against a free-hold. If you are facing a 14 prowess character (say, Thrain II with a dwarven ring in a company with three fellowships), you can use Clouds (#402) and Fury of Iron Crown (#102), this may work :) . 

Treebeard 

Middle-earth Card of the Day #523
Calendal

Calendal :: MELE Scout/Sage Elf :: 6 mind :: 2 direct influence :: 2 MP :: 4/8 

Unique. May tap to use a Palantir he bears. +2 direct influence against Elves and Elf factions. Home site: Dol Guldur 

Art by Rebecca Guay 

We all have our weaknesses. One of mine is playing with cards again and again, not because they're necessarily effective, but because they look really, really cool. Calendal is one such card - the best character art in the whole game so far. I want that picture. Badly. Even his name is cool. He's one of the new bad-guy elves, bringing the total count up to 6. The new minion elves all have eyebrow-raisingly interesting abilities, and Calendal is no exception. 

Like a surprising number of non-orc or -troll minions, he's not a warrior. This is a nasty limitation, because it means that unless you back him up with plenty of warriors, you're forced to use a cancellation strategy to use him. And since, hopefully, a deck with Calendal will have at least a couple Palantiri, you're going to have to be trudging into some greater item sites or, at least, places with wolf auto-attacks (at Isengard or the White Towers). All this means that a deck with Calendal will have to put some thought into protecting him - he doesn't take care of himself. 

That's because he has bigger things on his mind: Palantiri. For the minions, it's a character, not a Ringwraith, who can wield them without some kind of support card. This is POWERFUL - with Saruman, there's always the lingering threat of losing the game to an unlucky corruption roll, which often means that the Palantiri doesn't end up getting used. But with lighter corruption penalties and no risk of immediate game loss, Calendal can use a Palantir with impunity every single turn if he fancies. And some of their abilities (Isengard's especially) make that a very nice thing to be able to do. This ability is further enhanced because MELE's Focus Palantir isn't near so effective as METW's Align Palantir - only rarely worth putting into a deck. Wisdom to Wield has more flexibility than Use Palantir, true, but if you're made a Palantir/Dwarven ring deck, you're a braver man than me. Practically speaking, Calendal is the only way you're going to be able to use the palantiri that's also worth spending the deck space on. And since those palantiri are great items - many worth MORE than their METW counterparts - this make Calendal a truly important character. 

Better than Carambor? Well, no, of course not. But he definitely LOOKS better. 

Gimli 

Middle-earth Card of the Day #524
Not Slay Needlessly
One nice thing for minions is that the Free Peoples are hampered by silly things like "compassion" and "mercy". So when they should be roasting you over a spit, they get touchy-feely and decide to . . . 

Not Slay Needlessly :: MELE short-event :: u 

Playable on an attack by Elves, Dwarves, Dunedain, or Men. Against a covert company, the attack is cancelled. Otherwise, -2 to the attack's prowess. Cannot be duplicated on a given attack. 

This is one of the key cancellation cards that make covert companies viable and effective. Just about any covert deck will want at least a couple of them. The other covert staple is, of course, Ruse - a non-unique rare. Have I mentioned how much that bothers me? Shame, ICE, shame. For the poor among us, though, NSN can perform admirably. 

The benefits of the card are immense - not just cancellation, but cancellation WITHOUT TAPPING. This makes the card ideal for handling that last hazard creature or auto-attack that would otherwise tap out your party. And it's not dependent on what skills any of your characters have - your scouts can all be tapped, for example, and it's still no problem. Like many MELE cards, NSN's flexibility is enhanced by a secondary ability. This one isn't too important, though, and it's all because of one word: "otherwise". 

If the second ability read "alternatively" instead, now THAT would be wonderful. As it is, it only applies if the company is not covert. And in most cases, you commit to either a covert OR an overt resource side in the first place. If, however, you do opt for a split strategy, with one overt and one covert company, this card's flexibility will come into play. Both the abilities are thematically appropriate: the Free Peoples will hesitate before skilling, and even against abominations like orcs their compassion holds to some degree. The fools. 

Before you get too excited about this card, remember that its limitations are severe. It only works against Elves, Dwarves, Dunedain, and Men. Depending on what hazards your opponent is playing, this card's usefulness could be cut short. A Man hazard strategy is common enough. A Dunedain/Elf strategy is also workable for the more card-laden folks. No such thing as a Dwarf hazard strategy (yet). All in all, your chances are pretty slim of any given opponent playing hazards that will all fall under the above categories. You're likely to slow down the odd Assassin here and there, but . . . keep NSN in the sideboard, right? 

Not quite. Ultimately, it's not the hazard creatures you're worried about. It's the auto-attacks. Scads of MELE auto-attacks are Man attacks and Dunedain ones. All the southern border- and free-holds have them, not to mention key faction sites further north like Cameth Brin and Dunnish Clan-hold. Often these attacks are just detainment against a covert company, but detainment is all that's needed to tap out your vulnerable diplomat who's the only one with a decent chance to recruit the faction. NSN works against the formidable Dunedain guard around Bag End, and even those huge auto-attacks at the Dwarf-holds. Limited as it is, you'll always have a use for NSN, unless you're recruiting Orc and Wolf factions and picking up your items at dragons' lairs and the like. In which case you'd probably be playing overt anyway. 

So, like all limitations, the ones on this card are easily overcome by making a deck that exploits its advantages. Which, it should be clear, is extraordinarily easy to do. 

Gimli 

Middle-earth Card of the Day #525
Ringwraith versus Wizard

Ohtar essays his first MELE review in pondering a Ringwraith versus Wizard game. While Ohtar uses elves here as the explicit example, the concepts easily can be applied to dwarves, dunadain, men, or orcs, etc. 

The objective is to utilize long-events that benefit a class, in this case elves. Straddling long events can produce some interesting results. The resulting bonuses from the long- event(s) applies(y) to all elves: your heroes, her minions, and all hazard creatures. 

An example: during your turn, play Gates of Morning followed by Star of High Hope (with Echo of All Joy to get more for your efforts. Too bad there is not an equivalent MELE card to Echo of All Joy to keep Chill Them With Fear in play.) Now, move your elven company(ies) about, smiting foes and collecting MPs. Next, during your opponent's turn, play Chill Them With Fear and loose some elven hazard creatures on either the Ringwraith or a company. The Elf-lord Revealed in Wrath (Glorfindel's intervention by the River Loudwater) gives battle to your opponent's Ringwraith, starting from a 15/9 +4 prowess versus Ringwraiths followed by Chill Them's +2 strikes +2 prowess for a total of 3@21 with a body of 9. Er-Murazor, Khamul and Ren, say ow! Next turn, your elven characters have a bonus of +2 to strikes and +4 to prowess, making someone like Glorfindel 3@12 and Elrond 3@11 (both with a body of 9) using just their bare hands. 

Alternatively (and less spectacularly), Chill Them With Fear transform Elves upon Errantry into 6@11 and Wandering Eldar into 11 per person. Thranduil's Folk 10 per person with a body of 6 becomes 12 per person. You can then smile knowingly and remark to your opponent that her orcs really should never has lifted a hand against Elrond's mate. 

Should your opponent's company be covert, then tapping (one's foot with frustration) is the only consequence. 

The achilles' heel? Not Slay Needlessly, a Short-event that takes all the fun out of this rounds elven vengeance. This card reads: "Playable on an attack by Elves, Dwarves, D=FAnedain, or Men. Against a covert company, the attack is canceled. Otherwise, -2 to the attack's prowess. Cannot be duplicated on a given attack." A hero company skirmishing with a minion company would be rather upset to see this played on it. 

An annoying restriction is the areas in which elven hazard creatures can be played. The Elf-lord is restricted to double wilderness unless Doors of Night is NOT in play. The ironic things is that this concession to playability means that Glorfindel or similar nobles cannot succor Cirdan and the Grey Havens whereas he can harass minion companies in regions like Angmar, Imlad Morgul, Khand, the Horse Plains, etc. 

Wandering Eldar are restricted to double wilderness or borderlands, with the option of free-domains only if Doors of Night is NOT in play. This is more realistic. Elves upon Errantry are not constrained by Doors of Night, so can visit double wilderness, borderlands and free-domains. 

Thranduil's Folk are meant to spoil a minion company's dragon enlistment trips. This is the only (to date) elven hazard creature which can be keyed to a site. The regions in which the Folk can be played means that they control the access routes to NE Middle Earth. 

MELE Hazard Creatures reviewed: 

Elf-lord Revealed in Wrath :: MELE :: Hazard Creature :: R
3* MPs :: 15/9 :: ww
Elf. One strike (detainment against hero companies). +4 prowess versus Ringwraiths. If Doors of Night is not in play, may also be played keyed to Shadow-lands. 

Elves upon Errantry :: MELE :: Hazard Creature :: C
1* MP :: 9/- :: ww, b, f
Elves. Four strikes (playable only against minion companies). 

Wandering Eldar :: MELE :: R :: 1* :: 9/- :: ww b
Elves. Each character in the company faces one strike (detainment against covert and hero companies). If Doors of Night is not in play, may also be played keyed to Free-domains. 

Thranduil's Folk:: R :: 2* :: 10/6
Elves. Each character in the company faces one strike (detainment against covert and hero companies). May be played keyed to Woodland Realm, Western Mirkwood, Heart of Mirkwood, Northern Rhovanion, and Grey Mountain Narrows; and may also be played at sites in these regions. May not be played against a company containing a character with Thranduil's Halls as a home site. 

Ohtar 

Middle-earth Card of the Day #526
Pass the Doors of Dol Guldur

Gandalf often put himself at risk to obtain information. Not once but twice did he . . . 

Pass the Doors of Dol Guldur :: MEDM :: Resource Permanent-event :: (4) MP :: r2 

Stolen Knowledge. Playable on a company if the company discards (for no effect) a Stolen Knowledge card it controls. You can tap this card during the same site phase the company successfully plays Rescue Prisoners at Dol Guldur (or rescues characters taken prisoner if the rescue site is Dol Guldur); this card never untaps. If tapped, this card can be stored at a Haven -- only if sorted do you receive its marshalling points. If stored, all automatic-attacks at all Dark-holds and all Shadow-holds are with one less prowess and one less strike (to a minimum of one). Once tapped, no other copy of this card can be tapped. 

Art by John Howe 

The art is cool. The four MPs are cool. This card takes work, but you can net a nice 9 MPs in one turn with ease. 

This is one mission card that actually can work in a competitive single deck game. The ideal way of playing it is to have in hand a stolen knowledge card, say Knowledge of the Enemy, plus Pass the Doors of Dol Guldur, a greater item, and Rescue Prisoners. You also need either a large buff company or a quartet of sneaky hobbits. 

You are more sure of success with a large, buff company. Large because of two attack plus the tapping requirements for the greater item, the Knowledge of the Enemy, and Rescue Prisoners. Buff to survive the trip. 

The quartet of hobbits ought to have preferably Waybread else Cram to resolve the inevitable tapping, and will need Stealth AND lots of luck. A Searching Eye would ruin their whole day. 

To bring this off (obtaining the max MPs) in one turn, you will need something like Great Road; The Cock Crows and Dark Quarrels help your company avoid combat. Of course, should you have an embarrassment of riches in your hand, you could always have certain members of the party snack on Waybread and conduct a Thorough Search. 

OK, enough dreaming about ideal draws. This card offers a mid game boost of a minimum of 6 MPs free of corruption points, additional MPs if you can bring a greater item in at the same time. 

Drawbacks? You better believe it. First and foremost is the card combinations needed to bring this mission off; I count a minimum of three. Second is the site itself: two attacks, an orc and a troll attack begging to be become enhanced. Third, Khamul can descend upon your company. Fourth, the region is a darkdomain with access from Lorien either via Brown lands (shadow-land) or via Anduin Vales (borderland); Reaching Shadow, anyone? 

Still, as a mid to late game option, this card can work to your advantage, as long as you have designed your deck to play it successfully. 

Middle-earth Card of the Day #527
Necklace of Silver and Pearls

Hobbits love to give gifts. Bilbo surprised Thranduil by giving him a necklace of silver and pearls, in "repayment" for the silvan king's unknowing hospitality. 

Necklace of Silver and Pearls :: METD :: Resource Minor Item :: c1 

Hoard Item. Discard this card to give +3 direct influence and +5 mind to bearer until the end of the turn. The bearer's additional mind does not use any controlling influence. This item may also be so discarded during opponent's site phase. 

Art by Audrey Corman 

A one shot Hoard minor item. Seems to not be worth the three slots in your deck, right? 

Not necessarily so. This card is a reactive spoiler: it makes influencing the bearer by your opponent much much more unlikely to succeed. Arwen and Celeborn are stymied in their recruiting efforts of Aragorn and Galadriel, at least for a turn. The problem with this card is that it is reactive, meaning it sits passively until employed then vanishes after that single use. 

Getting the card into play:
This item suffers from the hoard restriction. This means that if you need this card on key characters, you will either need to camp out at Tharbad or use Cup of Farewell or Armory. Otherwise, you run the risk of having to decide between a greater/major hoard item and this item, as your company may be tapped save one in getting to the site and entering the site. Framsburg is only useful if you are going there to recruit Fram Framson. To make Framsburg like Tharbad in its ability to unearth minor hoard items requires many more cards: Rebuild the Town, Fireworks, and a way of recycling Fireworks. 

Many of us have the uncommon dwarven rings. The MPs are the same as for the rare dwarven rings, and you are less likely to have someone else play the ring before you can. With the dwarven rings of Thelor's or Thrar's Tribe, you can maximize the turn efficiency part of your minor item extraction from your deck, producing three results: you reduce your deck size thereby increasing the likelihood of getting the other cards when you need them; you can select the order in which you excavate the items; you have the option of one or two per turn as long as you have any left in your deck or in your discard pile. The fact that these two rings permit you to go after discarded items means you can discard minor items at will, knowing you can get them back with ease. 

Another drawback is that it gives a point of CP. 

Alone, Necklace of Silver and Pearls is not a reason to use Enduring Tales, but if you are use ET as a strategic deck manipulator, then you get the additional benefit. Beware, you should employ ET for minor items only if you plan on playing it in the same turn you discarded it, otherwise you are impeding the cycling of your hand, which will most often result in game loss because you lost sight of your strategic goal. 

It was pointed out to me after a previous CotD (#483) that Necklace of Silver and Pearls is another card which boosts a character's mind attribute, the other being Palm to Palm. The result is your character is less likely to be Seized by Terror or be affected by the Faces of the Dead. Necklace is better in some aspects than Palm to Palm, as its boosting of a character's mind does not demand more controlling influence points. Also, the increase in mind makes Neeker-breekers less likely to tap out characters you need; though using Necklace in this fashion would be a mark of either shortsightedness or desperation. 

So, Necklace of Silver and Pearls can serve as a foil to several hazard strategies: company (and fellowship) breaking, resisting a Dragon's Terror, influencing away a character, and recruiting attempts. Because it can be used during your opponent's turn, Necklace is worth consideration if you are playing Aragorn or Galadriel and do not want them to jump ship. 

Ohtar 

Middle-earth Card of the Day #526 2
Palantir of Elostirion (M)

Palantir of Elostirion :: MELE :: Special item :: 3 CP :: 3 MP :: r 

Unique. Palantir. Playable at The White Towers. Discard if the bearer moves. If the bearer is a sage: your hand size increases by one and the bearer is able to use this Palantir if he taps. With it's bearer able to use a Palantir, tap Palantir of Elostirion to draw a card. Bearer then makes a corruption check. 

Art by Jeffrey Rietz 

The Palantiri are better and worse for minions than they are for heroes. They're harder to use - only Calendal can do it inherently, and Focus Palantir isn't worth any MPs, so it sucks in comparison to Align Palantir. The big hitters in terms of MPs - The Palantiri of Amon Sul and Osgiliath - both need to be stored at Barad-Dur, which is harder than storing at a Darkhaven. But three of the minion Palantiri are worth MORE MPs than the hero versions - this when, in general, minion items tend to be worth less. 

Of all the Palantiri, the one of Elostirion is the one that gains the most in comparison. It's available at the same site: one with a small, almost insignificant automatic-attack. It's the only Palantiri whose actual ability has been significantly upgraded for minions. And how! 

Instead of helping to lose corruption, the minion P of E increases hand size by one: an ability that needs to introduction or defense of its usefulness. Best of all, this ability doesn't requiring tapping or anything in particular other than just being there. ANY sage can use the P of E, and its second ability is far more flexible than corruption defense - you use the thing to draw a card. That's a surprisingly rare card effect in the game, and to be honest I'm not sure just how powerful it is (although it can never hurt). Even just the increased hand-size would make this item worth its weight, though. Like the METW version, its biggest disadvantage is that you have to stay put. Add 3 MPs to all this and you have an impressive item - one that's worth leaving someone behind for. There's the risk of that person getting wounded by a hazard creature, true, but if he or she has a high enough body, he can get wounded and the added card-size will still hold. Unless your opponent's playing a ruins-oriented hazard side, it's worth the risk. 

What's the down side? The White Towers is a long, long way away. Barring helping cards, it will take at least three turns to get up there. In a well-tuned deck you should be able to pick up stuff along the way, but it's still a long and dangerous journey for a minion company. P of E thus works well in decks that are already planning on heading out that way - for example, to lay waste to the Shire. 

Gimli 

Reader Comments

Findegil: The minion version got another boost over the hero one with the release of Against the Shadow - Rebuilding the Town at the White Towers leaves you vulnerable to being wounded by Slayers and Assassins and losing your Palantír to a Pickpocket or Thief, but a Hold Rebuilt and Repaired turns all creature attacks into detainment. 

Middle-earth Card of the Day #529
Thief

Yes Pippin, I've another bottle of Ent-Draughts with me, here in my left pocket... Humm, that's strange, it is not here...perhaps in my other pocket... No! Where it could be? 

Thief :: METW :: Hazard Creature :: 1 MP :: R :: 15/- :: keyable to B b 

Men. One strike. For each successful strike, an item held by the defending company must be discarded (defender's choice); the defending character is not harmed. 

Art by Cristina Wald 

The first time I saw a Thief, I thought "Wow! 15 prowess!" Then I read the text and discovered that instead of harming a character, the Thief would steal an item from the company, but your opponent would choose which one. With 15 prowess, some companys will simply give up an item instead of trying to beat the Thief. 

Because most (if not all) companys start with two minor items, Thief wouldn't be of much value, unless you use three of them (or the company has already use the minor items, if they were one-shot, like Miruvor). 

The Thief is keyable to border-lands and border-holds, and that's, at least, good. There are few important border-lands on the map (Ladies and Gentlemen, have any of you never been robbed, slayed or ambushed in Anduin Vales?). The only region that's free of border-lands is west of the Misty Mountains, but the decks around Rivendell usually go to Bree and the Old Forest. The Under-deeps decks are going to cause headaches in a Thief hazard deck, because they tend to stay a couple of turns before going back to the surface, and when they do, they usually go right to a Haven to store items and to heal. In that case, holding the Thiefs in your hand isn't worthwhile. 

So, Thief need some enhancers. Until the release of MEDM, the only way to increase the Thief's strikes was playing Hoarmurath of Dir, which would work for only one Thief unless you recycle it. But with Rank Upon Rank (#353), you can easily increase the number of strikes of the other Thiefs too and use Hoarmurath to give a third strike. Also, Indur Dawndeath (#62) is a good option to steal items from wounded characters (when they need it most). I suggest using Were-worm (#199) to cover Wilderness, because your adversary will try to avoid border-lands after the second Thief, probably using some extra wildernesses. You'll also need some recycle ability, like Uvatha the Horseman (#71) and Mouth of Sauron (and From the Pits of Angband (#223) for Were-worm) to return the Thiefs back to your hand, or An Unexpected Outpost (#279), to recycle the Thiefs and the others recyclers or Thrice Outnumbered (#494), but Thrice works better in an all men hazard strategy. The other stealers, like Brigands, Pick-pocktes or agents, are either too weak or too restricted to be effective. 

If your adversary starts to store items, pick some Neither so Ancient nor Potent (#475) from the sideboard and wait until he calls the council. A warning: if you know your opponent is going to use hobbits, you will need to prepare a big ambush (with Two or Three Tribes Present (#292)) in a border-hold - first play some Assassins (#115 and #522) to break down resistence, maybe an Abductor (#20) and then the Thiefs (personally, I love to yank Torque of Hues off an all Hobbit company). Such strategy will require that you hold some cards in your hand, so use Pallando, The Emerald of the Mariner (#162), The Book of Mazarbul (#467) or Elven-Kings. 

If you really want to use Thief, you must build your hazard deck (or part of it) around it. However, it is quite satisfying to leave your opponent wondering how the Thief got Frodo's Mithril-coat while he was wearing it. 

Treebeard 

Middle-earth Card of the Day #530
Mastering Middle-earth (Book Review)

Well, I'm finally moved and settled in to my new home in sunny California, and for my first review from this neck of the woods, I will review the book that kept me from going insane on the plane flight ... 

Mastering Middle-Earth 

by Scott Langlinais 

Published by Wordware Publishing, Inc. 

ISBN 1-55622-559-8 

$14.95 US 

Yes, Wordware are the same people who publish several (IMHO) fairly cheesy and obvious Magic books, but don't be fooled - despite recycling art from those books, this one has decidedly more substance. 

The centerpiece really, and about half of the book, is about a dozen deck designs - and not just designs, but extensive analysis and commentary on each one, including how to play them and how they work. Some of them will be familiar to those who read the Deck of the Week archive, while several I had not seen before. While I certainly have not played most of the decks, the designs were all interesting and certainly gave me some ideas for my own decks. 

The other large chunk of the book is spoilers for every card through Dark Minions. This is kind of nice to have all in one place, although certainly all this information is already in the ICE player's guides. 

Finally, there are about 4 chapters on playing the game. While I do admit there is probably no advice in there that will totally revolutionize your game, he hammers on a lot of basic points that I find are sometimes overlooked, things like GI management, the playing field, and basic probabilities. There are chapters on Basic Concepts, Offense, Defense, the Playing Field, and The One Ring. It is probably fair to say that most of playing a relatively complex game like METW well involves knowing the rules and having a good understanding of basic, sound playing mechanics and strategy, rather than mastering the use of esoteric cards or combinations. This is the area that Mr. Langlinais harps on, and this is certainly useful. The decks included certainly help to reinforce this approach. 

In my opinion, this book fits well with the various ICE player's guides. While the ICE guides cover the card lists and have a lot of good general information about strategies, decks, and specifics of the various expansions, Mastering Middle-Earth contains good basic information about playing the game well. 

Gwaihir 

Middle-earth Card of the Day #531
Lieutenant of Dol Guldur

The problem with Evil in Middle-Earth is that it often comes in the form of a 12-foot tall, 900-pound mass of hulking muscle and bone. While that might not phase Glorfindel, for most of the rest of us there is nothing for it but to exit stage left. These guys aren't real winners from the other point of view either, since they are the "Dark Masters" that allow minions to be more resistant to corruption. Regardless ... 

Lieutenant of Dol Guldur :: MELE :: Character :: Warrior/Sage Troll :: R 7/9 P/B :: 9 M :: 3 DI :: Home Site: Dol Guldur 

Unique. Olog-hai. Leader. Manifestation of Gorfaur the Lame. Discard on a body check of 9. +2 DI against Trolls, Orcs, Troll Factions, and Orc Factions. When he is at Dol Guldur, you may keep one more card than normal in your hand. 

Art by Angelo Montanini 

The three lieutenants have been compared to the Elven Lords, and so it seems reasonable to compare them directly. Superficially, they might seem similar, but let's compare Gorfaur to Elrond, the most commonly used of the Elven lords. 

Their prowess, body, and MPs are identical. Gorfaur loses on the discard body check, but that can be eliminated with By the Ringwraith's Word. Elrond costs another mind for another DI, but Gorfaur has an extra DI against Orcs & Trolls. Both allow an extra card to be held when they are at home. 

Superficially, then, they might seem very similar. However, this is definitely not the case. 

No consideration of Elrond is complete with out Vilya, and this is a huge advantage. It allows Elrond to sit around at Rivendell and recycle cards, while Gorfaur has no such mitigating factor - if he's at Dol Guldur, he's largely wasting his time. Plus, Vilya is multi-purpose - it can make Elrond neigh-invincible on the road. 

To balance this out, Gorfaur has access to a number of Leader cards. Most of these allow the leader to benefit the members of his company in some way (prowess, body, corruption bonuses) at the cost of some DI. All can be somewhat useful. The key is, though, that they all require you to actively use your Leader, so the one card hand bonus is largely wasted. Gorfaur also can take trophies, which can increase his prowess and DI a couple of points. 

The other advantage that Elrond has is that he can sit around in Rivendell controlled through a Wizard's DI. None of the Ringwraiths have enough direct to control Gorfaur. 

So, despite the superficial similarities, the various Lieutenants are lacking some key points that give the Elven Lords their usefulness - the Rings, Cirdan's attack-cancelling ability, and the ability to be controlled through DI (either by a Wizard or, in the case of Galadriel, by Celeborn) to make their high mind more manageable. 

Given this, what advantage is their to using Gorfaur, then? Well, firstly he's a sage. As you might expect, sages are kind of hard to come by in Orc and Troll companies. This gives them access to Test of Fire, a very important card since it can solve the corruption problems associated with untested rings, and it allows these companies to actually use the resultant ring rather than having to test by storing. It's hard to understate the importance of this capability. 

Secondly, he has has a whopping 5 DI against Orcs and Trolls. This would allow him to control up to 3 decent-prowess followers. Add a Whip, and his DI jumps to 7, allowing him to control a small army. This mitigates somewhat the huge amount of GI invested in him. Add a Blazon of the Eye, and Orc and Troll factions (as well as many other factions!) will follow his lead. 

Thirdly, unlike Elrond, there is no penalty for his loss. The minions of the Dark Lord are *all* expendable. This means you can use him aggressively without much worry. 

As always, the GI investment is the catch. 9 GI is such a large chunk of your starting allotment, it makes it hard to field anyone else - and it almost certainly restricts you to one overt company only. Given the difficulties involved in using Orcs and Trolls, and their tendency to incur more casualties than your overt companies, you need to be careful. You could still free up a lot of GI on turn one, though, by taking advantage of his potentially large DI. 

In the end, though, I believe the one-card hand bonus is there to tempt you. Any reasonable strategy involving the Lieutenants is going to involve utilizing their propensity for bashing stuff (and leading others who bash stuff). Leaving them sitting around in the various Darkhavens wastes their talent, and doesn't have any additional mitigating factors like it does in the case of Elrond and Galadriel (Vilya and Nenya). 

IMHO, the Lieutenant of Dol Guldur is the best of the Lieutenants. His sage skill and extra DI more than make up for the one-point loss in prowess. I am still not sold on the real value of Rogrog and Gothmog, but Gorfaur is definitely a very useful character when your deck is tuned to take advantage of him. 

Gwaihir 

Middle-earth Card of the Day #532
The Roving Eye

The Roving Eye :: MELE short-event :: R 

Playable on a non-Wizard, non-Ringwraith character bearing a Palantir, greater item, or ring that is not a gold ring. Target character is forced to make corruption check modified by -2. If the character would normally be eliminated as a result of this check, he is instead discarded (along with all cards played with him). 

Art by Donato Giancolo 

The Roving Eye may very well be the perfect sideboard card. So perfect, in fact, that it needn't always just reside in your sideboard. It's clearly a contingency card, but the three contingencies that it targets are common enough that, at least in my experience, it's almost always the first card that my Unexpected Outposts end up bringing in from the side. 

The effect - a corruption check - is of course an old standard. Not only does Roving Eye force the check, though, it also gives a penalty, playing the role both of Weariness of the Heart AND giving a corruption card's worth of CPs. Someone carrying a Palantir or greater item is going to be carrying at least 2 CPs to begin with, so The Roving Eye almost always moves the check into the realm of dangerous possibility. Almost any ring you come across will also give enough CPs to make the corruption check dangerous. The card doesn't work on generic gold rings - an ability which would probably have made it too powerful, considering the 4 CPs a minion player must deal with when dealing in gold rings. 

You can't bank on your opponent playing with Palantiri or with rings, which is why Roving Eye is primarily a sideboard card (unless perhaps you're playing a corruption hazard strategy). You can ALMOST bank on your opponent playing with a greater item or two, though. As with many MELE cards, its high flexibility, its ability to be used in a number of different situations, is what makes it cool. And I haven't even mentioned perhaps the most obvious use of this card - as an anti-One Ring card. There are cards that are more devastating against a Ringbearer, but if space is tight in your sideboard (you'd be surprised how quickly even THAT space fills up), The Roving Eye's flexibility often makes it the right choice. 

We must contend, of course, with the card's looming disadvantages. It's not playable on a Wizard, so it won't necessarily be a game-winner for you. But if your opponent is having his wizard waltz around with Palantiri and greater items, there's bound to be other way to bring him down. Still, you can't use this card on Saruman with the Palantir of Orthanc, or Gandalf wearing the Emerald of the Mariner. Bummer. 

More significantly, no one gets eliminated from the a failed Roving Eye corruption check. Just discarded. In one sense, that's big - you won't lose MPs for someone like Bilbo or Elrond, and there's always the possibility of the person showing up again, especially if your opponent plays Smoke Rings/Weigh All Things to a Nicety to bring them back to the play deck. So sure, they might come back, but it's well worth the trade off. The person who lost the check was by definition carrying something cool which they'll have to cycle back into the play deck and go get again if they really want to. In a tournament setting, where every little setback counts in spades, the difference between losing somebody to elimination or to discarding is practically immaterial. Heck, maybe you WANT your opponent's Lt. of Angmar to be discarded and not eliminated, so that YOU can bring him into play on your next turn. 

The Roving Eye forces a corruption check on the person you'd probably be playing corruption on anyway, the one with the items. Its gets rid of the guy, which, from your perspective, is all that really matters. Why on earth wouldn't it be in your sideboard? 

Gimli 

Middle-earth Card of the Day #533
Fori the Beardless

Fori the Beardless :: MEDM :: Character :: Warrior/Scout Dwarf :: u2 4/7 P/B :: 4 M :: 1 DI :: 1 MP :: Home Site: Iron-Hill Dwarf Hold 

Unique. Agent. +2 DI against Dwarves and Dwarf Factions. 

Art by Christina Wald 

You might ask why I am bringing up this loser again? Didn't Isildur already review him? Well, yes, and you are right - for 4 mind, there are certainly a lot better ways to get 4 prowess, and his body downright sucks. The DI bonuses are nice, but let's be realistic - a whopping 3 DI is unlikely to influence away the Iron Hill Dwarves or any Dwarf character of any importance. 

However, MELE has given him two very compelling advantages: 

First, he can tap to cancel the auto-attack at the Iron Hill Dwarf Hold. This is one of the most lucrative sites around, although the auto-attack is pretty nasty (and is never detainment). With Fori to answer any questions, you can discount that problem. The route to the Iron Hills is still fraught with difficulties, but it is after all a Greater/Gold Ring site that is also a free-hold. There are potentially a _ton_ of MPs to be scored here, and Fori can unlock them. 

Secondly, he's a dwarf, which means he can use the various Dwarven Rings. Obviously, the Dwarven Ring of Durin's Tribe in particular can be extremely powerful, but the Dark Lord is short on Dwarves to actually use them (and Wisdom to Wield is largely a waste of deck space). Fori may be a wuss, but give him a Dwarven Ring and he becomes a serious force to be reckoned with, assuming you can beat the corruption (which, as has been hammered on before, is considerably less of a problem for minions). The 5 CP the dwarven rings give to Dwarf bearers is still a problem, especially since using their abilities requires the Dwarf to tap. However, there is zero chance of losing the bearer (and the ring) just from using the ability. You still have to be extremely wary of additional corruption, however. You might want to actually consider using Ren the Ringwraith. 

Finally, you also might ask what Fori has over the 3 Dwarves in the MELE set, and that's an easy one. While the MELE dwarves are on the whole a little bit better than Fori, they are also all rares. Fori is a u2, and Dror (who has the keys to the Blue Mountain Dwarf Hold, an equally lucrative site) is a c1. This makes them an order of magnitude easier to obtain. They are both Agents, which is a plus (or will be once MEAS is out anyway), and none of the MELE dwarves are dramatically superior (although there is no question they are somewhat better). 

So, Fori is probably one of those agents from MEDM that you would do well to consider using as a minion in a MELE deck. 

Gwaihir 

Middle-earth Card of the Day #534
The Balrog (Ally)

And now, hot off the Inquest MEAS spoilers, we have: 

The Balrog :: MEAS :: Warrior Ally :: ? (r2?) 13/9 P/B :: 4 MP :: 6 Mind 

Unique. Playable by a non-Ringwraith character at the Under-Gates. Discard if it's company moves to a non-Underdeeps site. During your organization phase, your opponent makes a roll and subtracts two. If the result is greater than the mind of this ally's controlling character, the character is eliminated. 

Well, apart from the fact that the art looks pretty good from the preview shots, I don't have a whole lot to say good about him, other than that he inspires a very interesting theme deck. 

No denying he's huge. With no penalty for his loss, I'd have to say this guy is about the ultimate security net for going through the underdeeps. He should basically never need to tap, so he should be able to take strikes all day long. The 4MP ally is a big bonus, but alas in MELE there are so many non-unique allies that it gets hard to double people there; for that reason, there are obviously a lot less painful sources of MPs. You can't even use Reluctant Final Parting to try to clean out your opponent's allies for two reasons: a) the wolf and warg allies are not very suceptable to this card, and b) it will always discard the Balrog itself. 

However, there is a key problem: it requires a huge character to keep this guy in check. There are no 10 mind minion characters, so one is forced to look at the 9-mind characters: The Mouth, the 3 Lieutenants, and Golodhros. Even these guys, however, stand a 1:36 chance of getting eaten every turn. While the odds aren't great, they will catch up with you before too long. While I have found plenty of MELE cards that _decrease_ a character's mind, I haven't yet found any that _increase_ it. And unless you have an underdeeps-heavy deck, you hardly want to waste a big character to just watch over the Balrog, especially since he _will_ get killed eventually. 

So, let's say you send The Mouth to babysit this guy, so you can just leave him watching the Balrog somewhere safe (say, the Under-courts) while he recycles cards. What else is there to do in the Underdeeps? Well, the most interesting sites are the Gem-Deeps and Pukel-Deeps, both of which are Ruins and Lairs with items of all types playable. The Under-grottos still have their +1 to ring tests their, which makes them interesting. The Under-Leas and Under-Vaults both have major items playable, but they certainly are painful ways to get major items. The rest of the underdeeps are pretty useless from an MP-gathering perspective. And let's not forget about the ream of hazards that can kill you down there. I would assume that The Balrog is a manifestation of The Balrog of Moria, although the spoiler in Inquest doesn't explicitly state that, so at least you don't have to worry about Durin's Bane. Finally, there is the Ancient Black Axe and Iron Shield of Old, for a total of 6MPs playable at Under-Deep shadow holds. Not too shabby, and these two items provide some decent table advantage. While the Black Axe is no Aiglos or anything, it is certainly powerful. The Iron Shield of Old is less compelling 

Let's also not forget that before you can convince the guy to help you out, you first have to go to the Under-gates and face him. This is one of the most hazardous sites in the game, quite possibly the most hazardous, for both Minions and Heros alike. At least you could take an extra Major item for your troubles. 

I would say that if you are a minion company, and you are planning to spend all of your time underground anyway, the Balrog could be a very useful addition, and definately inspires a theme deck. Assuming he doesn't kill your most powerful character and leave, costing you 7 MPs, he could be very valuable for protecting your company while down below (assuming he actually shows up in time, as with all unique cards). He could also be a very good sideboard card if you opponent is spending a lot of time in the under-deeps ... I wouldn't want to have to face The Balrog in company-to- company combat (and the very interesting MEAS card World Gnawed by the Nameless can really allow Minion companies to zip around down there, nailing unsuspecting heros). He would be an ideal ally for longer games, when the Under-deeps become more practical, if it weren't for the fact that you have to leave such a large character watching him when your companies want to resurface (and in a longer game, it is unlikely you will want to spend the _whole_ time underground). 

The reality of the situation, though, is that there are about a bazillion easier ways to get 4MP than to deal with a Balrog; while the table advantage the Balrog gives you is significant, it comes at a very large price. 

Gwaihir

Middle-earth Card of the Day #535
Corpse-candle

Corpse-candle :: METW :: Hazard Creature :: 1 MP :: CA1
7/- :: Keyable: Wilderness, Shadowland, Darkdomain, Shadow-hold, Dark-hold. 

Undead. One strike. If this attack is not cancelled, every character in the company makes a corruption check before a defending character is selected. 

Art by Kaja Foglio. 

This review is not about finesse or rocket science. It is about two highly effective hazard half strategies that are greater in playability in whole than in the sum of their parts. An all corruption hazard strategy is both boring and illegal under Council of Lorien rules. Boring, because it works often enough. Illegal, because you need 12 creatures minimum in the hazard portion of a tournament legal deck. 

With the advent of Dark Minions, Undead has become a nasty hazard option. In mixing the two (undead and corruption), you are effectively covering the whole map and forcing corruption checks when you want them. 

Corpse-candle, though a weak attack absent any undead enhancements, should seriously be considered in anyone's undead/corruption hazard strategy. For the risk of 1MP, you force the whole company to undergo a corruption check if they cannot cancel the attack. You should not just toss the 1 MP away on a mere hope for a terrible saving throw (CC in MECCG terms). Instead, you should first load up key characters with corruption. 

Say Elrond is wielding a Valiant Sword and an Elf-stone. Celeborn, tapped, bearing a Star-glass is his follower. And Elrond's son Elrohir rounds out the company, wielding Glamdring and wearing an Adamant Helmet. They are travelling through the south-west ME, far away from Arising Angmar and the Reaching Shadow. One would think them relatively safe from undead creatures haunting them in their journeying, right? Wrong. It started off with Elrond and Elrohir being lured enroute by Expedience. Then my opponent played a corpse-candle. EEek! The key was that Celeborn who bore the Star-glass was tapped. Elrond, his toys and his loyal follower, Celeborn, succumbed to the perceived expediency. 

Corpse-candle is also capable of benefitting from undead enhancement, but even enhanced, it is not reason alone for including in the deck. 

It is only in conjunction with these two strategies that corpse- candle has a place in your deck. Its versatility plus its special ability is why it should be included in your hazard strategy. 

Ohtar 

Middle-earth Card of the Day #536
Henneth Annun (M)

Henneth Annun :: MELE :: Border-hold :: u 

Region: Ithilien Nearest Darkhaven: Minas Morgul site path: sw card draw: 1 each Automatic-attacks: Dunedain - each character faces 1 strike with 7 prowess (detainment against covert company). 

This review is something in the way of a reader challenge - can YOU find a real use for this card? Having finally got my hands on a Last Child of Ungoliant, I was gleefully making a Shelob deck and, quite naturally, was looking into cards that were playable at sites in the regions where she's allowed to move. 

What I discovered, much to my chagrin, is that Henneth Annun, from the perspective of a minion player, is completely and utterly useless. 

"But wait!" you say. "It's a border-hold, and there are any number of miscellaneous-MP cards that a minion player might use to take advantage of the site. Consider the classic Burning Rick, Cot, and Tree, or any number of the smaller MP-generating cards. Sure, there's no spiffy factions to be played there, but you can definitely make use of the site in a pinch!" 

To which I say: phooey. Look again. Burning Rick, Cot, and Tree is a decent card that requires an "already tapped" Border-hold. So does Stabbed Him In His Sleep. So far so good: all you have to do is tap the site, and both of those quite viable cards become playable. Except you can't tap it. There are no items or factions playable there, and the other miscellaenous-MP cards that you MIGHT be able to THINK about playing there, you can't. A couple of them require a place where Information is playable, which Henneth Annun ain't. There is one card, The Names Among Them, which you can play immediately after facing a man auto-attack. It gives 1 MP that you get only after you store it. Be still my heart. To make matters worse, even that card doesn't actually tap the site. So all those pillaging misc-MP possibilities go up in smoke. 

There are two conceivable things you can do there that are worth anything. One is to play The Names Among Them. Big whoopy flying doo. The second is, IF you're playing against a hero player, and IF that player has recruited the Rangers of Ithilien, you could try to steal them away. These options are so unexciting that I'm falling asleep even as I'm writing this. 

Can anyone redeem this card? I hope beyond all hopes that I'm missing something here. Let me know if I have. Otherwise, I'll be scanning the card lists for Against the Shadow very closely to see if some hope for Henneth Annun lies within. 

Gimli

Reader Comments

Sly Southerner: After the release of Middle-earth: The Balrog, there are a couple of things you can do at Henneth Annun: You can place it off to the side with a Long Grievous Siege played on one of the orc factions playable at Cirith Ungol or the Morgul-orcs, and Balrog players can burn the untapped site down with either People Diminished or Tempest of Fire - but of course, there are far more logical targets for Balrog pyrotechnics than this site (it's a bit too far from Moria).
Of course, Long Grievous Siege, People Diminished, and Tempest of Fire didn't exist yet when Gimli wrote the above review - as far as I can tell, back then there really was no use for minion Henneth Annun. You can't even tap it with a Long Winter (so you can play Burning Rick, Cot and Tree and/or Stabbed Him in His Sleep afterwards) because it has only got one wilderness in its site path! 

Middle-earth Card of the Day #537
Smaug Roused

Smaug Roused :: MELE :: Dragon Faction :: 5 MP :: R 

Unique. Manifestation of Smaug. Playable at the Lonely Mountain if the influence check is greater than 12. Modifications: influencer discards a major item (+3) or a greater item (+6). All attacks by manifestations of Smaug against any of your companies are canceled. Any company moving in Withered Heath, Northern Rhovanion, Grey Mountain Narrows, and/or Iron Hills faces one attack: Dragon - two strikes at 17/8 prowess/body (attacker chooses defending characters). 

Apart from the One Ring, Smaug Roused is about as many MPs as you can expect to get from one card. Basically, you have two routes to bringing him on: lots of DI and bribery. 

Lots of DI: To make the attempt automatic, you'll need a total of 11 DI and bonuses. Adunaphel, Akhoril, and The Witch-King are the big winners in the DI department, having 9 in heralded lord mode. Without any additional cards, I'd call those acceptable odds. Outside of Nazgul, which are always somewhat unreliable, The Mouth is your man with his 4DI - although there are several other minions with 3 DI, and Golodhros also has 4. The Mouth, though, gets a bonus +2 against factions and is also a Diplomat, allowing him to use Crooked Promptings (good card ... +3), although anyone could use Gifts as Given of old (also +3, although no secondary use like Crooked Promptings). One of each (or one plus a Blazon of the Eye) would make The Mouth automatic or put Golodhros at +9 or +10, which should be plenty. If you are going for factions, you'll be wanting to pack several of these anyway since many factions in MELE are hard to influence. 

At any rate, getting the required DI isn't easy, and requires a rare character if you don't use your Nazgul, but it isn't as hard as it might seem. 

Major/Greater items: Basically, this allows you to use your greater or major items in the place of influence cards. All greater items are worth at least 2 MP (only the Black Mace is worth 2, the rest are worth 3 or more), so it would hardly seem worth discarding 3 MPs to score 5, especially if the roll is not automatic. Major items like the Broad-Headed Spear are more palatable. The wording on the card is not crystal clear, but I would assume you could only discard one item total. While the lots of DI route is easy for diplomats, you could use Shagrat, a Broad-Headed spear, and a Threats to give yourself a net +9 (5:6 chance, and only one rare required outside of Smaug himself). The Broad-Headed spear, being a weapon, is playable at relatively safe sites such as the Raider-Hold or Gobel Mirlond. 

Once you've got him out, there is then an upside and a downside. 

The upside is that you are going to plaster any company that moves into Smaug's neck of the woods. This includes most of the Dragon's lairs, Dale, Lake-Town, and the Iron-Hill Dwarf Hold (although not Thranduil's Halls). Against Minions, this is certainly significant, and against Heros, it could be a very serious problem. Although Smaug Roused can be discarded with the usual faction eliminators (Muster Disperses, News of Doom - make very sure you have free GI once you get Smaug out, because the moment you don't I guarantee your opponent will play Muster Disperses) and can be influenced into slumber (not easy, although a Wizard or the Witch-King in Heralded Lord mode could do it), he can't be discarded with Sated Beast or Marvels Told. Sure, the Dragon attack can be canceled, but Smaug Roused will remain. This could cause some very serious grief to Dwarven companies expecting to score big points at dragon's lairs. 

The fact that Smaug Roused also makes you immune to manifestations of Smaug is a bonus, although it would be nicer if the auto-attack at the Lonely Mountain was also canceled. Smaug is pretty popular (and powerful) and this could definitely save you some heartburn. 

The downside is that Smaug is big, but his body is a bit low and he can be beaten. A Hero company with Fram, Wormsbane, a Cloudless Day, Many Foes He Fought, Black Arrow, and an Old Thrush could very easily dispatch him (Fram would be at 9, Smaug would be down to a 13/2). So the same decks that you might horribly inconvenience are the same decks that might be best prepared to deal with him, and you could be setting your opponent up for an "easy" 5 MPs. 

Middle-earth Card of the Day #538
Veils Flung Away

Veils Flung Away :: MELE short-event :: u 

Playable on a company moving in a Wilderness, Border-land, or Free-domain if Doors of Night is not in play; does not count against the hazard limit. Make a body check modified by +1 for each character. Determine if each Orc or Troll character is discarded as indicated on their cards. Otherwise, the body checks have no effect unless an untapped character fails his check, in which case he becomes tapped. 

Card Erratum: Each body check is modified by -1, not +1. 

Art by Angus McBride 

This card took a serious blow when its modifier was errated; nevertheless, it's still effective enough to be worth a second look. I made the mistake of not reading it closely the first time around and assuming that it ONLY had an effect on Orcs or Trolls. But Veils Flung Away is much cooler than just that. 

Playability is not a major problem, once you get past the rather large obstacle of not using Doors of Night. Avoiding the Doors is much more viable now than it was before MELE, though - there are other anti-minion hazards, like Ent in Search of Entwives, that also benefit from DoN's absence. Hazard strategies that don't need Doors, like Men (and, hopefully with MEAS, agents) have also received boosts. The days of all-Doors-all-the-time are passing, slowly but surely. 

Anyway, the regions where Veils Flung Away are playable are common enough. Even the stay-around-Mordor deck will likely pass through Ithilien into Harondor at least once. The fact that VFA doesn't count against the hazard limit is, well, too cool for words. You can easily toss it in there before your REAL onslaught of hazards, and if you're lucky, you'll have some discarded or at least tapped out folks to march over. 

Obviously, VFA does the most real damage against Orcs and Trolls, who are more susceptible to wizards going "BOO" than others. Before the errata, VFA was truly scary: your average Orc is discarded on an 8, in otherwords, when a 7 was rolled. In otherwords, 17% of the time. If there were two or three orcs in there, your chances were very good of forcing one to run away. Now, with a -1 to the body check instead of +1, things aren't quite so bright. Joe schmoe orc is only discarded on a 9, and the tougher orcs and trolls are only discarded on a 10. This card now works only on the off chance. 

We shouldn't forget that it works on the off chance against ANYONE, though. Anyone who fails that body check is tapped, which is usually more than enough to slow a company down and wreck your opponent's plans for that site phase. It will only work a fraction of the time, but there's always a chance it will work -- not much your opponent can do to avoid it. 

Veils Flung Away works on the principle of Luck Saturation, much the way that corruption does. If you pelt your opponent with off chances often enough, one of them is going to turn into an on chance. And, like corruption, VFA is easy to play, making it easy to pelt. It's even easier to play than corruption, since it doesn't count against the hazard limit. If you use it conscientiously, it WILL get through, and even when it's not, those cards are cycling relatively trouble-free out of your hand. 

To sideboard or not to sideboard? You could keep the card out and cycle it in only if your opponent has a minion company. You lose out on saturation that way, though. I'd go with the sideboard or all the way to the other extreme - 3 VFAs and some Unexpected Outposts to cycle them back -- but not anywhere in between. 

Veils Flung Away treads a pretty thin line when it comes to suggestive card titles. Let's just be glad it wasn't named "Gandalf Revealed". 

Gimli 

Middle-earth Card of the Day #539
Agburanar/Ahunt/At Home/Roused

This reclusive cold-drake loves to ambush any intruders that have ventured into his domain. 

Agburanar :: METW :: Hazard creature :: 4 MP :: R 15/9 

Unique. May be played at Caves of Ulund. Dragon. Two strikes. 

If Doors of Night is in play, may also be played keyed to Grey Mountain Narrows, Iron Hills, Northern Rhovanion, and Withered Heath, and may also be played at sites in these regions. 

Art by Quinton Hoover 

Agburanar Ahunt :: METD :: Hazard Long-event :: 4 MP :: u2 13/8 

Unique. Any company moving in Withered Heath, Northern Rhovanion, Iron Hills, and/or Grey Mountain Narrows immediately faces one Dragon attack (considered a hazard creature attack) -- 3 strikes at 13/8. 

If Doors of Night is in play, this attack also affects Southern Rhovanion, Dorwinion, Heart of Mirkwood, and Woodland Realm. 

Art by Quinton Hoover. 

Agburanar at Home :: METD :: Hazard Permanent-event :: 4 MP :: r3 16/9 

Unique. Unless Agburanar Ahunt is in play, Caves of Ulund has an additional automatic-attack: Dragon -- 2 strikes at 16/9. 

In addition, one unique Dragon manifestation played against each company does not count against the hazard limit. 

Art by Quinton Hoover. 

Agburanar Roused :: MELE :: Minion Faction :: 4 MP :: R 

Unique. Manifestation of Agburanar. Playable at Caves of Ulund if the influence check is greater than 12. Modifications: influencer discards a major item (+3) or a greater item (+6). All attacks by manifestations of Agburanar against any of your companies are canceled. Any company moving in Withered Heath, Northern Rhovanion, Grey Mountain Narrows, and/or Iron Hills faces one attack: Dragon -- two strikes at 15/9 prowess/body. 

Of the four, the "At Home" version is crucial to a well oiled dragon hazard strategy or half strategy. The METD Player Guide alleges a theoretical additional 26 METW/METD applicable hazards could be played via this one card for a single hazard limit unit. METD Player Guide p 70. Pushing the envelope even further, MELE adds 4 to haunt a hero company in company versus company combat. Five other dragon factions should join in some future release the minion set. It is a pity that Cave-drake is excluded from this group. 

OK. Back to earth for a discussion of realistic play. 

The "At Home" manifestation is vital to actual getting into play your unique dragons, particularly when small sized companies come within range. You will also need a recycling mechanism to maximize you chances of getting your named dragons into play. Both From the Pits of Angband and Parsimony of Seclusion enable you to recycle Agburanar's manifestations. The adage is quite applicable here: "If at first you don't succeed, try, try again." Searching Eye ensures that any concealed company gets a proper welcome. 

The Ahunt manifestation and the creature manifestation are targeted at harassing multiple companies or going after one company in particular with out having Agburanar come back to haunt you. 

The Ahunt is a less potent 13/8, but the three strikes is discomforting to any travelling company whether they are seeking fortune or allies. The Iron Hill Dwarves are within Agburanar's reach, as are the Men of Dale and Lake-town. Combined with Doors of Night, you interdict the Wood-elves and their region and the wine sipping inhabitants of Shrel-Kain. Add the Will of Sauron, and you have an on-station guard to deter any travel in the Northeast. 

The creature manifestation is, to quote the METW Player Guide, "equivalent to attacking with two Nazgul at once" risking much fewer MPs in the process (4 versus 10). METW Player Guide, p 141. It can be keyed to sites in his normal range, provided you have Doors of Night in play. Imagine the surprise of a party intending on influencing a faction to their side when this card is revealed from its on-guard status. Unfortunately, you don't get to pick your targets, so either you get a "light nibble" from the company's cannon-fodder section or you get some noble waving Wormsbane or that draconicide, Fram, making life miserable for your hungry dragon. 

The allied faction manifestation for minion players is third in the MP numbers game. Your minion company needs to survive the trek to the Caves of Ulund, possibly with Agburanar himself before being able to attempt to influence him to join your dark master. The giving of a major or greater item would run afoul of the Foreign Corrupt Practices Act, if the bribe was made by a US national. (Apologies in advance for those who don't find legal humor funny.) 

The nice part about this dragon faction in addition to the MPs: attacks by Agburanar against your companies are canceled; AND, Your opponent gets abused by the creature manifestation prowess and body and not the Ahunt manifestation prowess/body. I.E., two strikes at 15/9 rather than three strikes at 13/8. The higher body makes it harder to collect the MPs and for two character companies, twice 15 is better than 13 plus 14. 

So, if you really want to role play this dragon, have some warm feta cheese and some gyros to create a scents (sense) of doom before you play Agburanar. 

Ohtar 

Middle-earth Card of the Day #540
By the Ringwraith's Word

By the Ringwraith's Word :: MELE :: Resource :: Permanent-Event :: c 

Playable during the organization phase on one of your other characters at the same darkhaven as your Ringwraith. The character becomes a leader (if not one already), receives +4 DI against characters in his company, and cannot be discarded by a body check. Discard at any time if there is a character in his company with a higher mind. Cannot be duplicated by a given player. 

Art by B. Churashey & L. Danforth 

Wow. Is this a good card or what? And it's a common. 

Just one single aspect of this card, the +4 DI against characters in his company, is tremendous. Against orcs, it takes Shagrat up to a whopping 8 DI (4 of which can now be used against Trolls or Men), or a spectacular 10 DI with a Whip. On somebody like the Lieutenant of Dol Guldur, it takes his DI up to 7 general purpose and two extra against Orcs and Trolls. 4 extra, for a total of 11, if he has a Whip. This has to be pretty close to as much as you can get without using a wizard. 

Of course, it's not completely trivial to play. The main drawback of this and many cards like it is simply one of sequencing. Assuming you have 3 Ringwraiths in your deck (and there is no reason I can think of not to), it is possible to have not drawn a playable Ringwraith and to have this card sitting around useless in your hand. Then, you do have to go back to a Darkhaven to receive the Ringwraith's endorsement. But for 4 DI, it seems worth it. 

The other drawback is that you can't use the DI as a bonus against factions or in influencing away other characters. However, this is generally not that big a deal. 

Plus, taking big Orc and Troll leaders to staggering heights of DI is not the most powerful use of this card! While the illustration does obviously depict a troll, there is no reason why this can't be played on someone like The Mouth or Golodhros. This would take their DI up to a hefty 8 against characters, which allows them to command pretty substantial forces. Better still, it makes them a Leader - generally a keyword restricted to Orcs and Trolls. This gives them access to the Command and leader-specific cards, many of which are quite useful; if you are using a second Overt company, it also gives you a second outlet for these cards to make putting them in your deck more practical. It is just unfortunate that you can only use one of these and can't use one on both your covert and overt companies. 

There are only two things mitigating against using deck space for this cards: first, you may have a starting company of only 3-4 really powerful characters, and you don't intend to lose any. If this is the case, you may be better off with Bade To Rule to up your GI pool to protect you against Muster Disperses and the like. Secondly, influence is like money - it generally decreases in value as the game goes on. Early influence is always more valuable than influence later. It may take a quarter to a half of the game to get this card into play, by which time you may have cycled many of the characters in your deck, sustained enough casualties to make the bonus DI irrelevant, or completed enough MP cards to make the backup characters and skills in your deck unnecessary. 

However, all in all, certainly a very powerful card. Well worth considering for virtually any deck that uses medium-sized companies. 

Gwaihir

Middle-earth Card of the Day #542
Where There's a Whip

Anybody who has played Up Front, a card game from Avalon Hill of WWII squad-level combat with which I'm sure the METW designers were familiar, will recognize the obvious similarities between this MELE card and the Japanese Banzai charge ... 

Where There's a Whip :: MELE :: Resource :: Short-Event :: R 

Playable on an untapped Orc or Troll character bearing a Whip. Each tapped character in the leader's company with a mind and prowess less than the bearer's makes a body check modified by -2. Failing the body check wounds, but does not eliminate the character. Each unwounded character in the company becomes untapped. 

Clarification: Only characters with a mind and prowess less than the bearer of the whip untap. 

Art by Daniel Frazier 

Generally, the +2 DI against Orcs and Trolls is enough to make the uncommon Whip card attractive as a starting minor item if you are using an overt company. Access to this card makes the Whip just that much more compelling. 

In MELE, there can be a ton of points scored at Free-holds. As an example, at the Iron-Hill Dwarf Hold you could play a To Satisfy the Questioner for 3, Seize Prisoners for 2, Smoke in the Wind for an additional 3, and, what the heck, throw in The Names Among Them for 1. Potentially 9 points in one turn. 

As anyone with a small aptitude for this game has probably realized, this requires a lot of untapped guys. A lot of untapped guys who survived a relatively heinous automatic-attack untapped. That's where Where There's a Whip comes in. 

Taking again the Iron Hill Dwarf-Hold as an example, let's say you have a Lieutenant of Morgul going in with a Whip and a By the Ringwraith's Word (11 DI), leading 2 Orc Veterans (4/8), Muzgashi (4/8), Lagduf (5/8), and Tros Hefner (5/7); the Whip must be wielded by an Orc/Troll but it can be used against men also. Now, the 4- and 5- prowess characters can take the strikes with relatively good odds of defeating them (a bit over 2:3 and 5:6 respectively). Then, untap them all with Where There's a Whip. The Orcs have only a 1:12 chance of being discarded by the Whip and an additional 1:12 of being wounded, while even Tros will be wounded only one time in 6, untapping the remaining 5 times. You can then play the To Satisfy the Questioner and Smoke in the Wind or Seize Prisoners fairly easily (the big Troll should be able to easily remain untapped, either because he wasn't attacked or because the strike wasn't big enough). Repeat the whole process to play another big MP card. Throw in The Names Among them after facing the auto-attack but before using Where There's a Whip to untap everyone. 

Now, there are three fairly obvious drawbacks: 

Firstly, this is a lot of cards - at least a 3-card combo. This is never a really good idea to rely on having that many cards at the same time. On the other hand, Where There's a Whip is useful under much more mundane circumstances, like you got to a site and everyone was tapped by creatures or as corruption check support. This card allows you to undo the damage and probably save a turn. It also allows you to tap characters more readily to cope with creature or corruption hazards. The measure of any good card is partly whether it is generally useful in a variety of situations, and Where There's a Whip certainly is. 

Secondly, using Where There's a Whip will inflict casualties on yourself - maybe only one or two over the course of the game, but generally if you have a choice you don't want to do that sort of thing. By saving the turn now, you cost yourself a turn later when you have to return to a Darkhaven to heal. This is a bummer; however, note that the odds of wounding any given character with an 8 body and an 8 discard number are only 1:12, with another 1:12 chance of having him discarded. If the characters in questions are zero-MP, two-mind Orcs warriors, losing them to wounding or discarding may be a reasonable price to pay to avoid burning a a turn or to score 3 extra MPs. You can also mitigate the risk here by using the Smart and Secret command card, which takes these odds down to 1:18 for discarding and 1:36 for wounding for our prototypical 8-body/8-discard Orc. Of course, then your Lieutenant of Morgul wouldn't be able to control that small army listed above without using some GI. 

Thirdly, you are of course dependent on that Whip. If it should be discarded by a Thief, Pickpocket, Indur, or the ever-annoying Rats!, you're hosed. A small disadvantage to be sure, but one to keep in mind; and once you've revealed that you are using this card, your opponent may well go after the Whip if he has item-stealing capability. 

Overall, then, a useful card for overt companies - potentially an extremely useful one if circumstances work out right. 

Gwaihir

Middle-earth Card of the Day #543
Cloudless Day

Cloudless Day :: METD :: Resource Long-event :: u2 

Environment. Playable only if Gates of Morning is in play. When ever a company faces a hazard creature attack, the defender may choose which characters in the company will be the targets of teh attack's strikes (regardless of tapped status, wounded status, and the normal abilities of the attack). 

Art by Eric David Andersun. 

This card permits the implementing of bodyguard and martyrdom resource strategies. This means that you have a range of options: from assigning the strikes to someone who is capable of dealing with them, to letting some wounded soul go out in a blaze of glory. 

The drawback to this card is that it benefits both you and your opponent, so plan your hazard strategy accordingly. Some people favor heavy corruption, while others favor hazards which impart a large number of strikes. Either of these hazard strategies work well in responce to to a Cloudless Day. See also METD Player's Guide, p 41. 

Before Dark Minions, I considered this card a 'non serious' deck candidate; after all, everyone seemed to play Doors of Night. Why try to swim upstream? 

The alternative was that one could always wage a war of Twilights to maintain the balance between Morning and Night, but that was too chancy for me. I grant you that Echo of All Joy could work under this type of strategy, but still you are depending on a good draw to keep you opponent's Doors of Night out of play. 

Dark Minions provided Crown of Flowers (soon to be reviewed), which is to me THE key to playing Cloudless Day effectively even in Doors of Night hazard strategies. This way you can have your cake and eat it, too. You get the benefits of deciding who takes the strikes, while running your Doors of Night machine. Alternatively, you can always go the recycle route with Nenselde the Wingild. 

However, environmental cards are still one of the easiest aspects of the game to radically change with a single card. 

So, this card remains (for me) in the fun category due to deck inefficiency (requires a combo to play and holding Marvels Told and probably Twilights in your hand) but at least you can role play better. 

Ohtar
Middle-earth Card of the Day #545
Poisonous Despair

The true power of evil lies not in the might of its arms or the dark prowess of its sorceries, but in the free people's succumbing to ... 

Poisonous Despair :: MELE :: Minion short-event :: Spirit-magic :: U 

Playable on a spirit-magic-using character in response to an influence attempt against a character, ally, or item in his company. The attempt is canceled. If the character is a Ringwraith he can also cancel an influence attempt against any of his factions. May be played during opponent's site phase. Unless he is a Ringwraith, he makes a corruption check modified by -3. 

Art by Steven Cavalo 

If Poisonous Despair had only its first application, it would never make it into the mix (except perhaps in a sealed-deck environment.) It is only of value if an influence attempt is against a Spirit-Magic using character's party, and it has to be in the hand at the time. 

Which player is going to allow Poisonous Despair to tie up a precious slot, just on the off chance that the opponent will opt to use influence as part of a hazard strategy? Your opponent may not even choose to target the party with the Spirit magician. Limiting yourself to just one party increases the usefulness of the card, but only marginally. It would still belong in the sideboard, at best, added in when your opponent has made his/her approach clear. And, by the time it comes up, it may still be too late. 

Now, the second application, this is the kicker. For this, Poisonous Despair may be worth holding in hand for the right moment. Played on a Spirit-magic using Ringwraith, it cancels an influence attempt against any of your factions. And the Ringwraith doesn't have to be untapped or even at a Darkhaven. Adunaphel, Akhorahil, Indur, Uvatha and The Witch-King can all use Spirit-Magic. Akhorahil, with his awesome ability to recycle Magic cards and who, when Unleashed, can bring any of them straight to your hand, looks more and more them Ringwraith of choice with useful magicks like this. 

Ghan-buri-Ghan

Middle-earth Card of the Day #546
Armour

Armour, a defensive covering that serves as a protection against weapons. In Tolkien's Middle Earth, dwarves are noted as being armourers from the earliest of times. Noldo elves also excelled in the artificers art. Of men, only the Numenoreans approached the highest levels of armour fashioning. 

The Mithril-coat :: METW :: Greater Item :: 4 MP :: 2 CP :: R 

Unique. Armor. +3 to body (to a maximum of 10). 

Art by Mark Poole. 

The Mithril-coat :: MELE :: Greater Item :: 3 MP :: 2 CP :: R 

Unique. Armor. +3 to body (to a maximum of 10). 

Hauberk of Bright Mail :: METW :: Major Item :: 2 MP :: 1 CP :: CA1 

Armor. Warrior only: +2 to body to a maximum of 9. 

Art by Audrey Corman. 

Habergeon of Silver :: METD :: Major Item :: 2 MP :: 2 CP :: c2 

Hoard item. Armor: Bearer receives +2 body to a maximum of 10. 

Art by Jeffrey Reitz. 

Black-mail Coat :: MELE :: Major Item :: 1 MP :: 1 CP :: C 

Armor. Warrior only: +2 to body to a maximum of 9. 

The sole unique piece of armour is the Mithril-coat. The minion version gives one less MP, but is otherwise the same as the hero version. Note that the bonus is available to all characters' body, to a maximum of 10. You critical heros acquire a body ranging from 8 for Halbarad to the maximum of 10 for the Hobbits, Istari and elven-lords. All minion characters benefit in two ways: one, the +3 works for everyone except some ringwraiths; two, corruption is less a worry, so you can load up minion characters far more than you would prudently consider doing for heros. The only characters I would not gird up in the Mithril- coat are heros with negative CP modifiers and Orc and Troll minion characters. 

Hauberk of Bright-mail and Black-mail Coat are respectively the hero and minion versions of the same piece of armour. The minion version bestows a mere 1 MP, though. Both only impart their bonuses to warriors, with a maximum body of 9. 

Habergeon of Silver gives its benefit regardless of skill and to a maximum of 10. However, this requires a visit to a dragon lair AND worries you because of the additional point of CP. 

To Wear or to store?
With the exception of the Mithril-coat, armour is non unique. So it is no longer a race to see who gets the resource into play first. This means you can have three of them in the deck and in play or in the marshalling pile. 

To Wear:
Theoden needs a body boost to help him take on the nastier bad guys and live to tell of an occasional bit of bad luck. This boost helps to further innoculate the character from grievous harm. 

To store:
Offense seems to be more rewarded in playing MECCG, particlarly because of time limits. The incentive is for higher prowess, as it is the first level of decisions; if you wound or eleminate your opponent's hazard, then a body check is unimportant. Therefore, grab the armour for the MPs and then hang them up in the Marshalling Pile, while your characters are wielding Beater, Biter and Sting. 

So, armour is a good source of MPs and a potential life saver for key characters. 

Ohtar

Middle-earth Card of the Day #547
Forewarned is Forearmed

Intelligence about the enemy's movements, troop strengths and dispositions, and layouts of fortifications makes victory much more likely. 

Forewarned is Forearmed :: MEDM :: Resource Permanent-event :: c2 

Any non-Dragon Lair site with more than one automatic-attack is reduced to having one automatic-attack of the hazard player's choice (this attack cannot be cancelled). Any creature or other hazard with more than one attack is reduced to one attack of the hazard player's choice (this attack cannot be cancelled). Discard when such an isolated attack is defeated. Cannot be duplicated. 

Art by Daniel Frazier. 

Has a company of yours ever arrived at a site, to find the inhabitants awakened, aroused, incited and worse? Or do sites with multiple attacks cause your company grief? Put Forewarned into play and simplify your life. The strategic analysis is fairly straight forward: you opponent will choose the attack which has the greatest potential to tap, slay, or corrupt members of your party away. So, if you are facing the Under-gates, you can plan your hand to deal with the Balrog and ignore the rest. 

Strikes versus Attacks:
You are observant if you noted that only the _attack_ cannot be canceled; _strikes_ can be canceled! Cards like Halfling Stealth (METW) and Fatty Bolger (ME Promo) are examples of this. Dark Quarrel's (METW) and Not At Home's (METD) second ability can also reduce the number of strikes. 

Keeping Forewarned is Forearmed in play:
Enruned Shield (METD) is recommended as the ideal tool for keeping Forewarned in play. ME Dark Minions Player Guide, p 43. Otherwise, look to either the Palantir of Orthanc or Smoke Rings to reuse the card. 

Assassins and Slayers are made much more manageable with this card. 

So, have Legolas shield his eyes and spy out the disposition of your enemy while still afar off. Take the information gathered by intrepid dunedain during their travels, combine it with Gandalf's info from Dol Guldur, and you can discomfit the enemy. 

Ohtar

Middle-earth Card of the Day #548
The One Ring (M)

The One Ring :: MELE :: Special Item :: 6 CP :: 6 MP 

Unique. The One Ring. Playable only with a Gold Ring after a test indicates The One Ring. +5 prowess (to a maximum of double the bearer's normal prowess). +5 to body (to a maximum of 10). +5 to direct influence. Bearer may make a corruption check modified by -2 to cancel a non-Undead, non- Nazgul strike. +1 corruption point to every character in the bearer's company. 

Clarification: This +1 corruption point affects the bearer as well. 

Art by Donato Giancola. 

The Minion version of the One Ring is textually identical to the Hero version - the same huge prowess and DI bonuses, the same 6 marshaling points, the same useless cancellation ability (a -2 corruption check? With a minimum of 7 CPs? ehh...). And, of course, the same colossal corruption problem. 

Superficially, then, the key difference is how Minions are going to go about dealing with this corruption. Typically, a Hero player would be forced to use a Hobbit, and would still have to pack several Hobbit Strength cards to help with the corruption problems. Obviously, without any Hobbits, even with the virtual +2 on all corruption checks, you are going to have to bring along more than a few corruption enhancers (and probably use Ren the Ringwraith as well) just to have only a small chance of running away. What is there to say, really? If you pack this item, you must be prepared for industrial-strength corruption. 

The obvious answer to the corruption problem would be using a Ringwraith. However, for reasons that will become clear momentarily, it's much more difficult to get the One Ring out on your Ringwraith so you will probably end up with a normal Minion bearing the One at some time or another - and this is something you want to be prepared for (with Crooked Promptings, Voices of Malice, and the like). 

Just as for Heroes, there is an automatic win condition for the One Ring - get it back to Barad-Dur. Personally, I was thinking this would be kind of a cake walk; after all, you don't even need to get into Bag End to get the One Ring, you could pick it up at a Dragon's Lair or something, and then walking it back to Barad-Dur is nothing compared to a Hero having to walk right in to the heart of Sauron's Realm and then pass an insane corruption check to destroy the thing. However, as I further developed this strategy, there are some ugly realities a minion player must face up to - all having to do with probabilities. 

These all center around getting the sucker out in the first place, an incredibly difficult task compared to the Hero version. Discounting for a moment the effects of the Under-Grottos, in the case of a Hero, if you have a Precious Gold Ring, the Scroll of Isildur, and a Wizard's Test, the odds of getting the One Ring are a whopping 66%; with three Precious Gold Rings, you can very reasonably expect to get a One Ring (in fact, the odds of not getting the One Ring with three such tests are only 4%). Heck, even the worst cast scenario, a Precious Gold Ring with Gandalf using his built-in test, has a 1:6 (16%) chance of serving up the One Ring. The odds are similar with the Test of Form, and most importantly, a Scroll of Isildur ups the odds in either case to 42%. Three 42% shots in your deck and the odds of getting out the One are 81% - not good, but not too bad either. 

Contrast this with the Minion version. There are two Gold Ring items that can potentially turn into The One - A Little Gold Ring and the Gold Ring that Sauron Fancies (well, actually of course there is a third - the Least of Gold Rings - but the odds on that one are so low it's not really worth discussing). Both go to the One Ring on an 11 or 12, for a 1:12 (8%) chance. There are precious few ways to increase those odds - the Scroll of Isildur gives a +1, which doubles the odds to 1:6 (16%). The problem is, that even those not-terrible odds are a little bit deceptive; you must be using the Minion's one and only test card, the Test of Fire. If you are using the Ringwraith's inherent test, the odds go to 0 (bummer). A Ringwraith may be brought a Ring, and if the company has a Scroll of Isildur, with the -2 the ring _might_ be The One - 1:36 (3%). Otherwise, the Ringwraith cannot take advantage of the Scroll, since if he were carrying it, it would have no effect, and any ring he retrieved would be automatically tested before he could return it to a haven for testing. Therefore, the only Ringwraiths worth tracking down rings with are Sage Ringwraiths (Dwar, Akhoril, Hormurath, and, fortunately, Ren); with a Test of Fire and the One, they can bring it our one time in 6 (16%). Likewise, the Barad-Dur and Mount Doom tests are worthless for One Ring seekers, having odds of 0 and 0 respectively. 

The bottom line on all this is that the best odds you can get are 1:6 - Gold Ring, Scroll of Isildur, Test of Fire. Problem is, if you pack 3 Tests of Fire and 3 Rings, your odds of getting the One in 3 tries are 42%. Just in case you are counting, this is less than the best odds for a Hero on a single test! After that, you are stuck with odds in the 1 in 36 range. So, if you are intent on finding the One Ring, you _must_ have recyclers in your deck - Uvatha and The Mouth are recommended. If only Test of Fire were a magic card, Indur would be perfect, but it is not (another hit the Minions must take compared to a Sauruman/Wizard's Test combination). You could use the Palantirs of Orthanc or Anuminas, but these as Palantirs bring their own set of problems. 

And all this assumes you can get those untested rings, with their horrible corruption problems, back to a Darkhaven without getting Lured or Greeded out of existence - a problem Heroes just simply don't have to deal with. 

(As a side note, it appears that MEAS will contain an Under-Grottos minion site comparable to the Hero version, but with a +1 to ring tests. What that means is that you can do all your testing there, and get your odds to top out at 27%, which isn't too bad - the odds of getting The One in 3 tries is 61%, which is about 50% better than normal. Problem is, you've got to truck those high-corruption rings down to the Under-Grottos, not a simple task to say the least). 

There is one other way to bring The One Ring into play - Black Rain. This very strange card has some weird mechanics, but if you can get past them it gives you odds of 1:6 of getting the One Ring without having to go through the usual Gold Ring phase. It also depends on whether your opponent might have a character in hand, which is obviously hard to gauge. Still, it is an almost mandatory card for One Ring decks; both the rings that turn into One Rings with reasonable odds are playable only at Ruins and Lairs or Bag End, so you will be hanging around Ruins and Lairs in Wildernesses a bit. If you can pack 3 and manage to play 2 and have them take effect, the odds of your deck seeing The One Ring go from 42% to 60%. Because of the "revealing a character" requirement though, it is hard to gauge the real effectiveness of this card. It's also a rare, so tracking down 3 may be impractical. 

Safe to say, if you get The One Ring in a sealed deck game, don't be tempted ... calmly put it into your collection but don't be tempted to use the thing. 

In the end, what we are talking about here is a major commitment to the One Ring - probably all 6 of the Little Gold Ring/Gold Ring that Sauron Fancies, 3 Tests of Fire, at least two All Thought Bent Upon It (for the Scroll of Isildur first and then The One Ring), The Mouth, maybe Uvatha, a couple Weigh All Things to a Nicety for emergency recycling, and probably mode cards for your Ringwraiths to attempt to retrieve rings (although in the end, this does compromise your odds of getting the One to the point that it may not worth doing). Then toss in 3-6 corruption negaters (Voices of Malice and Crooked Promptings) or you can forget the whole thing unless you get incredibly lucky and your opponent isn't packing _any_ corruption. 

Anyway, the type of deck the Minion One Ring demands is quite different from the type the Here One Ring uses - much more emphasis is placed on retrieving the One Ring, by far a more difficult task, than returning it to Barad-Dur. Once you've got it, if you can pass the one corruption check to hand it off to a Ringwraith (highly recommended), you're set. Having a random Orc truck it back may be gutsy, but you could do that also. 

Finally, two more random notes: 

Since the rings you are searching for are found at Ruins & Lairs, you can use Overt or Covert companies and it doesn't matter too much. Overt companies _may_ be better for this sort of thing, but on the other hand, if you want a chance of winning without the One, you probably want to also pack Dwarven Rings, and this would imply at least one Dwarven character - especially since several of those Rings (Durin's and Barin's Tribe specifically) can be quite helpful in continuing the search. Additionally, Calendal can be very valuable with the Palantirs of Orthanc or Annuminas. These are capabilities that are hard to find with Orcs & Trolls, due to their profound lack of Sages (although don't forget you can draft Man sages to help them out; however, this dilutes the primary advantage of Orcs & Trolls, their huge DI bonuses). 

While The Mouth is a great character for this sort of deck, since he can recycle both used Rings and Tests, watch out for him. His propensity to take off is quite annoying, and almost everyone plays with a copy of Mouth of Sauron. This can be very annoying. While I like Ren for this deck - he's a sage, is extremely potent in Fell Rider mode, and has that invaluable corruption assistance - Uvatha may in fact be critically valuable for his ability to recycle Tests of Fire. Certainly, you need some way to recycle these cards. 

Gwaihir 

Middle-earth Card of the Day #549
Here, There, or Yonder

Beset by a barrow-wight, Frodo desperately sang out the summoning rhyme that Tom Bombadil had taught him and the other hobbits. Whether he was here, there or yonder at the time, he heard and came to rescue them. 

Here, There, or Yonder :: METD :: Resource Short-event :: u2 

Tap a character during his site phase at a tapped or untapped Ruins & Lairs. Make a roll (or draw a #) modified by +3 if character is a diplomat. An ally may be played and placed under the character's control if the result is greater than 6 plus the ally's mind stat AND the ally is not restricted from moving in this site's region. If an ally is played, tap the site if it is not already tapped. 

Art by Chris Cocozza. 

For one thing, I would have written the third sentence differently; i.e., An ally may be played and placed under the character's control if the die roll is greater than (six plus the ally's mind stat) AND the ally may normally be found in that region. 

Why use this card:
What do you do if you want to bring several allies into play but they share a common site? Answer: try to catch them walking about ruins and lairs, be it here, there or yonder. 

Tom Bombadil and Goldberry share Old Forest. The four ent allies and the Ents of Fangorn faction share Wellinghall. Gwaihir and the Great Eagles share Eagles' Eyrie. 

Taking the first pair as an example, have your company visit the Old Forest. Share in the hospitality of Tom Bombadil and have him ally with one of your characters, with another character packing away a bit of cram for a rainy day. Next, travel to the Barrow-downs to pick up a major item (and a minor item.) Because you don't want Tom to pine away while supporting your cause, you can have Goldberry join you, provided your diplomat rolls better than a five. Five, because the end result must be greater than 6 + 2 (Goldberry's mind stat) = 8. Subtract the diplomat character's bonus; 8 - 3 = 5. Note that this is not an influence attempt, so no modifiers beyond the +3 for a diplomat from the card. 

Drawbacks:
This is never a sure thing, and the higher the mind of the ally, the less likely the ally will join your side via this card. Granted, you do not have to discard the ally if you fail the roll; still, that makes for lost turns and lost potential MPs. Too, your company may end up being all tapped out at the Ruins &Lairs when you have this card and an ally in hand. 

Also, this card takes up another slot in your deck. Is this the best use of the slot, or is there some MP generating card or some other card which better advances your companies towards a victory in the council? 

So, this card offers flexibility and alternatives, for a price -- lack of certainty. 

Ohtar

Middle-earth Card of the Day #550
Anarin

Findegil, a Gondorian Scribe, overcame by perseverance all dangers and hardships that lurk between his home in Forochel and Ohtar's abode to discuss the elf of Moria. Findegil remarks: 

We all make these embarrassing mistakes when assessing cards. One of mine was 

Anarin :: MEDM :: Scout/Diplomat Elf :: r2
2 MP :: 7 MI :: 3 DI :: 4/8 :: Home site: Moria 

Unique. Agent. Agent only: may move to a Haven AND may tap at a company's new site to attack that company during opponent's movement/hazard phase. 

Art by Stefano Baldo. 

Anarin as agent:
When I first browsed the Dark Minions spoiler list, I didn't take any special notice of Anarin. He could move to a Haven, but so could several other agents, and his attacking ability seemed rather useless, since you could just as well attack the company when they entered the site, without needing to tap. Then I saw the card a short while ago and read it again. Then I collected my jaw from the floor. Two seemingly weak abilities were actually very powerful in unison - letting him sit in a Haven and attack any company going there to heal, without needing the rare occurrence of them entering the Haven to play a card. 

So, how good is this? Maybe not quite as powerful as I first thought. 4/8 isn't terribly strong. Even if he has +2 prowess from being face down, most companies will include an equal or stronger opponent. Since they're moving to a Haven, even if Anarin wounds someone, if he doesn't kill him he'll heal next turn, and the chance of Anarin killing someone is about the same as the chance of getting himself killed (and giving away 2 MPs). That's not very good odds, right? Wrong. A company moving to a Haven to heal will have at least one wounded character, very possibly two or three. If you throw a hazard or two at them first, you may be able to tap them all out, leaving the way clear for Anarin to strike at a wounded character. The first time you pull off this trick, he may not even be too careful about keeping his characters untapped, since he doesn't need them for the site phase. Or you can use Anarin as your first or second hazard to tap your opponent's single untapped strong character -- even Glorfindel will think twice about not tapping against a face-down Anarin with an average final prowess of 13 (6 + 2D6). He may laugh if he kills Anarin (about 20% chance for Glorfindel if he taps), but his grin will turn to horror if Galadriel is Abducted. And if you don't manage to kill your opponent - well, at least he'll be tapped next turn, maybe preventing him from doing anything or even going anywhere that turn. If Anarin gets wounded and survives, it'll only take him two turns to be back in top shape, which will probably be how long it takes before your opponent comes back, so he very likely wouldn't have anything else to do anyway. 

Unlike almost every other agent, Anarin has only one home site, but it is a pretty good one for him. From Moria he can reach Lorien in one turn and Rivendell in two, depending on which Haven your opponent uses most. And if someone tries to snatch the Book of Mazarbul, he can pop home to defend it, especially if he's already face down - who needs the Balrog (#108) when you've got an attack at 9/9 (+2D6) and choosing defenders? 

His skills are also useful for him - Scout lets him use Sudden Fury (#454) better than any other agent, since one can't just wait a turn for it to go away. As for Diplomat, Your Welcome is Doubtful can be a nasty surprise for anyone sitting in a Haven with an Aligned Palantir or somesuch. 

The best way to avoid Anarin is to simply avoid visiting the Haven where he is. This can be pretty easy for companies operating close to the Misty Mountains, since they can use either Rivendell or L=F3rien. Rivendell-based decks may be able to use the Grey Havens, provided they're not too far-ranging. Gondor decks are quite safe, since it would take him three turns just to reach Minas Tirith and five to trek to Edhellond. Most Lorien decks, though, - and I do believe these make up the majority of decks -- can get into real trouble with Anarin, particularly those operating in Dragon Country. 

Of course, Anarin has a bit of a problem if people refuse to visit his Haven - maybe even healing in other ways - so you add in a few cards to help him out in that respect. 

Nothing to Eat or Drink (-1 prowess and body to the entire company until removed at a Haven) springs to mind and The Burden of Time (#146) can also be a nice incentive. For those hopping across the Misty Mountains, Song of the Lady can make Lorien difficult to use and Angmar Arises can scare him away from Rivendell. 

Feel free to add more cards to the list. And then, like all agents, Anarin is vulnerable to cards like Hidden Knife (#289) - but, given how few people use agents at all, your opponent probably won't have these cards in his deck unless Anarin has been making a nuisance of himself through several games. Plus, his mind is high enough that Withdrawn of Mordor, generally the best anti-agent card, IMHO, only sends him back to your hand. 

Anarin as minion:
Anarin's value drops quite a bit as a minion. Unlike agents like Elerina and the Grimburgoth , he doesn't get any magic-using abilities to compensate for the loss of his "agent only" abilities. Without these 7 mind is rather steep, especially in the face of minions like Ostisen or Calendal. Still, Scout/Diplomat are nice skills for a covert company (Ruse, anyone?), and he's not that expensive if you can find a 3-mind character for him to control. His home site is a bit more of a problem, though. Moria is one of three Shadow-holds where no creatures (except Nazgul) become detainment. This sounds awfully scary, but I'd prefer to postpone judgement until we can see how many people actually use Shadow-creatures. Nonetheless, it's not the sort of place you go to without a good reason, so Anarin may well have to go off on his own to find any friends. Of course, if you do go to Moria (perhaps to play Stinker - the minion manifestation of Gollum), it's always nice to have someone along who knows their way around and can lead you through past the guards through secret tunnels. 

So overall, as an agent Anarin has certain limitations to the use of his abilities, but the possibility of numerous repeated attacks makes him very useful, perhaps especially so in longer games and in decks that use a few other agents so you can include a couple of supporting cards. As a minion, he is noticeably inferior to many others and probably not very useful. 

Findegil 

Middle-earth Card of the Day #549 2
Sellswords between Charters

Sellswords Between Charters :: MELE hazard creature :: 1 MP :: u 11/- :: Keyable: border-holds, shadow-holds 

Men. Two strikes. 

Art by Stephen King. 

Man hazards have become a much more viable strategy with MELE, and one of the main reasons for this is the addition of a number of potent Man creatures that broaden their playability. Previously, Man attacks were basically limited to border-holds and free-holds, borderlands and free-domains, with the important exceptions of the Corsairs and the Dunlending Raiders. That exception list is now much larger. 

You can run into Sellswords Between Charters at a couple very different places: border-holds and shadow-holds. They go where civilization is, and aren't particular about just how evil and nasty that civilization might be. Unlike most Man attacks, they are keyable only to site and NOT to regions or region-types. This makes them broadly playable, but the down side is that it's hard to know when to hold 'em and when to discard 'em. It's easier to predict regions: if your opponent's company is in the northeast and heavily wounded, chances are very good that he'll be passing through a borderland on the way to Lorien. But if your opponent just moved someone from out of Gandalf's direct influence and is in need of factions, it's hard to know whether he's heading for a borderhold or a freehold. that's not a problem for an Assassin, but it is a problem for this card. 

Clearly, SBC is much more playable against minion companies. The vast majority of their factions are playable at border-holds and shadow-holds, making it easier to bank on this card being playable. (the exceptions I can think of are the dragon factions and Woses, playable all a Ruins, and the Beornings, playable at a free-hold). On the flip side again, SBC will be a detainment attack at the vast majority of shadow-holds. 

2 strikes at 11 is only a little better than Ambushers' 2 at 10, and we lose the ability to choose defenders. This makes SBC less powerful than Ambushers overall, but the important thing about it isn't its power, but that in its ability to be played at shadow-holds, it covers the bases that no Man attacks previously covered. Now, with some help from Unexpected Outposts and (of course) Thrice Outnumbered, a Man hazard side can pose a real threat to shadow-huggers, and even give Frodo bound for Mt. Doom with the Ring a number of nasty strikes to deal with. My standard complement in a man hazard side is 2 in the deck, one in the sideboard. Season to taste. Serve well, Assassin for dessert. 

Gimli

Middle-earth Card of the Day #552
Burning Rick, Cot and Tree & Smoke on the Wind

Ghan-buri-ghan wrote the following article while visiting Northern Rhovanion for the summer. 

Burning Rick, Cot and Tree :: MELE :: Resource :: Short-event :: 2 MP :: u 

Playable on an already tapped Borderhold. The company faces two attacks (Men - 4 strikes with 7 prowess, 1 strike with 9 prowess). If no characters are untapped following the attack, discard this card. Otherwise, you may tap one character in the company and put this card in your marshaling point pile. Discard any factions you have in play that are playable at this site. 

Smoke on the Wind :: MELE :: Resource :: Short-event :: 3 MP :: r 

Playable on an already tapped Freehold during the site phase. The company faces two attacks (Men - 5 strikes with 8 prowess, 1 strike with 10 prowess). If no characters are untapped following the attack, discard this card. Otherwise, you may tap one character in the company and put this card in your marshaling point pile. Discard any factions you have in play that are playable at this site. Cannot be duplicated at a given site. 

Art by David Monette 

The Lidless Eye introduces a swag of new concepts for the Middle Earth game; covert and overt parties, detainment attacks, leaders and combat between hero and minion parties are a few of the more significant. Smoke on the Wind and Burning Rick, Cot and Tree are a more subtle extension of the game's possibilities, despite the chaos and desolation they represent. 

Pillage is something one would expect out of any self-respecting orc and I'm glad that wanton, mindless destruction have been included as a viable option to achieve victory for the dark side. (The fact that covert parties may actually be better equipped to torch and ransack lacks flavour, but is probably more accurate.) For simplicity and colour, I'll continue to refer to these two as the Pillage cards. 

The Pillage cards have a number of advantages. First, they're a lot less complex and risky than Mission cards. Missions require time to complete, while the Pillage cards are instant. Mission cards require a character to remain tapped throughout the ordeal whilst the Pillage cards do not. With Missions, if the card bearer dies or corrupts away, the mission is lost. This cannot occur with Pillaging. Once begun, your opponent knows exactly where the party has to go and do in the near future, and saves hazards accordingly. Even visiting an appropriate site does not mean that you intend to Pillage, as there are other reasons why a player would head to a given Freehold or Borderhold. 

Herein lie the joys of Pillaging. To begin with, it doesn't have to be the main reason you visit a site. Further, you can choose to play the card only if the situation merits. Beyond which, it's undertaken in the site phase, so it's extremely unlikely that a hazard will be played (on guard) to effect the resolution, meaning the risk is easier to quantify. And finally, the MP's gained immediately, so `staying tapped', storing, corruption, hazards, theft and influence attempts just don't enter the equation. To pillage is to bask not only in the fires warm glow (heh, heh), but also in the security of MP's safely in the bank. 

Pillaging can also be a neat add-on, with one of the two popped in the mix for the right situation. Alternatively, it can be the very basis of your resource strategy. 

The two Pillage cards are very different, and it worth considering the strengths and weaknesses of each. 

Smoke requires a Freehold, while Burning lights up on Borderholds. There are many of both, but Freeholds are by far the more strongly protected. Freeholds also lie in regions frequented by Thranduil's Folk, Beorning Toll, Arthedan Rangers and similarly rugged creature hazards, so they are a difficult proposition, especially for overt parties. 

By comparison, many of the Borderholds lie in less sensitive terrain and are guarded by attacks as docile as 5 prowess. Of course, if a choice greater or special item is being sought, the party might be Freehold-bound anyway, and will (presumably) be prepared for the worst the free-peoples can dish out. Border holds have less to offer as prizes, but many of them have gold rings, and Lidless Eye is a very gold ring-ish game, so many strategies will consider visiting them. This combines well with Come By Night Upon Them, which ensures an easier victory over the defenders and allows you to play two items before you decide to sack the town, either this turn or the next. 

The principle downside is that many of the Borderholds are home to high scoring, reliable man-factions. But, there are enough to go around, so muster the Dunlendings and torch the Hillmen after stealing their loot. 

Of the Pillagable sites, the best Freeholds are probably Beorn's House and Thranduil's Halls, where the auto-attacks don't pack the punch of Minas Tirith, Dol Amroth or Bag End. A properly equipped covert party could do a solid number on either. (The idea of elves going in and burning the wooden halls of Thranduil may seem unlikely and repugnant to some, but remember we are talking about the kin-slayers.) 

Easier targets are Borderholds like Woodmen Town, Lake-town and the paper tigers that inhabit Dale. A bunch of trolls and the beefier orcs will not even have to consider tapping to face these auto-attacks, leaving them to face the card-based attacks of Burning at full strength. Grab the gold rings, light the match and there's two marshaling points your opponent can only stare at across the table. 

Burning is definitely the better all-round option for most decks. Sure, Smoke earns that extra MP, but the ante is much higher. It's a rare card and, like many rare cards, is intended for the well tuned deck and the player with tournament-level finesse. 

Ghan-buri-Ghan

Middle-earth Card of the Day #553
The Lesser Rings (M)

Minor Ring :: MELE special item :: 2 MP :: 1 CP :: c 

Lesser Ring. Playable only with a Gold Ring and after a test indicates a Lesser Ring. +2 to direct influence. Cannot be duplicated on a given character. 

Art by Audrey Corman 

Paltry Ring :: MELE special item :: 2 MP :: 1 CP :: c 

Lesser Ring. Playable only with a Gold Ring after a test indicates a Lesser Ring. +3 to prowess against detainment attacks. Cannot be duplicated on a given character. 

Art by Mark Maxwell 

Trifling Ring :: MELE special item :: 2 MP :: 1 CP :: c 

Lesser Ring. Playable on with a Gold Ring after a test indicates a Lesser Ring. +3 to direct influence against characters. Cannot be duplicated on a given character. 

Art by Tom Cross 

There's an old English expression that goes, "Take care of the pennies, and the pounds will take care of themselves." Meaning, that if you concentrate on gathering and saving the seemingly insignificant, in due course you will have something far greater. The Minor Rings are your pennies, the pounds your blessing from Sauron. 

The Dwarven Rings are so tempting, are they not? All those sexy marshalling points, the incredible stat bonuses and the poetry of actually bestowing one upon a dwarf - as if the past glories of Durin himself might just be reclaimed. But it is such a gamble and, even after hoarding the right cards and making that sweet, sweet roll, you are faced with a horrendous corruption problem. In MELE, this is even greater an issue with the inclusion of The Roving Eye and, worse yet, Covetous Thoughts. 

There is an easier path, and one that brings a fair share of bounty: the Lesser Rings. There are many advantages; 

1) All of the common gold ring items can result in a Lesser Ring, so there are easily enough source GRI's for any deck. 

2) Any result of a test can produce a Lesser Ring, so the issue of chance is entirely eliminated. 

3) The Lesser Rings themselves are all non-unique, so there is no tense wait for the desired ring to turn up. 

4) They offer a delightful 2:1 MP to corruption ratio; and 

5) Their abilities are actually quite useful. 

There are three Lesser Rings: Minor Ring, Paltry Ring and Trifling Ring and each conveys its own subtle benefits. 

Minor Ring gives +2 to the bearer's direct influence. A bonus of this size turns a lesser character into a serious diplomat. Place it with a Lieutenant or Horseman in the Night and you obviate the need for Muster, Gifts Given of Old and similar one-off enhancers. In a faction-gathering deck, the Minor is more versatile than these cards, requires less overall deck space (two cards for a permanent effect) and also generates item marshalling points to balance those from factions. Blazon of the Eye grants the faction bonus, but delivers no MP and the Blazon cannot be used to control characters. Minor Ring controls characters as well, so the card can find a place in decks designed to make use of bruiser companies, or simply to keep a healthy amount of GI in reserve. 

Paltry Ring grants its bearer an enormous +3 to prowess. With no limit to prowess (Carambor becomes a 9/9 warrior/ranger/scout). It is also not a weapon, so it can combine with the various blades, spears and maces. True, it only works against detainment attacks. So, okay, design your strategy accordingly. Use a covert party and raid the freeholds for all the greater items you can carry. Give it too a covert party and head in to Moria and the Goblin Gate. You'll soon find that `detainment only' is no great disadvantage. 

Trifling Ring conveys a hefty +3 to direct influence. However, it can only be used against characters. The Orc Brawler could take Grishnak as a follower, or Shagrat have three Brawlers under his sway. Nice enough. But wait, there's more (in addition to the set of steak knives), as Trifling Ring is the perfect tool in an influence deck. Plus three against all characters. Even your opponents. Slap it on L. Of Angmar and watch him dismiss every orc and troll your opponent can summon to his/her cause with 8 DI. Hand it to Nain and have him really unsettle your opponents Dwarven Plunderers hero party. It isn't a very sporting way to victory but you're playing the bad guys here, dammit, you're supposed to be vicious. Sauron will love you for it. 

As far as getting these little beauties into play, MELE has given you the gift of Gleaming Gold Ring. When tested, you may search your discard pile or play deck for any Lesser Ring and bring it straight into play. So, were you hoping to use up to three Paltry Rings to plunder the freeholds? No problem, all you have to include is three Gleaming Gold Rings. If the Paltry Rings come up first, you don't even have to waste your time and hand slots; the ring will be waiting patiently for you in the discard pile once you've tested that shining band. 

The biggest drawback of the ring-strategy in MELE is the 4 CP that each of the Gold Ring Items carries, and the need to make a corruption check each turn until tested. This is less of a problem if you use your Ringwraith. They're close to invulnerable in combat, (especially if they have a magic or two handy, or one of the combat-oriented Unleashed cards) they have no worries with corruption and come equipped with a home ring-test kit. Send them to a borderhold, play Come By Night Upon Them and your Ringwraith can hang around for a second turn and play another Gleaming Gold Ring, a more efficient move in a time-vexed game. When the party returns to the darkhaven, your Ringwraith can hand over the rings (again no corruption checks) and the greater items and men factions will be so close, you'll smell them. (Especially the men factions; those Dunlendings never wash.) 

So finding those pounds hard to come by? Gather the pennies - you'll be rich and powerful by game's end. 

Middle-earth Card of the Day #554
Tros Hesnef

Tros Hesnef :: MELE Warrior Man :: 2 mind :: 5/7 

Unique. +1 direct influence against any faction playable at Easterling Camp. -1 to all corruption checks. 

Art by Stephen A. Daniele 

Think back to the days before MELE for a second. You and your friends are sitting around in somebody's basement, smoking pipes and taking turns naming cards and having the others say what's significant about them. If I said "Hama," what would you say? 

If you were smart, you'd point out that Hama is the character who offers the most bang for your buck when it comes to mind and prowess. Other 2 mind characters have less, or, if they have a 4 prowess, have a body of less than Hama's 8. 4 prowess for 2 mind was an impressive deal, and when I needed an extra character in my company for simple brute force, he was almost always the first choice. 

Hero companies won't be too happy about this, but Hama's record has been broken. The colorfully-cloaked Tros Hesnef breaks it, with a whopping 5 prowess (same as Elrohir and Elladan!) for only 2 mind. Like Hama, he has a corruption penalty, and he loses a point of body to balance the prowess out, but it's more than worth it. The 8 to 7 point drop is big, to be sure, but it's not as big as a drop from 7 to 6--that would have been enough to give me pause. As it is, though, Ringwraiths now lay claim to the cheapest grunt. He's even tougher than the scrappy 2- and 3-mind orcs, and he doesn't have to worry about the whole discard thing. 

All this would be way more exciting, though, if Tros was a hero and not a minion. While he's very useful, Ringwraiths can't take advantage of him as much as Wizards could. For one thing, hero companies sometimes NEED that extra grunt in there, often to make Fellowship playable, while minion companies don't have a similar big-company-needing card. Also, Tros is clearly a combat-oriented guy, and if you're playing a combat-oriented deck, orcs and trolls are usually a better bet. Covert companies are usually better off Hiding and Rusing their way across Middle Earth, something Tros can't help with. Still, in tournament play minion companies can afford to cram bodies into their 20 general influence with impunity these days, and if you have an extra 2 gi laying around, you could do far worse. 

I haven't even mention the rather superfluous direct influence bonus Tros gets against factions playable at Easterling Camp. What with the high target numbers for MELE factions, it seems like if you were in a position where Tros was doing your recruiting, you'd be in a spot of trouble. But in a pinch, it's one more thing he can do--what with his big prowess, he can use Threats very respectably. 

One last note: in most cases I have the greatest respect for ICE's Tolkienian scholarship, but this guy's name really raises my eyebrows. "Tros Hesnef"? Obviously the Card Namers are going to have to tread plenty of new linguistic ground with all these new expansions, but this name is so, well, Piers Anthony-esque. One of these names is not like the other, etc. Maybe it's just me. 

Middle-earth Card of the Day #555
Poison

(Author's note: when I first submitted this piece I had a prose/poetry introduction. Ohtar thought he could better it and dug deep into his soul for an alternative. We present both for your consideration. Let us know what you think.) 

Ghan-buri-Ghan's 

"Great spiders and assassins are of a kin; traps they lay unseen, stealthy they are of footfall, and bearing in their hearts, mouths and blades foul poison." 

Ohtar's 

"Great spiders and assassins are kin;
each footfall by stealth enwrapped be,
patiently laying in wait unseen;
Bearing in heart, on blade, and in mouth,
paralyzing or deadly poison."

(The meter is 9 syllables, in the form ABBCA) 

Poison :: MELE minor item :: 0 MP :: 2 CP :: r 

Discard to give -1 to the prowess and -2 to the body of one strike against the bearer. Cannot be duplicated against a given strike. 

Art by Mark Maxwell 

We all know the frustration of body checks - you spent all those cards defeating the Dragon's srtikes only to face rolling three 10's to actually log the points. So, at first glance this appears to be a pretty cool item. An always handy reduction to prowess and a priceless two points off body. 

Not so fast. Read the fine print. It works on only one strike. One strike against the bearer only. And then its discarded. And it caries a hefty 2 corruption points. And your opponent knows you have it. 

If there is a value to this item, it is in bringing down single strike, high body hazard creatures that earn you marshalling points, like Elf-Lord Revealed in Wrath. Nice work, if you can get it. But is your opponent going to target the Poison bearing character? Not likely. So maybe there is some value in Poison as a defense, especially for a party of just one beefy character. Drop Poison on the Lieutenant of Angmar and he'll cruise along unmolested by Elves and Ents as he does your bidding. But he'll also be wearing a piece of paper with "Corrupt Me" on his back. 

If Poison were a short-event, it would at least have the value of surprise (which poison ought to, anyway). Or, if it could be used on a strike by the character engaged in combat with a hero party, then the item would come with its own private strategy; do-it-youreslf assassin. No need to wait for that visit to a Freehold, send the Grimburgoth off (as a minion character) loaded with Poison to waylay Aragorn or a Wizard. Poison and a Swift Strokes will give the edge to your minion and make his possible sacrfice a worthy gamble. 

Poison needs errata to make it worthwhile. I propose two options. 

A) "Discard to give -1 to the prowess and -2 to the body of all strikes from one attack against the bearer's party." 

B) "Alternatively, discard during any combat with a hero party to give -1 to the prowess and -2 to the body of any one character recieving a strike from the bearer." 

Without one or both of these changes, Poison remains a nice card for collectors. 

Ghan-buri-Ghan

Middle-earth Card of the Day #556
Dunlendings (M)

Dunlendings :: MELE :: Man faction :: 4 MP :: r 

Unique. Manifestation of hero Dunlendings. Playable at Dunnish Clan-hold if the influence check is greater than 9. Standard Modifications: Hillmen (+2) 

Art by Angus McBride 

From the first time I saw this card (and its brother, Hillmen), I was surprised. Not that there was a minion version of the faction--that was expected and kind of neat--but that it was worth so MUCH. 4 marshalling points is a lot--the highest a minion player can hope for without delving into the logistical nightmare of surviving and succeeding an attempt to recruit a dragon. I suspected, in those early days, that I'd be seeing a lot of this card, and I was right. It has a way of creeping into all of my decks, whether they're subtle roam 'n' recruit covert strategies or big, barging orc and troll strategies. 

And why not? The automatic attack at Dunnish Clan-hold is easily handled by all but weak overt companies. The points are high, the target number is 9--high for a hero player, but pretty much average compared to other minion factions. It has no negative standard modifications, and it benefits from the play of the Hillmen, a nearby and equally cool faction. The Mouth can easily recruit them without any other sort of card support, and anybody with a couple d.i. and a Blazon stands a very good chance at it. A big troll with Threats can do the job just as easily. 

As added support, there are TWO agents, Deallus and Leamon, with Dunnish Clan-hold as a home site, at (coming up in Against the Shadow) another character with a bonus against the faction. This makes it easy, if need be, to cancel the automatic attack or to have an agent join your party the turn after you recruit the faction. 

So what ARE the disadvantages? I'm a little hard-pressed to find them. For one thing, it will certainly take awhile to get to Dunnish Clan-hold--two turns if you cut through the Gap of Isen (a potentially deadly place for minions), three if you're a Ringwraith or starter-movement buff and you stick to the Darkhavens. And the faction's popularity, at least around here, means that you'll probably have some competition for them. In a 2 deck game that's a very big factor. Fortunately, if you're a Ringwraith playing against a Wizard, you don't have to worry too much about THEM having Dunlendings in their play deck, although they might have it sideboarded. 

All told, the Dunlendings are one of the very best armies you can mobilize in Sauron's service. This certainly makes sense in terms of the books, where they were a serious annoyance to other Free Peoples both south and north of them. Sauron likes to have friends deep behind the lines. 4 still seems like an awful lot of points to me, but I'm certainly not complaining. 

Gimli 

Middle-earth Card of the Day #557
Rats!

These vermin carry plague and other diseases and can be found in any underdeep site and most other 'attractive' spots. 

Rats! :: MELE :: Hazard Short-event :: U 

Playable on a company containing at least one minor item that is at or moving to a Ruins & Lairs, Shadow-hold, or Dark-hold. Company discards one minor item of its choice or chooses one of its characters to become wounded (no body check required). 

This card is nasty! I am writing about this card because I have been subjected to it (and abused by it) repeatedly in the last three weeks. 

This card's strengths are three fold: it is most difficult to deflect or defeat; it can be played on a company "At" or "Moving To" a Ruins & Lairs, a Shadow-hold or a Dark-hold; and its zero MP risk. 

Its weaknesses, such as they are, are mainly where it cannot be played; i.e., Border-holds, Free-holds and Havens and paths not destined to R&L, Shadow-hold or Dark-hold. Most players go to a Ruins & Lairs for the Info, and often for the items (can you say dragon hoard?) Except for heros running about mustering factions and allies, most hero companies will be travelling to any combination of the three qualifying sites. Minions are only safe if they are going to border-holds, free-holds or dark havens. 

I can only see one method of dealing with Rats!, namely by changing the site type. Quiet Lands and Rebuild the Town are the only options I have found. Still, this means your company can bet hit by Rats! on the way to the site, plus the errata on Rebuild the Town means this solution will only work on subsequent turns. The other option is to not cart minor items, but this solution is no solution, as you don't know when playing if your opponent has Rats! in his or her deck. I suppose the alternative is to have Armory in play and store the minor items you are not using or willing to lose. 

I shocked one opponent by choosing to wound Glorfindel II rather than surrender either my Black Arrow or my Horn of Anor. I saw it as card economy; I can always attempt to heal my characters, but trying to get a card from the discard pile back into my hand takes serious effort, more than a minor item is usually worth. 

The fact that this card is a short-event, with no attack to defeat nor other practicable methods of thwarting means you are basically out of luck when your opponent plays this card. I hope that there will be a future card to deal with this type of card; something along the lines of Blinding Flash, Spell, Sage only, cancels one Rats! or one orc or troll auto-attack. If Doors of Night are in play, can be used to cancel Rats!, Orc and Troll attacks. Sage makes a corruption check at -2. 

Ohtar

Middle-earth Card of the Day #558
Binding-ring

Binding-ring :: MELE :: Minor Item :: 2 CP :: -1 MI :: +1 Prowess :: U 

Mind Ring. -1 to mind to a minimum of 1. +1 to prowess. Cannot be duplicated on a given character. 

". . . and one ring to divide them?" 

Today's review is a departure from the previous 500 plus. One of the reviewing editors disagreed strongly with the position taken by the author and set up a flurry of emails wherein the value of the card was debated. No easy meeting point was achieved and it was suggested that the objections and the rejoiners both be published in addition to the original piece. This kind of animated analysis can only be healthy for our understanding of the card and the subtleties of the game. 

A. The Original Submission. ". . .and several rings to bring them all and in the darkness, bind them. (But not before providing them with a neat bonus to prowess.)" 

Not quite Tolkien's poetry, I'll admit. But, then, this isn't quite The One Ring, either. 

However, it is a darn sight easier to play. No finding, no testing, no being horrendously lucky with the dice roll. Two of them can be laid down before the game even begins. Of the minor items in MELE, the Binding-ring offers players the most advantages. 

Prowess bonuses are never to be sneered at, but the +1 from Binding-ring is even sweeter for the fact that there is no limit, as is common with weapons, so it even helps the Lieutenants. Moreover, it isn't a weapon itself, so it can be used in conjunction with either the Deadly Dart, Saw-toothed Blade, Broad-headed Spear, Black Mace and whatever evil arms grace future expansions. 

Sweeter still is the reduction of the bearer's mind. Two of these little beauties in the party and it is as if your General Influence was 22, rather than 20. How many times have you selected a balanced and powerful set of characters, only to discover the total influence is 21 (why does it always seem to be 21)? True, the bonuses cannot be taken into consideration when the starting characters are chosen (the total influence still cannot exceed 20), but the advantages can kick in from the first turn. 

You've chosen a party that totals 18 influence, and in your first eight cards Grishnak offers you his services. Normally Grishnak would be sent to the discard pile, amid curses that he should come up so early before some other orc bruiser had bitten the dust. Not this time. Because of the two Binding-rings, you still have 4 DI left and the party swells from chunky to formidable. 

Alternatively, nervous of those Call of Home and Muster Disperses cards that make their way into most decks, you have chosen to be frugal with the DI. Your leader is the clever and versatile Shagrat. Normally he wouldn't be able to order Radbug around on his own, but with Radbug bearing a Binding-ring, he starts really looking up to Shagrat. And with one minor item, all four of the DI normally required to control Radbug become free to combat those pesky hazards. 

So, whether you use the Binding-ring to beef up the party or slim down the DI, this minor item packs a bigger game-effect punch than even some greater items. 

B. In response, one of the Editors wrote: 

I fear you might be horribly overrating this. As I was looking through my minor items for my last minion deck, I came across it and was not too excited about it for a few reasons. No denying the +1 prowess is useful, mind you, but: 

[1] The -1 mind is almost worthless. It doesn't let you start with 21 mind worth of characters, so it is more productive to try to increase other character's DI (with a Whip) than to decrease people's mind. A whip will allow you to free up more GI than a Mind Ring. The only time a Mind Ring works is if you have an ideal covert company that includes one character who has one too many mind to be controlled by one of your other characters (and it still might turn out to be useless with character duplications). You could argue that you would be better off rearranging your company and starting with a more useful minor item. The other thing is that decreasing people's minds does make them more susceptable to influence and various hazards - none are very common, but this can burn you. 

The -1 mind does, at worst, give you an additional GI to play with (or to leave free defensively). This is not nothing, but there are items that do the job better. If you are using overt companies, IMO the Whip is just plain better. 

[2] The 2 CP is a real problem. It makes it hard to add any other items. While a Saw-Toothed Blade gives you the same prowess bonus, it is also only 1 CP, so it leaves room for further expansion. At only 1 CP, the Mind Ring would be a much better item (although probably too powerful). 

[3] As a minor item, it's generally not worth putting in your deck. If it were worth even 1 MP, it would be an interesting non-starting item. As it is, the other more common starting items (Blazon of the Eye, Whip, Foul-Smelling Paste) seem much more useful, so Mind Ring gets edged out there too; later on, there are much better DI-boosters you can put in your deck." 

c. Lastly, the Author defends his Original Article. 

I've read your comments and given them careful consideration. No review can cover all the angles and anyone reading them must remember that for every card there is a good situation, a workable niche market. 

First, an overall response. Yes, Whip does offer more points toward the direct influence of orcs and trolls than does the Binding-ring, but that is all it does. Yes, Saw-toothed Blade has only 1 CP, to the ring's 2, but CP isn't as big a concern in MELE as METW. Furthermore, the Blade only helps up to prowess of 8 - no such limitation on the ring. And, again, that is all it does, while the ring also assists in reducing GI. And the ring can be stacked with weapons, the blade cannot. As for the other minor items, all the orc-items are one use, for me, a huge drawback. Poison is simply hopeless. The shield only raises the body of Brawlers and the like, and doesn't effect the "discard on a roll of . . ." at all. This number is usually one point lower than the death roll, yet the result is, in practice, the same. The Binding-ring has versatility that more than acquits the increase in CP. 

Now to address some of the comments directly : 

"The -1 mind is almost worthless. It doesn't let you start with 21 mind worth of characters, so it is more productive to try to increase other character's DI (with a Whip) than to decrease people's mind ... If you are using overt companies, IMO the Whip is just plain better. " 

Whip does not allow you to start with more than 21 points, either, and the -1 to mind is far from worthless, as I shall illustrate. It is surprising how many characters are only one point shy of being controlled by the various lead characters. I have analysed all of the orcs and trolls from MELE to see how decreases mind by one point effect the ability of one character to control one other character. I then have done the same for Whip. 

Here are some examples to illustrate the advantages of Binding-ring over Whip. 

[1] The Lieutenants and Shagrat can already control anyone who isn't a leader, so the Whip is worthless on them. 

[2] The Troll-chief can control 8 characters. Four more if these characters have Binding-rings. The same four if Troll-chief has a Whip. 

[3] Gorbag and Orc-captain can control 7 different characters. When Binding-ring is used, this increases to 9, the same for Whip. 

[4] None of the others can normally control anyone. Whip allows all but the Orc-brawler to control another character of mind 1-3, depending on prowess (mostly, the three generic minor Orcs). 

So, except among the minor characters, the Whip confers no advantage in control. More significantly, Whip cannot be used at all by covert characters, and this includes all of the characters that are agents in Dark Minions. Pursuant to my opening comments here, Whip does have its place. When the aim is a company made up of one strong character and lots of Brawlers or a couple of 2-3 mind characters, then Whip will do the better job. 

"The only time a Mind Ring works is if you have an ideal covert company that includes one character who has one too many mind to be controlled by one of your other characters (and it still might turn out to be useless with character duplications)." 

I'm not sure why it has to be covert only. Play as a starting company, say, the Lieutenant of Angmar, Snaga, Ufthak and Grishnak (20GI) with rings on Snaga and Grishnak. On the first organisation phase you stick the ring-bearers under the Lieutenant. You have a potent company soaking only 13 GI, or you have space for an Old Troll and Lagduf as well! 

"The 2 CP is a real problem." The 2 CP tries to add some balance to a powerful card. It gains 1 more CP than most of the minor items. However, corruption is less of a worry among the minions of Sauron than the free-peoples. As it should be; they were held in line by fear, coercion, brutality. They have to fail by two whole points to run off with the goods. This is why the corruption points for Gold Ring Items is so high, it compensates for the lessened effect. It takes a hero with a gold ring snake-eyes to leave the cause. Same story for the minions of Sauron. (Remember, orcs have no-where to 'run' to with ill-gotten gains, treasures and baubles. 

The temptation for them with a ring is to head straight for Sauron himself and gain all the kudos, as happened with Frodo's blade and mail.). The main effect of corruption checks for minions is to effect a tap. Not pleasant, but much of the time the character may already have been tapped for other reasons. (Wounded minions are the hobbits of MELE - the best bearers of high point items - all corruption can do is kill, and there's never any accounting for bad dice rolls.) Lets look at this simple chart for hero and minion characters bearing four corruption points. 

	Character
	Hero
	Minion

	roll of 2
	Eliminated
	Eliminated

	roll of 3
	Discarded
	Tapped

	roll of 4
	Discarded
	Tapped


What this all means is that a 2 CP minion item is barely worse than a 1 CP item is for hero characters. There is a 1 in 36 chance of becoming tapped. Even if a Lure is slapped on him, our minion still only corrupts on snake-eyes. I think that these are very, very acceptable odds. 

To close, I think that I have illustrated fairly effectively that a Binding-ring or two gives a player a lot more to work with than any of the other minor items. (Although, neither of us have touched on the Shadow Cloak, a very worthy item.) Whip is a card only for use in a specific overt company design; the Blazon is a faction aid only; the Saw-toothed Blade does less than the ring and does it with more restrictions; the Shield offers precious little in real defense; and the other minors are all one use. 

Yes, the extra CP for Binding-ring is not welcome, but cannot be compared to a 2 CP burden in METW. The only problem I have with Binding-ring is its rarity. Such a vibrant wide-purpose card ought to be more accessible. 

Ghan-buri-Ghan 

Middle-earth Card of the Day #559
Ren the Ringwraith & Ren Unleashed

a. Ren the Ringwraith
MELE - F1
Character :: Sage/Diplomat :: 4DI :: 8/10 :: F1
Unique. Manifestation of Ren the Unclean. Can use Sorcery and shadow-magic. -2 direct influence in Heralded Lord mode. +2 Prowess in Fell Rider mode. As your Ringwraith, if at a Darkhaven, he may tap during your organization phase to modify all corruption checks made this turn by minions in any one of your companies by +2. 
Art by Romas Kukalis 

b. Ren Unleashed
MELE - R
Resource Short-event :: r 
Playable on Ren the Ringwraith (as your Ringwraith). All characters at the same site as Ren must make a corruption check modified by -2. 
Art by Alan Gutierrez 

Ren the Unclean is one of the more vicious of the Nazgul permanent-events, with his ability to force corruption checks upon every character in the game. He gets a run in many decks and only Uvatha the Horseman turns up more often. I'm not sure if Ren the Ringwraith will appear with equal regularity, but he possesses a special ability and an Unleashed short-event that make him an excellent consideration for certain resource and hazard strategies. 

First, a look at Ren's stats. They are reasonable at 8/10, a low prowess and a high body. His direct influence is 4, allowing him to control many of the decent mid-range characters, like Ufthak. Even though he is a Diplomat, his changes little in Heralded Lord mode, increasing to 5 overall. In Fell Rider mode he becomes quite the warrior with 12 prowess. Odd, considering that he is not a Warrior. 

He has the two skills considered least useful in regular characters, Sage and Diplomat. However, the normal assumptions do not apply to Ringwraiths. Having them sit in a Darkhaven to heighten the hand size, test rings or use special abilities is a valid strategy, and means that Warrior, Scout and Ranger are seldom required. Sage, on the other hand, enables Ren to play the important Voices of Malice card. 

Ren can use two types of magic, the equal of Indur and the Witch-King and only bettered by the master mage himself, Akhorahil. Ren's magics are Shadow and Sorcery, so he has access to most of the powerful cards, A Malady Without Healing, Freeze the Flesh, Gold Chains in the Wind, Veils of Shadow and Some Secret Art of Flame (which is better than any Warrior card). 

Ren's real strength is his special ability and his Unleashed card. If at a Darkhaven, he can alleviate the burden of corruption from one of his companies. Unfortunately, the +2 does not help character's bearing un-tested Gold Ring Items, as the corruption check forced by these is at the end of the untap phase, before Ren can come to their aid. No matter, there are more items than these. 

The strategy would appear to be to have just the one company whose goal is to gather major and greater items, with Ren back at the Ranch willing his minions not to stray from Sauron's path. Tapping Ren each turn allows a character to have up to 6 CP and still require snake-eyes to visit the discard pile. The worst characters with 5 CP (say, the High Helm and Mithril-Coat - ouch, that's nasty) can expect is to tap. This is restrictive, as Ren cannot also gallivant around to other sites find neat stuff, summoning war hosts or frustrating the opponent. However, he can still be used as a card generator, moving between Darkhavens each turn (even tapped the Ringwraiths fear little, and he can still use magics to defend himself). 

The other Ren strategy comes from the Ren Unleashed card. This forces corruption checks upon all characters at the same site as Ren. Nice. But the checks are at -2. Evil. With an opponent playing with minion companies, this may not be overly destructive. 

But pit Ren against a Wizard opponent and he really is unleashed. Forcing corruption checks at -2 poses a real threat even to characters with one Lure or a major item. Both of these and a six or lower sends our hero packing. As a Wizard, unless I was following a faction or mission strategy, the site of Ren on the table would be cause for serious concern. 

There is no one best Ringwraith and there are no Ringwraith failures. Each has its place in supporting a particular strategy for victory. Ren's best terrain is as clearly marked as that of any Ringwraith. 

Ghan-buri-Ghan 

Middle-earth Card of the Day #560
Hoarmurath the Ringwraith & Hoarmurath Unleashed

a. Hoarmurath the Ringwraith
MELE - F1
Ringwraith character :: 3 DI :: 8/9 :: Home Site: any site in Udun 
Unique. Manifestation of Hoarmurath of Dir. Can Use Sorcery. -1 direct influence in Heralded Lord mode, +2 prowess in Fell Rider mode. As your Ringwraith, if at a Darkhaven, you may keep one more card in your hand. 
Art by Omar Rayyan 

b. Hoarmurath Unleashed
MELE - R
Resource short-event :: r
Playable on Hoarmurath the Ringwraith (as your Ringwraith). Cancel and attack against any one of your companies. 
Art by Steven F. Schwartz 

When we consider Hoarmurath, he seems to be the great generalist among the Ringwraiths, and an odd mix indeed. He's a sage, but can only use Sorcery. Eleven prowess in Fell Rider mode, but he is not a warrior. And a respectable 7DI in Heralded Lord mode, but no Diplomat is he. Hoarmurath possesses both the Scout and Ranger skills, and yet his special ability would have him confined to Darkhavens. 

Most of the Nine have very targeted abilities (such as The Witch-King's penchant for faction strategies), but not Hoarmurath. For the deck which seeks to do a little of everything (some items, two factions, one or two allies, perhaps even a mission thrown in), then Hoarmurath offers the best support. 

Firstly, he keeps the hand at nine cards, a fine ability with a proud tradition in levering decks to victory. His Sage skill makes him an excellent support with Voices of Malice. He has the prowess to face a Dragon on his own, should he choose to gather items himself. The skills to find A Nice Place To Hide or procure a Ruse should he chance upon a wrathful Elf-lord. 

And he is one of only three Ringwraiths who is not confounded by a River. Yes, he is still tapped, but he has the option to play The Ring Leaves His Mark and be effective in the site phase; in which he will do a far better job at mustering factions than any character save The Witch-King. So, whether he remains dormant under a Bade to Rule and increases your hand size, or travels the land to gather ancient artifacts and mighty hosts, he is a powerful and versatile character. 

Which does not even begin to consider what he can do when he gets all worked-up. Unleash Hoarmurath and his mighty will can turn the blade of a hero from the Withered Heath to the Enedwaith. Hoarmurath Unleashed cancels an attack against any of your companies, covert or overt. And Hoarmurath can be anywhere in Middle Earth, untapped, tapped or wounded. Doubting my memory, I have had to go back and reread this card many times. 

This is the best of the Unleashed cards, the finest attack canceller. Combine three of these in a deck with three A Nice Place to Hide and three Ruse and a party consisting of just one Scout and one Diplomat will have little to fear. A two hazard limit, nine cards in hand and nine outright cancellers makes for unprecedented security. 

There is one built-in balance, at least for tournament play. Seeing as it is so powerful, it will fall prey to the same problems as basing a deck around Aragorn - others will be playing this Ringwraith too and you might just find yourself stuck with six dead cards and no Ringwraith for the whole game. 

Nonetheless, Hoarmurath is a worthy Ringwraith, made extremely potent by his Unleashed card. I for one would take the risk. 

Ghan-buri-Ghan 

Reader Comments

Findegil: Either the spoiler or the refence to him having 7 DI as a Heralded Lord is wrong. My money's on the spoiler (being wrong, that is) 

Middle-earth Card of the Day #561
Ruse

Ruse
MELE - R
Hazard Short-event
Diplomat only. Scout only. Playable on an untapped diplomat in a covert company facing an attack. Tap the diplomat. The attack is cancelled. Alternatively, playable on a scout facing an attack. No strikes of the attack may be assigned to the scout.
Erratum: If Ruse is played by a scout who is the only character in the company, the attack has no effect. If there is a creature card it is discarded. The attack is considered faced but not cancelled.
Art by Hannibal King 

An Elf-lord stopped to chat with Ohtar and Gimli one day while making a trip from Lorien to Edhellond. He related to us some of the tactics he had witnessed the Dark Lord's minions employ to avoid combat. The most memorable example of these tactics was noticed in trying to track down for Mithrandir that little decrepit sneak, Gollum. 

Does it likes nasty trickses, my precious? 

Then it must like . . . Ruse 

A very handy cancel card, Ruse has several advantages for a minion player. It's playable on both diplomats and scouts, which covers just over half of all the minion characters, including The Mouth, The Lieutenant of Angmar, the many orc scout characters, and several characters with home sites where rings can be played. In the latter case, a company with relatively weak characters (as all too many of the minions are), can waltz over to, say Lond Galen, and have a diplomat use Ruse to cancel the auto-attack. 

However, the great power of Ruse lies in its use by scouts, who do not have to tap to use it, and may use it if they are tapped. In a large party, use Ruse to protect the scout who is needed to play an item, or use another of his skills for, say, Secrets of Their Forging. In a small party, let the big guy take all the strikes, and beat the creature (maybe for marshalling points, or along with a Remnant of Old Robberies). Using Ruse lets the scout remain untapped and doesn't let the attack succeed just because of his small prowess. 

I believe its most potent manifestation is on a party with a single scout character, for example, the Lieutenant of Angmar. Angie (as his friends used to call him until he ate them) is a scout, and with a Ruse he can saunter over to the Lonely Mountain and take The Mithril Coat without having to face Smaug's auto-attack (see the errata above). Unfortunately, in a recent tourney I was not permitted to use Ruse to cancel a strike from my opponent during a company-to-company combat initiated during my turn ("it's not an attack"). Still, it's one of the most powerful cards in Lidless Eye, and made even more powerful because you can have three in your deck. One last thing: the errata states that the attack is faced, but not cancelled. This would be a big advantage in a hero deck, but its applicability in a minion deck is less clear so far. 

Ruse stacks up quite well against hero cancellation cards, most of which require a tap (Concealment or Stealth), or if not, only affect one race (Halfing Stealth). Ruse is very versatile, powerful, and there can be three in a deck -- and that translates into a card that will be seen regularly. 

The Elf-lord 

Findegil: On top of everything else, Ruse lets you get around the horrific uncancellable, 24 prowess, auto-beats-body-check (you heard me!) auto-attack at the Balrog version of Barad-Dûr without needing a sacrificial lamb - providing your scout's alone in the company. Probably pointless, but major style marks when your Great Shadow'ed Balrog emerges from the Under-Courts and kills that Orc Chieftain squatting at Barad-Dûr with three factions. 

Middle-earth Card of the Day #562
Elerina

Elerina
MEDM - R
Scout/Sage/Diplomat Man :: 8 mind :: 3 d.i. :: 5/9
Unique. Agent. Can use shadow-magic and spirit-magic. Agent only: may tap for an extra strike.
Home Site: Carn Dum, Mount Gram
Art by Christina Wald 

Elerina ... She was the first agent I ever saw. It was love at first sight, really--nothing I could completely explain or account for, but something about the way her hand rested gently on a book of ancient and forgotten lore and the way a twist of her raven-black hair escaped from the loose white cloth wrapped around her head captivated me. I know it's wrong--she's evil, after all. She lives in the northern wastes among foul and corrupt creatures. Does she foresee all of our doom from her eldritch observatory? Does she even see me, here, thinking of her. One can dream, one can dream . . . 

Elerina finds herself in far more of my decks than I can ever account for rationally, it's true. But there ARE some very good reasons, as well. 

She enjoyed a relatively long and distinguished career as an agent hazard before it even became possible to play her as a character, so why don't we start there. Her high mind means that she gobbles up almost a quarter of your 36-mind quota for agents in a deck. But for it, you get an agent who can perform a number of tasks admirably. As a scout, she can take advantage of Sudden Fury, a wonderful card whose praises have been extolled elsewhere. At 5/9 she's MUCH more powerful than the vast majority of the scout agents. And, to complement this, one of her additional special abilities is to tap for an extra strike. 

So she's always going to be able to make a good showing in combat, and with 9 body, she's hard to kill. Her Sage ability has no real applicability to her as an agent. But she IS a diplomat, which opens up the whole world of agent influence. And with three direct influence, she can pack quite a big punch. Unfortunately, her home sites don't overlap with any hero factions (except, looking ahead, Angmarim from MEAS), so she'll never be able to generate the devastating influence modifiers of someone like Firiel or Wormtongue. 

She can use shadow-magic and spirit-magic, which, in terms of agent hazards, allows her to play Shadow Out of the Dark. That's a card with an amazingly cool concept which is, unfortunately, too difficult to play and not powerful enough. I've tried to make Elerina/Firiel/SOotD decks, I really have. I'd love to hear from someone who's succeeded. Finally, her home sites are packed way up north, and are both in the same region, so it's a little difficult to get her moving really quickly. 

She's not a great agent, but not a bad one, all told. Her scout trait, in tandem with her special ability, is what's best about her. The other stuff is nice, if a little more difficult to take advantage of. But when we start to look at her now as a character, all those less-useful abilities suddenly come into focus, and we realize that she's a highly versatile, powerful lady. 

The 8 mind still eats from the agent-quota, but that's not near as much of an issue if you're not planning on playing those agents as hazards. The problem with playing agents as characters is that, since you can't start with them, you can't assume that you're going to get any one of them at a given time. What you can do is place 2 or 3 or 4 agents in your deck, all with same general characteristics that you're looking for, and be reasonably sure of getting one of them into play early on. 

Carn Dum as a home site is actually a lot nicer than it may seem at first glance. It's a Darkhaven, so it's more likely that she'll be able to join a company that's already there. More importantly, non-Orc non-Troll characters are not normally allowed to come into play at Carn Dum--she's one of the very few covert folks who can plop into play within immediate shooting distance of places like Bag End and Cameth Brin. 

And, as a diplomat with 3 direct influence, she's really, really good at recruiting factions. With 5 prowess, she has a decent chance to slide by the detainment attacks at Cameth Brin, and, with a Crooked Promptings, has a very good chance of recruiting the Hillmen. 

Or the Dunlendings. Or the Beornings. If she's travelling alone, she's a prime candidate for using Ruse to slide past attacks. With 5 prowess, too, if she gets into a pinch has has to face some non-detainment attacks, she ain't bad. Even if she gets wounded, she's likely to live. 

And we haven't even mentioned yet the fact that, on top of all this, she's a sage, and a magic-using sage, who can use both shadow-magic AND spirit-magic. The number of possibilities that opens up is downright dizzying. She can travel the land in a cloud of shadow, summoning spooky things to defend her and speaking words of menace and deceit. And all this for only 8 mind! It makes me wish I could guarantee her a spot in a starting company, but that is not to be. 

The sad truth is that any given deck is probably not going to be able to take advantage of all the powers that Elerina has to offer. As for me, my heart will always have 8 unused general influence when she's not around. 

Gimli 

Middle-earth Card of the Day #563
Of Awakened Plants and their Guardians, the Shepherds of the Trees (Parto One)

Ents in Search of Ent-wives (EiSotE), also known as Ents desperately seeking a date, are at 14/8 quite something; hard to overcome and their body makes it very difficult for minions to collect the measly 1 MP. 

It is unfortunate that they and the other awakened plants must wait for future sets to achieve their full potential. EiSotE, Huorn and Old Man Willow are currently the only examples of awakened plants. You cannot build a hazard strategy around them, instead you can use them to supplement other strategies. 

Their limitation to one strike, even at respectable prowess, is disappointing. How many times when camping did I get whipped in the face by unseen branches? Worse, how about the pine sap that gets in your hair and on your clothes in and on your weapons and armour? 

"Hundreds of Butterflies" and "15 Birds in 5 Fir Trees" should require a saving throw against tree sap, else each character and each item must be or remain tapped for two turns. Still, these three hazard creatures can be played across much of Middle Earth. 

These three awakened plants are worthy of inclusion in your deck in terms of versatility. They can be played in most of the trafficked areas in Middle Earth. 

Huorns can be played at: 

[1] Sites: Keyable to Druadan Forest, Old Forest, and Wellinghall; OR 

[2] Regions: Keyable to Heart of Mirkwood, Southern Mirkwood, Western Mirkwood and Woodland Realm; and may also be played at Ruins & Lairs and Shadow-holds in these regions; OR 

[3] Regions: Keyable to one wilderness.I find it most odd that they cannot be keyed to Gap of Isen and to Isengard, considering their role in Isengard: eradicating orcs and cleaning up Orthanc. 

Yes, you can use Gloom or Fell Winter's second ability in conjunction with Doors of Night, but this is contrary to the sense of play. Fog is the only resource that approximates the environment and game aspects of what took place in the book. Similarly, they should be explicitly playable at Fangorn, even if the region type is changed through a mechanism of the game. 

Where can Huorns not be played? 

Places where men or orcs have inhabited for a considerable length of time. Basically, you can play Huorns everywhere but in the North (due to the Angmarim and Orcs of Gundabad), in the Southeast (due to inhospitable conditions, orcs, or pollution) and in the South Central Middle Earth (due to men and dunedain). 

Old Man Willow can be played at: 

[1] Sites: Playable at Old Forest and Druadan Forest; OR 

[2] Keyable to Fangorn, Heart of Mirkwood, Southern Mirkwood, and Western Mirkwood, and may be played at Ruins & Lairs, Shadow-holds and Dark-holds in these regions; OR 

[3] Keyable to double wildernesses. 

Ents in Search of Ent-wives can be played at: 

[1] Regions: double wildernesses, border-lands, free-domains; AND 

[2] Regions: Shadow-lands IF Doors of Night are NOT in play. 

Not keyable to Fangorn and Wellinghall? OK, I grant you that they are searching for their Ent-wives, but still... Note, you can change the region type first with environment cards, then play the Ents in Search of Ent-wives. YES, the forest retakes Angmar and Gundabad! 

So, you want to flesh out a hazard strategy that leaves certain areas under represented? Perhaps you are playing in a sealed deck tournament. For either of these reasons, awakened plants should seriously be considered for inclusion in your deck. 

a. Ent in Search of Entwives
MELE - U
Hazard Creature :: 1* MP :: 14/8 :: Keyable: ww b f
Awakened Plant. One strike (detainment against covert and hero companies). 
If Doors of Night is not in play, may also be played keyed to Shadow-lands. 

b. Huorn
METW - C
Hazard Creature :: CA1
1 MP :: 10/- :: Keyable: w
Awakened Plant. One strike. May also be played at Druadan Forest, Old Forest, and Wellinghall. May also be played keyed to Heart of Mirkwood, Southern Mirkwood, Western Mirkwood, and Woodland Realm; and may also be played at Ruins & Lairs in these regions. 
Art by April Lee. 

c. huorn
MELE - C
Hazard Creature :: 1 MP :: 10/- :: Keyable: w
Awakened Plant. One strike. May also be played at Druadan Forest, Old Forest, and Wellinghall. May also be played keyed to Heart of Mirkwood, Southern Mirkwood, Western Mirkwood, and Woodland Realm; and may also be played at Ruins & Lairs and Shadow-holds in these regions. 

d. old man willow
METW - U
Hazard Creature :: 1 MP :: 13/- :: Keyable: ww
Awakened Plant. One strike. 15 prowess against Hobbits. May also be played keyed to Fangorn, Heart of Mirkwood, Southern Mirkwood, and Western Mirkwood; and may also be played at Ruins & Lairs, Shadow-holds, and Dark-holds in these regions. Also playable at Old Forest and Druadan Forest. 
Two Wildernesses in site path are required.
Art by Angus McBride. 

Kelvar and Olvar are like Fauna and Flora, respective Animal and Plant. Silmarillion (Ballantyne paperback ed.) pp 43 - 45. 

Ohtar 

Middle-earth Card of the Day #565
Of Awakened Plants and their Guardians, the Shepherds of the Trees (Part Two)

The Ents go marching one by one. Hurrah! Hurrah! ... The Ents go marching three by three. Hurrah! Hurrah! The Ents go marching three by three. Look! They're being followed by many a tree. And the Ents go marching down... (sung to the tune of the children's ditty). 

Yavanna created the Shepherds of the Trees to watch over her most beloved creations, trees, knowing that they would be afflicted by the other inhabitants of Arda. Their mandate was to protect the 'olvar' and meet out justice to those who afflicted plant life. However, their mandate was for a limited time, "For a time: while the Firstborn are in their power, and while the Secondborn are young." Silmarillion (Ballantyne paperback ed.) p 44. 

By the time of the Third Age, their territory had shrunk considerably. Of the Ent allies, only Quickbeam feels free enough to roam the whole land. Only he is likely out of the named Ents to find an Ent-wife, if they still reside in Middle Earth. 

OK, OK. Enough of the philosophizing and on with card analyses. Wellinghall is a fine place to visit, as long as you don't get mugged on the way. Among the standard riff-raff, watch out for the Huorns. Once there, you have a choice of MP boosting options: either play one or more of the Ent allies, or influence the faction to your side, plus have the option of boosting your company's prowess without corruption or maximum prowess limit. 

You can influence the Ents of Fangorn to your wizard's side, have the company quaff some ent-draughts, tap a sage, play Fireworks, bring Treebeard to your side, have your sage chew some Cram or Waybread, tap the sage again, play another Fireworks, bring Quickbeam to your side, and so on. 

Oh, you don't have that many Fireworks in your hand? If your Wizard has his staff with him, grab back those Fireworks at the end-of-turn phase. You could always use Durin's Ring, but that would be acting out of character. . The objective here is to get all four of the Ent allies in your company, the faction Ents of Fangorn, AND play all three Ent-draughts (preferably all on Glorfindel who is wielding Aiglos.) Is this a tournament winning strategy? No, but it is fun and develops a very cool theme. 

ents - faction 

Only Frodo, Bilbo, Merry or Pippin plus a horn of Anor or a wizard are reasonably secure in their effort to recruit the Ents, who require greater than a nine (9) to join your side. The named hobbits will fail only if they roll snake-eyes. The elf-rulers (Cirdan, Elrond and Galadriel) with a horn of Anor or the abovenamed hobbits without the horn are playing with luck, requiring four or better and five or better, respectively. Everyone else is fighting the odds. 

ents - allies 

All Ent allies have a mind of 3 and are worth 2 MPs. All Ent allies have a blind spot; they allow auto-attacks and hazard creatures keyed to a site to pass under their limbs unhindered. This means that they won't be available to physically defend the company if the company enters a site or stays at a site for a successive turn. However, their prowess or special abilities are available without tying up influence points. The CRF notes that Ent allies that may not be attacked by certain attacks may still tap to give +1 prowess to characters facing such attacks, but no player may assign strikes from such attacks to that ally. Also, Ent allies can be attacked by rescue attacks. 

a. Ents of Fangorn
METW - F1
Faction :: 3 MP
Unique. Playable at Wellinghall if the influence check is greater than 9. Standard Modifications: Hobbits (+4). 
Art by Lori Deitrick. 

b. quickbeam
METW - U
MI 3 :: 6/9
Unique. Playable at Wellinghall. May not be attacked by automatic-attacks or hazards keyed to his site. 
Art by Gail McIntosh. 

For the performance oriented players, Quickbeam can tag along with your company where ever it goes, including under-deeps. 6/9 for zero required influence is great, as he is the equal of Celeborn, Aragorn and the wizards in prowess and body. He, like all other far ranging allies, is subject to the (ill) effects of Reluctant Final Parting. 

c. treebeard
METW - U
Sage Ally :: 2 MP :: MI 3 :: 8/9
Unique. Playable at Wellinghall. May not be attacked by automatic-attacks or hazards keyed to his site. Discard Treebeard if his company moves to a site that is not in: Fangorn, Rohan, Gap of Isen, Wold & Foothills, Enedhwaith, Old Pukel-land, Brown Lands, Anduin Vales, or Redhorn Gate.
Art by Angus McBride. 

This is one of the two sage allies for wizards (the other being ol' master of wood, water and hill, Tom Bombadil). As sage allies, both he and Tom are unbothered by corruption; making them excellent foci for sage skill cards. He feels keenly his stewardship, so he never wanders too far from Wellinghall. He is only discomfited by Reluctant Final Parting when in Enedwaith and Old Pukel-land. 

d. skinbark
METW - R
Ally :: 2 MP :: MI 3 :: 10/9
Unique. Playable at Wellinghall. May not be attacked by automatic-attacks or hazards keyed to his site. Discard Skinbark if his company moves to a site that is not in: Fangorn, Rohan, Gap of Isen, Wold & Foothills, Anduin Vales, or Redhorn Gap.
Art by Gail McIntosh. 

He has the highest prowess of any Ent (10) and the second highest natural prowess of any hero character or ally. On the other hand, he has THE most restricted area of activity, a result of getting mugged once too often by wanton orcs. The silver lining in this cloud is that by being so restricted, he is immune to Reluctant Final Parting. 

e. leaflock
METW - U
Ally :: 2 MP :: MI 3 :: 5/8 :: Home Site: Wellinghall
Unique. Playable at Wellinghall. Tap to cancel the effects of one hazard that targets his company. May not be attacked by automatic-attacks or hazards keyed to his site. Discard Leaflock if his company moves to a site that is not in: Fangorn, Rohan, Gap of Isen, Wold & Foothills, Enedhwaith, Old Pukel-land, Brown Lands, Anduin Vales, or Redhorn Gate.
Art by Gail McIntosh. 

He is the least combat able of the Ents at 5/8, though no slouch. In compensation, he has an ability _similar_ to Tom Bombadil's; Leaflock may tap to cancel the effects of one hazard that targets _his_ company. His limited area of travel is the same as Treebeard's. However, with his ability, he can greatly aid a company travelling to Moria or one of the four major items sites or one of the two info sites, etc., removing many of the hazards that often afflict a company along the way. He is only discomfited by Reluctant Final Parting when in Enedhwaith and Old Pukel-land. 

f. ent-draughts 

Two ent-draughts is about the best I have been able to play in addition to bringing Quickbeam in within one round. I prefer to play the ent-draughts on high prowess characters rather than on hobbits, as Elrond and Beorn become a permanent 8/9 with a single draught, and Glorfindel becomes a mighty permanent 9/9. This is with zero corruption! Should you somehow get three on one character, Glorfindel soars to a zero corruption bare fisted 11/9! 

So, to conclude this evening's ent-ertainment, choose an ent who complements your deck design or add the faction, then have a few characters quaff down the local brew and now you are ready to party. 

g. wellinghall
METW - F1 
Site :: Free-hold :: F1
Site Path from nearest Haven: w w :: Both players draw one card.
Art by Angus McBride. 

Ohtar 

Middle-earth Card of the Day #566
So You've Come Back

So You've Come Back
MELE - U 
Hazard Permanent-event
Playable on a character of 5 mind or less. The mind of each non-follower, non-Wizard, non-Ringwraith character in his company increases by one. Discard this card during the organisation phase if target character is in a company by himself and at Darkhaven. Cannot be duplicated on a given company.
Art by Steven Cavallo. 

Tired of trying to dump corruption and creatures on that powerful, skill balanced company that has rangers for your rivers, scouts to avoid your worst monsters and enough brawn to gather in MP's and trophies from the rest? 

It has come down to us as a Roman tactic, but it is as old as politics itself - divide and conquer. 

So You've Come Back suggests that one of the company is irritating, argumentative, self-righteous or simply smells awful. Either way, the rest of the company wants him or her to leave, post haste, and in order to keep them as a functioning unit your Ringwraith or Wizard is going to have to exert a lot more influence. This is bound to play havoc with large parties, pushing the GI drain up two or three more points. In a best-case scenario (depending on your point of view) it will force the discard of a character in the next organisation phase to get the GI total below twenty, assuming the company is not at a (Dark)haven. This scenario will certainly occur, but not often enough for So You've Come Back to earn a place in the deck. 

However, there are other scenarios. The only way to get rid of this hazard (short of Voices of Malice or Marvels Told) is for the target character to leave the party at a Darkhaven. This isn't such a big deal; presumably the character can simply rejoin the same phase, as there is no limit to the number of times you can rearrange companies at a haven. But what it does do is to force the discard of certain cards. Some of the palantiri, should the numbers drop below a certain point but more importantly, Fellowship, and its MELE equivalent, Swarm of Bats. Short of killing or corrupting someone in one of these companies, causing a dangerous GI drain with So You've Come Back might more easily achieve this goal. 

A third scenario is a combination with Call of Home, and I give credit to Kevin Barrett for this nasty, nifty application. So You've Come Back may not push the mind level over 20, but it may lift it to a point where Call of Home and a number of other hazards, like Muster Disperses, are given a far better chance of success. Lessening that addition to the die roll for spare GI by even a point could make all the difference. If your opponent would have to roll a 9 to avoid the Call, just one extra mind from So... halves the chance your opponent's character won't listen. 

So does this hazard make the cut? Well, for a deck which leans heavily on hazards like Call of Home, News of Doom, Muster Disperses et al, there is a place for one or two. For other decks, it is a classic sideboard card - the right answer for the right situation. 

Ghan-buri-Ghan 

Reader Comments

Findegil: Minor correction: The Palantíri (Amon Sûl and Osgiliath) are only discarded if the company moves while too small. 

Middle-earth Card of the Day #567
Roac the Raven

Roac the Raven
METW - R 
Diplomat Ally :: -3/8 :: 1 MI :: 1 MP
Unique. Playable at any site in Northern Rhovanion. Tap and discard to attempt to bring any faction into play -- treat this influence check as though it were made by a diplomat.
Erratum: Replace "no modifications to the influence check are required." with "treat this influence check as if it was made by a diplomat." {Applicable to Limited edition.}
CRF Notes: #1 His special ability may only be used during the site phase. #2 He can make the attempt by himself. #3 Using this ally to make an influence attempt does not tap a site, and may be done if his company is at a tapped site. 
Art by Mark Poole. 

Chief of the Great Ravens of Erebor, Roac is the one and only Diplomat Ally for heros. He is easy to bring into play, has a good body (especially if you are a single female raven), and a special ability which is useful anywhere in Middle Earth. 

Ease of Play:
Any site in Northern Rhovanion means exactly that. In addition to the obvious sites of Dale, Lake Town, The Lonely Mountain, you can play Refuge. You might need a Refuge after getting mauled at the lonely mountain; so, discard an elf from your hand (you probably are out of GI points anyways), play Refuge, travel there, tap it to bring Ro„c into the company, heal at the beginning of the next turn and then off you go to recruit factions. Of course there are other ways of maximizing your visit to Northern Rhovanion while adding Roac to your company. 

Stats:
His stats reflect his age and diplomatic status: -3/8. He would rather negotiate than fight. His reasonably high body reflects how difficult it is to hit a flying target of his size, and the rugged nature of ravens. His one mind means you can likely play him via Here, There or Yonder after breaking and entering at the Lonely Mountain (or the White Towers, for that matter). Most of the time, you won't be travelling into other Haven's vicinities, so Reluctant Final Parting is no big threat. 

Special Ability #1:
Diplomat Ally. If you are running a lean and mean company, with a single character who has diplomatic skills, or even no diplomats in the group (by intention or by death), Roac fills the bill admirably. With his abilty, you have one more way of playing Persuasive Words, New and Old Friendship, Lordly Presence, Pledge of Conduct, Token of Goodwill, and Hour of Need. He is immune to Foolish Words. WARNING. Because he is a diplomat, he could be targeted with Gnaw with Words. 

Special Ability #2:
Tap and discard to play ANY FACTION. Send Roac south to influence the Southrons; Roac has no negative modifiers and can utter Persuasive Words and exhibit a Lordly Presence. One MP for 5 nets you four without the long travel to nowhere's-ville, and also avoids all the nastiness of travel to such a parched area of Middle Earth. Or, avoid dragons ahunt and summon the Iron Hill Dwarves while sitting in Lorien trying to figure out how to pack all the goodies Galadriel has bestown upon your company. 

In short, Roac is a worthwhile addition to most any faction deck. Unfortunately, he is rarely seen. 

Ohtar 

Middle-earth Card of the Day #568
The Ring Leaves Its Mark

The Ring Leaves Its Mark 
MELE - C
Short-event 
Bring one Black Rider, Fell Rider, or Heralded Lord card from your sideboard or discard pile into your play deck and reshuffle. Alternatively, playable on your tapped Ringwraith. Make a roll (draw a #) - if the result is greater than 6, untap your Ringwraith. 
Art by Daniel Horne 

This is one of those great flex-cards that are hard to leave out of decks. If you're going to be moving your Ringwraith around, there are a lot of reasons to use it. Not only does it help you out a little with keeping the mode cards ready-at-hand, it's an easy, if risky, way to untap your Ringwraith. 

Its cycling ability is, admittedly, rather limited. Weigh All Things to a Nicety could do the exact same thing, not just with mode cards, but with any resource. By putting some of these into your deck instead of Niceties, you're banking on the fact that it's those selfsame mode cards that you'd probably be wanting to recycle anyway. This isn't unreasonable - not because you'll want to play your Fell Rider cards more than a couple times in a game, but because they have to be there at the right time. Three Fell Riders, three Ringwraiths - the chances are decent that you'll get one of each soon enough that it won't screw you up completely. Then again, you could very easily get two mode cards in the first draw, with no Ringwraiths to look forward to until the game's half done. If you draw The Ring Leaves Its Mark at some point in this wasteland, it can help. 

But it can ALSO help when your Ringwraith is in play. Ah, flexibility. You can at least rest assured that this card won't ever NOT be useful. Not exactly true - if you get the modes and Ringwraiths in the right order, and if your opponent isn't able to play any hazards that can tap your Ringwraith, then you won't need this card. But if that's the case, then I'd say you have precious little to complain about. 

Having said these things, I now have to admit - I don't think I'm going to be using this card as much in the future as I have been. Two reasons. First, and most annoying, is the die roll associated with untapping your Ringwraith. It's true that if the untapping was automatic, the card would be a little too powerful. Even just a one number drop (i.e., success on >5) would have made the ability more palatable. But greater than 6? Sure, it's better than even odds, but it's nothing close to a guarantee. The chances of failing are the same as failing a corruption check when you're sitting on 6 CPs - and we all know that if you're sitting on 6 CPs, you are SCARED of that corruption check. I've been frustrated too often with the die rolls for this card, and it's soured me somewhat. Bad luck aside, it crimps strategy to not be able to bank on something. "What do I discard - well, IF Dwar untaps, I'll need both these items, one for this turn and one for next. But if he fails, that's another turn, and I might as well discard this second item . . ." Enough stuff in this game is cast on the winds of fate as it is. 

Second reason why I don't think I'll be using this card as much - with the release of Against the Shadow (the cards are in stores, though I haven't got mine yet), there are other ways to achieve mobility for Ringwraiths. Instead of Black Rider, Ringwraiths can use the Black Horse allies. In addition to Fell Riders, they can shoot for Creature of an Older World. This won't eliminate the usefulness of the mode cards - there's still no substitute for Heralded Lord - but it will reduce their appearances a little. The mode allies don't go away like the mode events do when your Ringwraith returns to a Darkhaven, and that's a BIG plus. And neither of the abilities on The Ring Leaves Its Mark can stand all by themselves. 

Mind you, it's still a find card. Only time will tell whether in the future it'll still be as popular as it was in those early days of MELE. 

Gimli 

Middle-earth Card of the Day #569
Elf-lord Revealed in Wrath

Elf-lord Revealed in Wrath
MELE - R 
Hazard creature :: 3* MP :: 15/9 :: Keyable to: ww
Elf. One strike (detainment against hero companies). +4 prowess vs. Ringwraiths.
If Doors of Night is not in play, may also be played keyed to Shadow-lands.
Art by Mathew Innis. 

The Nazgul are Sauron's mightiest servants, but even the power of one of the Nine may not be enough to stand against that of an Elf-lord Revealed in Wrath because he ranks very close to the top as powerful creatures go. It's about as strong as a Nazgul, without the special event ability and multitude of helper cards, but far more playable. Dragons are even stronger, but even after throwing in Doors of Night, Dragon's Desolation, Rumor of Wealth, even Fever of Unrest; they still aren't much more playable with all this aid than the Elf-lord is all alone. Double wilderness is not particularly difficult playability for such a powerful creature. Furthermore, like several other creatures in Lidless Eye, its playability improves when Doors of Night is not in play (another good reason to include Twilight - as if you needed more ;-)). In this situation, it also belongs to that small group of creatures that can attack normally in Shadow-lands, which is a very great advantage against minions. 

The Elf-lord stands head and shoulders above the Giant (well... figuratively, anyway :-)), which seems to be the most natural creature to compare it with. It has the same or potentially better playability, +2 prowess, a body of 9 compared to none, and, most of all, becomes a tremendous 19/9 against Ringwraiths. This gives you one of the best opportunities to wound or hopefully kill your opponent's Ringwraith, something that is rather harder to do than kill a Wizard, since Ringwraiths sit still in Darkhavens most of the time, have higher prowess (although they can't use weapons) and often higher body, and are immune to corruption. 

With Doors of Night out of play, the Elf-lord can hit any company moving out of Carn Dum or Minas Morgul, while most sites around Dol Guldur will include either a Shadow-land (Dagorlad and Horse Plains) or double wilderness (in the north-east). Even the Lieutenants, with their prowess of 7 or 8, will need 8 or 7 just to tie the Elf-lord. And although those 3 kill MPs that also count against your total (*) look very tempting, you first have to beat a body of 9 - without even Eowyn and sisters to help you out. Even as a detainment attack against heroes the Elf-lord isn't too bad, although in this case you'd most probably be better off with a Giant. Against Ringwraiths, as I have said, the extra prowess boost makes it second to none. Bringing out the Giant again, the weakest Ringwraith (Hoarmurath or Uvatha as Heralded Lord) need 7+ to avoid wounding when tapping with prowess 6. This is the same as the most powerful Ringwraith (The Witch-king or three others as Fell Rider - prowess 12) will need against the Elf-lord. And even if you don't kill him, you can slow him up a few turns and make more vulnerable to other attacks. And if he's collected any items or permanent-events, killing his steed (body check of 7 or 8) will get rid of those by sending him back to hand. Although the noble lords of Elven-kind rarely reveal their fury, when they do they can cause even the most stalwart of foes to flee, and their aid in the struggle against Sauron's evil servants will most likely be invaluable if you can obtain it. [ See CotD # 525 for methods of enhancement.] 

Findegil 

Middle-earth Card of the Day #570
Against the Shadow (Part One)

A HERO'S INITIAL PERSPECTIVE
General impression: Woo wee! This is a promising addition to the mix. MEAS does in no way simplify the game. On the contrary, Against the Shadow increases the interaction and compounds the possibilities of objectives. It would seem that ICE has heard the complaints about the poor multi-player aspects and the lack of bloodshed between players and has responded, at least in part. I find troubling the access minions have to Elf- havens; this seems to run contrary to Tolkien's portrayal. Be that as it may, on to more specific impressions. 

Farmer Maggot, your presence was sought by many a player of MECCG. Thank you for taking time from your mushroom patch to join us. This is likely to be the most sought after R1 based on the clamor from players; not necessarily because of his special ability, but of his coolness factor. 

With MEAS, Heroes and wizards are much more interactive and combat ready for those nasty minions. A wizard in Maia form can affect the whole of Middle Earth as a permanent-event, and as a hazard creature can attack minions who are foolish enough to trample through the Maia's home turf. Also in their guise as hazard creature, they provide a speed bump to hero decks; stopping companies of heroes passing by for the latest news. The noted combo is when Dwarven Traders pass info back to the Maiar; the Maiar have additional keyable possibilities. Only three new items have been added for our heros: a special item, a major and a minor item. Until now, the only reason I would go to Barad-dur (besides a death-wish) was to attempt the Fate of the Ithil-stone mission. Now, I can run in there, grab the Ithil-stone itself, and beat a hasty retreat back to the nearest haven to store the thing. I wonder if it is possible to bring off FotIS AND reclaim the Ithil-stone at the same time. I will let you know in a future review (after playtesting.) The major item is only the second bow to appear in MECCG, and like the Bow of Dragon-horn, this bow is a specialist's weapon. The minor item is a bauble that is like a re-usable morsel of Cram, but its effect fails half the time. 

Players who love to marshall factions will have some new faces to seek out. Six (6) additional peoples are now taking visitors and in the case of some, bribes. Rivendell now has four factions reachable by Old Road. The number of Wose factions is now boosted to three. Mankind has four added to the list. And the petty-dwarves are available to the first company to pay them court. Alliance of the Free Peoples gets you more for your efforts, as long as a representative from each race is in play. I personally feel that the card should be discarded only if there is no longer at least one elf, dwarf, and dunedain/man faction in play. 

If you like to thwart your Ringwraith opponent, the Tower Raided is for you. As long as you have a company which can hold the fort (so to speak), then no factions are playable at this site while this card is in play. Minions seem to intensely dislike carillons and bells, for you can cancel their company versus company attack if your company is in a place where bells or carillons are available. 

Which brings up the point of company versus company combat; there are cards that aid both the heroes and the minions. My favorite is Biter and Beater! which offers a boost to both company versus company combat AND to a company facing an Orc hazard attack. If only the bonus applied to Sting as well as the other elven forged weapons. Sigh. On a related note, because adopting a disguise is now possible, heros can tag along with minion companies. For "cards in play" manipulation, there are now two cards similar to Marvels Told, which do not require a corruption check to play though of much more limited applicability. There is also a card which permits storing items during end-of-turn phase. 

In addition, MEAS offers heroes six new sites, three with detainment of which one takes Buhr Widu's non discardability and goes two steps further, tap a sage and a scout during the site phase to untap the site. So, there is considerable material for inclusion in your hero decks, from reactive material when company versus company combat looms, to additional sources of marshalling points. The increasing number of detainments against heroes more accurately reflect the political struggles that took place. 

Ohtar 

Middle-earth Card of the Day #
The Wind Throne (H/M)

The Endor Inquirer has released new information that Isildur was actually headed to get a good chair so he could rule in comfort when he was shot down by orcs. He wanted . . . The Wind Throne 

a. The Wind Throne
METW - F5 
Ruins & Lairs :: Grey Mountain Narrows :: Wi,Bl,Sl :: You/Opponent 2/2
Nearest Haven: Lorien
Playable: Information, Items (minor, major)
Automatic-attack: Orcs, 3 strikes at 7 

b. The Wind Throne
MELE - F 
Ruins & Lairs :: Grey Mountain Narrows :: Dd,Wi,Wi,Sl :: You/Opponent 2/2
Nearest Darkhaven: Dol Guldur
Playable: Information, Items (minor, major)
Automatic-attack: Orcs, 3 strikes at 7
Artist: Pat Morrissey 

Overall, The Wind Throne is a pretty useful site, so useful that every Wizards fixed pack and one Lidless Eye fixed pack has one. The auto-attack is a little tougher than most of the straight major item sites (3@7 rather than, say, 2@8), but if you're prepared for orcs (Glamdring, Elven rangers, etc.) then it shouldn't be a problem. It's in reach of two havens and two darkhavens, making it a nice site to use in a deck based in the center of the north. 

For wizards this site can be a little risky. The 2 draw number isn't too high, and if you've just been in wildernesses and border-lands your opponent may not be fully prepared for a shadow-lands assault, but even so, just one jaunt up to The Wind Throne leaves you open for a barrage of undead, orcs, trolls, dragons, and some drakes. Also, the most common access route to The Wind Throne is from Anduin Vales, a border-land. Chances are that your opponent will be able to play something as nasty as either undead or a Slayer, so beware. Therefore it may be wise to discover your opponent's hazard strategy before you head to The Wind Throne, waiting for further reinforcement before you try an assault or redirecting your quest for information to somewhere safer (Amon Hen, The Worthy Hills, or Weathertop, perhaps). Yet for a company prepared to deal with shadows and dragons, the rewards of The Wind Throne can be worth a trip. 

If you're in the greater Grey Mountain Narrows area, your options for major items are a bit stressed. Within four regions of movement you can play major items at some dangerous dark sites (Carn Dum, Mount Gundabad, Mount Gram, Moria) which are in slightly more dangerous locations and have pretty similar auto attacks. The Dragon lairs are also available, but if you don't want to play a hoard item, 3 strikes at 7 are usually preferable to 2@12. Hermit's Hill is also available, but is rather difficult to use effectively. This leaves us with The Wind Throne, Sarn Goriwing, Barrow-downs (with easy autos), and Buhr Widu. The last is a really cool site, but depending on situations can either be out of the way or have a rather unfriendly auto-attack. So as far as decks based around Anduin Vales are concerned, The Wind Throne is one of the better places to pick up an item. 

The Wind Throne has another nice feature, it is one of only two sites east of the Misty Mountains and outside of Mordor where information can be played. While Weathertop, Dimrill Dale, and Amon Hen (all having 1 or 2 strikes at 6) are all within easy reach of The Wind Throne, a deck based in Dragon territory or east of Mirkwood will prefer The Wind Throne or Amon Hen. Why would such decks wish to use Information? A Valiant Sword, for instance, becomes a nice +5/+1 weapon when forged with Map to Mithril, and Dragon-lore can let you grab Emerald of the Mariner or Enruned Shield just when needed. When I Know Anything can be a nice addition to a corruption-heavy dragon party, and many decks can benefit from Far-sight. 

There is also one very nice feature which The Wind Throne shares with Geann a-Lisch, Isle of the Ulund and Urlurtsu Nurn: Look More Closely Later. This card is about as close as you can come in METW to a sick combo. Explore The Wind Throne. Play Rebuild the Town (#297). Grab an item. Next turn, play Look More Closely Later (#252) to untap the site, grab an item, play LMCL, grab another item. Next turn, have Saruman use the Palantir of Annuminas to retrieve LMCL and grab another item or a Dreams of Lore. Chances are that your opponent will get rather annoyed at you being able to get 2-4 MP per turn and he's only able to play Border-hold creatures on you (watch out for Slayers). 

For Minion players, The Wind Throne is not as cool of a site. The site path is fairly safe, just watch out for deep wilderness creatures. While you're largely immune to the Orc/Troll/Undead attacks which plague wizard decks, a couple ahunt dragons can really ruin your day. There are some nice major items playable here, but they could also be played at Sarn Gorwing (for Dol Guldur) or Barrow-downs (for Carn Dum) which are safer. As far as information goes, it's not as big a factor for minion players. There are four minion resources which require information: All Thought Bent Upon It (aka Far-sight), Secrets of Their Forging (aka Ringlore), and That Ain't No Secret and That's Been Heard Before Tonight, which give a couple MPs in addition to whatever you grab at the site, but aren't too cool. Plus, a tough covert company can rack up all the info they want at The Worthy Hills, which never taps (now available for heroes too!). 

So The Wind Throne can be a wonderful site for a hero company, and of moderate use to a minion. And who can resist such cool combos as Look More Closely Later? 

Isildur 

Middle-earth Card of the Day #572
Against the Shadow (Part Two, Minions)

A MINION'S INITIAL PERSPECTIVE Here's some entirely-subjective impressions on what Against the Shadow can do, for better or worse, for minion players. These are the cards that I'm eagerly putting in decks, or at least oogling. Only time will tell if they're up to all they seem. 

In general, there's more stuff for minion players than for hero players in MEAS. There are still far fewer minion resources than there are hero resources, but this expansion goes a long way to evening the gap. Farther than it might seem looking only at numbers - I'd say a greater percentage of the new resources are actually usable. Less duds. 

Minions now have the standard complement of Under-deeps sites, with some items and a whopping ally to go along with them. The Ancient Black Axe is a 4 MP item - rare and valuable for minions. And The Balrog is another nice chunk of points, as long as you're willing to send a 9 mind person down there to keep it under control. With Goblin Earth-plumb, minions have a potential STARTING item that can help them underground. Speaking of items, there's the new hoard stuff: Thong of Fire is AMAZING, in terms of its ability. Usriev of Treachery is cool, too, though I'm dying to actually see the card so I can figure out what the heck an Usriev is. Along with the full pile of NE hoard sites, now minion players can also play with insanely powerful item-grabbing decks - although they still conspicuously lack a replacement for Not at Home. 

I'm less excited, overall, about the factions. There's all the new dragon factions, making it theoretically possible (if not strategically advisable) to play an all-dragons all-the-time dragon recruiting/hazard mondo lizard deck. Practically speaking, you won't want all those factions in your deck, but Bairanax Roused is especially notable because it creates a permanent nasty attack in Anduin Vales. As for the other new factions - I've found little enough reason to go after the existing SE factions, and adding a few more to the mix is pretty underwhelming. I'm looking forward to being proved wrong, though. 

New characters? The Big Troll Three look cool, although, since you can't start with them, making them the keys to your deck could be a bit tricky. Still, I can foresee a deck that always goes to Ruins & Lairs (their home sites) and thus makes it easy to get them all together before too long. Perchen is also notable because he's a scout/diplomat with a bonus against the Dunlendings - he can flexibly use the best card in the game (Ruse), and has a bonus against the best faction. I think we'll be seeing a lot of him. 

Besides the Under-deeps and the new hoard sites, MEAS fills out all the other places that heroes can go. I can think of reasons to have these sites - chiefly, if you're planning on hunting down your opponent's company. Beyond that, though, I can't think of many good reasons to pick up a greater item at Lorien instead of Moria, or get my Information from Rhosgobel. Hopefully, future expansions will introduce more reasons for minions to travel to these places. 

Black Horse and Creature of an Older World usher in two new ways for Ringwraiths to achieve movement. While they open up the Ringwraith companies to added vulnerability (hazard creatures can target the mounts), they don't go away when you're back at a Darkhaven. This is VERY nice, since it means you don't have to hold onto that second Black Rider for the next trip out - it's just a matter of getting the posse going. Once they're on the road, they tend to take care of themselves. 

There are plenty of minion resource events - more than I can hope to talk about. So I'll mention a class of them that really annoys me: the "Playable if you are Sauron" cards. This is a low, low blow. The Lidless Eye is easily the most expensive, difficult-to-get card in MELE, a card that a lot of players won't be able to own. And now they introduce cards that REQUIRE The Lidless Eye - even require, practically speaking, multiple copies of it in order to pull it off. Shame, ICE, shame. 

Other resource events of note: with Above the Abyss, minion players now have an untapping short-event to set off Hundreds of Butterflies and And Forth He Hastened. It only works in crossover games, but it's better than AFHH because the Ringwraith doesn't have to be in the company. Very nice. But the big new card, the REALLY big card, is Dark Tryst. This subtle little common is going to find its way into a lot of decks, I'm sure. Drawing 3 extra cards is an always-useful, painless boost for just about any strategy, especially One Ring decks. 

I've probably ignored as many cards as I've mentioned here. Even after Ohtar's survey of MEAS for heroes, and this, there's still some absolutely revolutionary general hazards that will be worth specific mention in later COTDs. The game just keeps getting better . . . 

Gimli 

Middle-earth Card of the Day #573
The Dwarves Are Upon You! 

OR, Watch out when you hear the battle-cry "Baruk Khaz?d! Khaz?d aim?nu!" 

The Dwarves Are Upon You! 
MEDM - U 
Resource Short-event :: u2
Playable on a company containing Dwarves facing an attack. All Dwarves in the company receive +2 prowess and -1 body against the attack. Cannot be duplicated against a given attack.
Art by Angus McBride. 

If you are playing with a concentration of dwarves, this card is a must. It is better than Risky blow because it addresses the attack and not just the strike PLUS it affects all the dwarves in the company. The -1 to body can be a problem, but only if you roll poorly. The only drawback is that this card can only be played once per attack. 

The answer to that is to play Risky Blow AND Khaz?d aim?nu! Yes, there is a -2 to the body, but so what! Prowess is key here. Say Balin (4/7) is bearing a Shield of Iron-bound Ash and is Unexpectedly Party-ing with Thrain, Bifur, Bofur and Nori. A Winged Fire-drake (12/-) pounces on Balin and Bifur. They tap and shout "Khazƒd aimˆnu!" The two intrepid dwarves boost from 4 versus 12 to 6 versus 12. Balin taps his shield to bash the drake on the snout, so he is now 7 versus 12. He makes a Risky Blow trying to inflict a mortal wound; 10 versus 12. He is now wound proof in this attack; the worst that could happen is that he loses out on the opportunity for 1 MP by rolling snake-eyes. Bofur and Nori tap in support of Bifur, now 8 versus 12. Balin and Bifur stand a reasonable chance of collecting the marshalling point. Thrain scans the horizon, wondering what will jump them next. 

What if Balin and Bifur only benefitted from shouting Khaz?d aim?nu!? The Dwarves Are upon You provides a less clear benefit, as they stand a fifty-fifty chance of becoming wounded. But Hey! dwarves are not known for cold calculation in battle. They egg each other on, their pride dictating their actions rather than their sense of self-preservation. [Author's note for non native English speakers: to egg someone on is to encourage them to act by peer pressure or by appeal to one's emotions.] 

Now, imagine the above party encountering Redoubled Forces at Moria. Orcs, 9 strikes at 9! Thrain or Balin are likely to get the four extra strikes assigned to them. So, say Thrain is targetted with 13, Balin, Bifur, Bofur and Nori are each targetted by 9. Normally, it would be 7 v 13, 6 (Shield bonus) v 9 for Balin, and 5 v 9 for the remainder and nobody remains untapped for picking up an item or two. If they shout Khazad-d-m, Khazƒd aimˆnu! then Thrain is 9 v 13, Balin can remain untapped and be 5 v 9 while Bifur, Bofur and Nori would be automatic, as a tie is as good as a hit. As long as Balin rolls better than a three, he can pick up the Book of Mazarbul for later reading by campfire light. If the extra strikes are assigned as modifiers to Balin, then Thrain stands the same chance as does Balin in the above explanation. 

The Dwarves Are upon You! is a great card for decks that employ several dwarves. The way to avoid the -1 to body is to ensure the prowess is boosted enough to tie or win. Also, the artwork is cool. 

Middle-earth Card of the Day #574
Dark Tryst

Dark Tryst
MEAS - C 
Resource :: Minion Short-event :: c3 
Draw three cards and remove this card from the game. 

This is one of those subtle but remarkable new commons that will, more than any big and wild new rare, change the shape of the game. What's most significant about it is that it gives a minion player a mechanism for drawing cards that is unique - hero players have no comparable ability. 

Dark Tryst gives one of those numinous, hard-to-quantify advantages - more cards in your hand. This is a VERY GOOD THING. I've seen people not draw the maximum possible number of cards when moving, mostly because they didn't like to have to make hard decisions when discarding at the end of the movement hazard phase. That is sick and wrong. Discarding is good. You have a set number of cards more than 8, and when the phase is done, you get to choose the very best 8 to keep. 

The more cards you start out with, the better those 8 will tend to be. Traffic jams can occur, of course, when there are cards that aren't immediately useful but are important to deck for your overall deck strategy. If you have more than a couple cards like that, though, you're going to run into problems no matter what. 

To offset the general sweetness of a free three-card boost, Dark Tryst has to leave the game, not just be discarded. This prevents a DT / Weigh All Things deluge of cards that perhaps would be a bit too powerful, especially for One Ring decks. I don't count it as much of a disadvantage. 

Cycling cards aside, what this means is that you won't be able to use them again after you cycle your deck the first time. But even in two-deck games, there's rarely more than two or three turns after the big deck-cyclo-rama anyway. 

The last time I played Dark Tryst, my opponent accused me of being a Radagast wannabe. No, no. Oh, no. This card is much cooler. Why? Because, as a resource short-event, you can play it at ANY TIME during your turn. Consider: 

UNTAP PHASE: Rogrog has an awful corruption check this turn, thanks to a Lure of the Senses. You know you have 2 more Voices of Malice in your deck to handle this, but they're not in your hand. Play Dark Tryst - 3 chances at grabbing one. 

ORGANIZATION PHASE: You have three companies, all ready to go, but only one item and one faction for them to go get. All this darkhaven-to-darkhaven moping around isn't getting you anywhere. Play Dark Tryst, and you have a good chance of drawing a card for that third destination. 

MOVEMENT/HAZARD PHASE: You move, you draw cards. You don't like the ones you draw. Play Dark Tryst and draw three more. Your hand is ridiculously full of cards. You have options. 

SITE PHASE: You've had to use all your support cards in order to withstand the onslaught of drakes your opponent was throwing at you. You really want to face those auto-attacks, but you're just not sure if you can make it. Or maybe you've passed the auto-attacks, and you're sitting there in the Iron Hill Dwarf-hold, without a greater item in your hand. Either way, Dark Tryst. Ah, THERE'S the item . . . 

END-OF-TURN PHASE: This is my favorite. Reconcile your hand back to 8 cards, and then, AFTER that's done, as the final final action of your turn, play Dark Tryst. You now have ten cards in your hand (at any rate, your hand size +2), and you won't have to go back down to hand size until the END of your opponent's first movement/hazard phase. When you throw in the cards you'll be drawing when he moves, you'll be sitting on a lot of options. 

So we've established that it's an excellent card. 

The question is, how often are people going to put them in decks? 

Although it has a cool ability, it's a very GENERAL cool ability, and if your resources are very specific (say, all designed around boosting your prowess), then it might be difficult to throw in a Dark Tryst instead of a Swift Strokes. Even if that's the case for your deck, Dark Tryst has a definite place in your sideboard. It's been very helpful to me on a number of occasions when, early in the game, I want to tap my Ringwraith to go to the sideboard, but haven't had enough time to know which specific resources will suit me against my opponent's hazards. So I go for Dark Tryst, because I know that no matter what, no matter what in the whole wide universe, it will help. 

Gimli 

Middle-earth Card of the Day #575
Galdor

Galdor
METD - U 
Ranger/Diplomat Elf :: u2
2MP :: 5 MI :: 2DI :: 2/9 :: Home Site: Grey Havens
Unique. +1 direct influence against Elves and Elf factions.
Art by Stephen Schwartz. 

Spokesman for Cirdan, this character mayhaps be the chief of Cirdan's house, like Erestor is chief of Elrond's house. 

French has a word that fits Galdor perfectly: le porte-parole (messenger, message bearer or spokesman). He is very good at persuading elf factions to join your wizard's side. He is a Diplomat, making him a candidate for marshalling other factions with the support of cards (Old or New, or Tempering Friendship, Persuasive Words, Lordly Presence or Hour of Need). Also, by being a Diplomat, he can accompany Glorfindel or Celeborn and help them with corruption checks (Old or New Friendship). 

He can also offer a minor item as a Token of Goodwill to thwart Assassins and Slayers, needing only a six or better. He is a Ranger, fit for playing Many Turns and Doublings, Ford or responding to Rivers etc. and with his high body hard to kill when the company enters the site to claim the objective. He can benefit from Three Golden Hairs and can thus pass with impunity corruption checks caused by the Torque of Hues or Star-glass. 

Only Arinmir and Orophin have a more economical mind to direct influence ratio, and they are both 2/7 and have disabilities. Galdor without an Elf-stone can control any elf of three mind or less. Galdor with an Elf-stone needs only roll better than snake-eyes to marshall his kin or the Woodelves to your wizard's side. He offers a bargain in mind to MP ratio, and does not impose a penalty that the loss of the elf-lords likely to attempt faction gathering. You could even have him trek to Thrainduil's Halls and Await the Advent of Allies, with a pocket full of minor items with which he could protect himself as mentioned above from Assassins et alia by offering a Token of Goodwill. 

A good card and a fine character; still, is he worth including in your starting company? 

Ohtar 

Middle-earth Card of the Day #576
Ghan-buri-Ghan

Ghan-buri-Ghan
METD - U
Scout/Ranger Man :: 5 MI :: 2 DI :: 2 MP :: 2/9 :: 
Home Site: Druadan Forest 
Unique. +2 direct influence against Wose factions. 
Art by April Lee. 

Chief of the Drughu, this Wose Shaman joined forces and skills to help in the great contest with Sauron at the end of the third age. 

Ghan-buri-Ghan is an under-appreciated character in hero companies, particularly in light of the addition of a third wose faction via ME: Against the Shadow. He, like Anborn, Damrod and Sam Gamgee offer the same dual set of skills. His high body makes him as tough as a hobbit, but with one more point of prowess; suitable for a variety of deck strategies, whether it is playing resources like Thorough Search, serving as one of the two key skills necessary to untap The Worthy Hills, or as a foil for hazards like River. 

Give him a Horn of Anor and New or Tempering Friendship and he will surely marshall all three wose factions to your wizard's side. 2 DI native, plus +2 special ability, plus 2 from the Horn means that he needs only roll better than a four to marshall the most recalcitrant of the three factions; even less with one of the two cards mentioned above. These three factions plus himself total 10 MPs, practically half way to calling a council. 

A humorous use of Cram results in Ghan-buri-Ghan's untapping the Worthy Hills all by himself. 

So, whether your strategy focuses on marshalling factions from the central to central west regions of Middle Earth or you need a versatile Scout/Ranger, take a good look at Ghan-buri-Ghan. 

A. Woses of Old Pukel-land
METW - R 
Wose Faction :: 3 MP :: R
Unique. Playable at Wose Passage-hold if the influence check is greater than 8. 
Standard Modifications: none.
Art by Stefano Baldo. 

b. Woses of the Druadan Forest 
METW - U
Wose Faction :: 3 MP
Unique. Playable at Druadan Forest if the influence check is greater than 9. Standard Modifications: none.
Art by Edward Beard, Jr. 

c. Woses of the Eryn Vorn 
MEAS - U
Wose Faction :: 2 MP :: u2
Unique. Manifestation of minion Woses of Eryn Vorn. Playable at The Worthy Hills if the influence check is greater than 10. Standard Modifications: none. 

d. The Worthy Hills 
MEAS - U
Hero Site: Ruins & Lairs :: Cardolan :: u2
Site Path: w w :: Hazard player draws 2, resource player draws 1
Nearest Haven: Rivendell :: Playable: Information
Automatic-attacks: Men - each character faces 1 strike with 9 prowess (detainment)
Special: During the site phase, you may tap two characters to untap this site - one a sage, one a scout. 

Ohtar 

Reader Comments

Findegil: "A humorous use of Cram results in Ghan-buri-Ghan's untapping the Worthy Hills all by himself." Um...no. You'd need someone like Annalena or Galva to pull this one off. 

Middle-earth Card of the Day #577
Mountains of Shadow

Mountains of Shadow

METW - C 

Scout/Ranger Man :: 5 MI :: 2 DI :: 2 MP :: 2/9 :: 

Resource Short-event 

Playable at the end of the organization phase on a company containing a ranger. If the company uses region cards for its site path, tap the ranger to move as if the following pairs of regions were adjacent: Ithilien and Gorgoroth, Ithilien and Nurn, Harondor and Nurn. The company faces an attack at the beginning of its movement/hazard phase: Orcs - 4 strikes with 9 prowess. Otherwise, if the site moved to is in one of the regions listed above, the hazard limit is reduced by 2 (to a minimum of 2). Cannot be duplicated on a given company.

Art by Rob Alexander.

It is official! (see CRF 7) Starter movement is no longer available for moving from Lorien to Mt. Doom. 

"Wizard companies cannot use Starter Movement to or from Sites in Gorgoroth. If using Region Movement to or from Sites in Gorgoroth, they must move from a Site in Imlad Morgul, through either Nurn or Ud-n, or use a movement enhancer like Ash Mountains or Eagle-mounts. Such Sites may be reached normally with Under-Deeps Movement." 

This used to be a ho-hum card, used if at all for its second ability. Now, with the only other option being non-stop flights courtesy of Eagle Air ("This is your captain, Gwaihir, speaking. Please bring your seats backs into the full upright position..."), you must either use the three minor munchables (Cram, Twice-baked Cakes or Waybread) or the mountain hikers' map cards if you want to travel to Barad-dur or Mt. Doom in one turn. 

Mountains of Shadow permit a company which is seeking the Fate of the Ithil-stone and perhaps even the Itil-stone itself to depart Minas Tirith and arrive at Barad-dur subject to only one movement/hazard phase. Don't forget that the hazard limit has been bumped up by two, plus the additional attack by orcs, 4 strikes at 9 prowess, starts off the movement hazard phase. 

Mountains of Shadow, Ash Mountains and Anduin River are now fully justified in certain Decks. However, I cannot see a reason to have more than two of the two mountain cards; I only want to enter and exit Gorgoroth once! 

Ohtar 

Middle-earth Card of the Day #
No Strangers At This Time

No Strangers At This Time

MEAS - U 

Resource Permanent-event :: 1 MP 

Playable during the site phase on a Free-hold or Border-hold if you have played a faction there. 

This site is never discarded and never untaps for you. 

All detainment attacks at all versions of this site against minion companies instead attack normally. 

Against minion companies, each version of this site has an additional automatic-attack: 

an exact copy including all modifications of the fire automatic-attack listed on its card. 

Cannot be duplicated on a given site. 

Art by Brad Williams

When I first saw this card, I very wrongly placed it on the pile of "Cards That Hurt Minions Who Are Hunting After You, and so Should Be Placed in the Sideboard Just In Case". I probably did that because that's what most of the card text is talking about. But to see the real value of the card you don't need to go beyond the first two sentences of that text. More importantly, you should keep your eye on the number in the upper-left-hand corner. 

No Strangers is playable on all but a couple hero factions, for free, right after you play the faction itself. It gives an extra marshalling point. Those two facts are more than enough to recommend the card to any faction-oriented deck. Furthermore, they make some faction decks far more viable than they ever were in the past. Everything else is just icing on the cake - and it's a lot of icing. 

Once you play this card, the site is never discarded. This means that you can always go back there, whenever you want, and can continue to even play cards there like permanent-event or cards playable at a tapped site. You can play Hobbits at Bag End and come back later for Bill the Pony, or tap any border-hold and come back for a Noble Hound. You can play Houses of Healing on a No Strangered free-hold for a permanent secondary haven. The big mama of places to play this card is, of course, Minas Tirith. You can come and go as you please after playing Men of Anorien and fill in your companies with Return of the King, Choice of Luthien, and the White Tree at your leisure instead of clogging up your hand for one big MT bonanza. This fact, coupled with the high number of good factions down south, makes No Strangers a highly, highly important addition to a Southern Faction strategy. Along with The Sun Unveiled, it catapults the possibilities of that strategy into the highest echelons of play. it makes it a contender. 

The second clause in that second sentence is, however, a disadvantage. The site also never untaps. So no Fireworks for one thing. More significantly, it doesn't go back to your location deck when you cycle your deck, so in longer games, you won't be able to go back for seconds. I made the mistake once of playing this card after I recruited the Knights of Dol Amroth - when I cycled, I realized that even though I could easily go back there, I would not be able to pick up Nenselde or, for that matter, anything else. The lesson is this: pick the sites you play it on wisely. Most faction sites have just one thing playable there, the faction, so it's a problem that shouldn't come up too often. 

The final icing is the automatic-attack boosting effects of the card. Its effect can range from the inconsequential (oh no. TWO at-7 attacks to get into Raider-hold. Save me.) to the monolithic (Minas Tirith, the dwarf-holds). It's a hard card to use offensively, but if you and your minion opponent happen to be playing factions in the same neighborhood, it can really rain on his parade. It won't lessen the necessity of you having to get to the faction first, however. 

I'm still thinking of new uses for this card every day. It's a big winner, one of my favorites. Beware. 

Middle-earth Card of the Day #579
Mistress Lobelia

Mistress Lobelia 

MEDM - U 

Scout/Ally :: 3 MI :: 1 MP :: u2

0/9 :: Playable at: Bag End or Bree

Unique. Manifestation of Lobelia Sackville-Baggins. May only be played at Bag End or Bree. Discard this card if her company moves to any site other than Bree, Old Forest, The White Towers or a site in The Shire. Tap Mistress Lobelia to search your discard pile or play deck for any one item, ally or faction playable at her current site. Place the resource in your hand and reshuffle your play deck.

Art by John Howe.

A new face stopped by the Prancing Pony while Gimli and I were supping. He related the following information. "Mistress Lobelia has a talent for getting things she wants: silver spoons, Bag End, and sometime even the Rangers of the North." 

Mistress Lobelia has an excellent special ability. She can look through your deck or discard pile for an item, ally or faction playable at her current site. There is nothing quite like this anywhere else in Middle-Earth. For example, if Mistress Lobelia is at Bree, she can tap to search your deck or discard for the Rangers of the North. Even better, if you blow your roll to muster the faction, no problem, next turn Mistress Lobelia can tap again to bring them from your discard pile back to your hand. She is also a scout ally, which allows her to play all those scout only cards. And, being an ally, she doesn't add to your hazard limit. 

It has been said that with great power comes great responsibility. That's true for the Mistress. She has an exceedingly limited area she can move around. This means, among other things, that it is rather difficult to heal her, should she be wounded. A haven is not in the area where she can travel. If you have healing effects, you could use Old Forest as a substitute for a haven. Also, as an ally, she isn't classed as a hobbit, so she can't use all the fun hobbit cards. Finally, she is only worth one marshalling point. 

The Mistress deserves a place in decks that are centered around Bag End. If you have the Earth of Galadrial's Orchard and are planning to plant a Mallorn, Mistress Lobelia can help you rapidly recruit Hobbits, Rangers of the North, Bill the Pony, Goldberry, Tom Bombadil and even find the Palantir of Elostirion or the Red Book of Westmarch no matter where they are hiding in your deck. You can even sideboard the resources and move them into your discard pile once you have played her. 

For example, a high body sage like Ioreth, Annalena, Bilbo or Glava can grab Tom Bombadil for his cancelling ability. With a small company to keep the hazard limit down, Tom and a few well placed cancel cards (like the new Farmer Maggot) can keep the Mistress safe to zip around gathering points near the Shire while a stronger party heads to more dangerous sites to get any major or greater items you might fancy. A great final destination is The White Towers where Mistress Lobelia, Tom Bombadil and the sage character of your choice can take up residence and start cancelling every hazard in sight. (Not to mention being worth 6 M.P.) 

So Mistress Lobelia doesn't belong in every deck, but she can turbo-charge multiple company decks that work in and around The Shire. Her region limit takes her out of any deck with dragon horde or major faction grabbing plans. Nor do you want to go head to head with an Assassin/Slayer/Men hazard strategy, as you'll be spending all your time in free-holds and border-holds. I have never seen Mistress Lobelia in any deck except my own, but that deck won a small one-deck tournament. So add a Wizard's Ring to the Mistress' acquisitions. 

Frerin 

Middle-earth Card of the Day #580
Lady of the Golden Wood

Lady of the Golden Wood

MEAS - R 

Hazard Creature or Permanent-event :: 12/10 :: 3* MP :: r2 

Unique. Elf. Manifestation of Galadriel.

One strike. Detainment against hero companies.

As a creature, may be played keyed to Wold & Foothills; or at sites in this region.

As a permanent-event, all effects are automatically cancelled which allow a minion player to search through or look at any portion of his play deck or discard pile outside of the normal sequence of play. Discard when any play deck is exhausted. 

Art by Rebecca Guay

This is one of those cards that I can't quite imagine being without if I'm playing against a minion opponent - and I'm speaking, of course, about it as a permanent-event. It does to minions what Bane of the Ithil-stone does to heroes - stops short the ability to cycle cards from the discard pile or play deck. That halves the value of An Unexpected Outpost and Weigh All Things to a Nicety, makes Mouth of Sauron unplayable as a short-event, and stops the various and numerous other discard-accessing cards in the game, like Parsimony of Seclusion. 

It also stops play-deck accessing cards like Nobody's Friend or All Thought Bent Upon It. It will even stop a player from fetching a Lesser Ring after a failed ring test. Depending on your opponent's deck, this card can be either mildly annoying or completely devastating. I know that many of the minion decks I make rely on cycling a small number of highly useful cards (can anybody say 'Ruse'?). I certainly put more Weigh All Things into minion decks than I do Smoke Rings in hero decks, as a rule. 

This card rights an imbalance that really hasn't had time yet to settle in. In hero vs. minion play, minions are able to play Bane of the Ithil-stone without being affected by it themselves. Lady of the Golden Wood gives that same power to heroes playing against minions. As I said, I can't think of a good reason not to play with it. Even if your resource strategy doesn't involve many Weigh All Things, there's a better chance that your hazard strategy does. 

Men use Thrice Outnumbered, Undead use Exhalation of Decay, corruption decks that have only a bare minimum creature complement need to be able to cycle the creatures that hit the opponent where it hurts. And any hazard deck is very likely to have Mouth of Sauron in it. So Lady of the Golden Wood will always be useful to some degree. IF, that is, you're in hero vs. minion play. But that caveat is true of many of the Against the Shadow cards. 

A more interesting question, perhaps, than whether or not to use the card is: how to avoid it? Lady of the Golden Wood is one of a number of new hazard permanent events that, coupled with all the oldies but goodies, make me strongly suspect that three Marvels Told for heroes and three Voices of Malice for minions is all but required for any deck. Failing that, it is possible to make a deck that doesn't need to do too much cycling. Difficult, but not impossible. 

Making such a deck will enable you to move more quickly, actually, since you won't be throwing extra cards into your play deck. Finally, the big chink in LoGW's armor, like Bane of the Ithil-stone, is that it doesn't block you from accessing the sideboard. Those 25 cards are more important now than ever. There's no card as of yet that prevents access to them, and there's more cards than ever that aren't generally useful but that really hose specific opponents. 

And, oh yeah, it's a creature too. But not much of one. The bad girl of the elves is far more devastating to Sauron and his minions as a permanent-event. One strike of twelve just isn't going to cut the cake against a lot of minion companies. True, with Chill Them With Fear she becomes real scary real fast, but an Elf-lord would become scarier faster. And Wold & Foothills just isn't going to be keyable all that often. 

It may be passed THROUGH a lot - I'm thinking of minion companies going to Moria from Dol Guldur - but these will be almost always using starter movement, so you won't be able to key anything to W&H by name. Permanent-event status suits her, anyway - she doesn't fight, she simply IS, and her very presence gives Sauron a run for his money. 

May I add that, at last, we have a picture worthy of Galadriel on her card? Rebecca Guay is far-and-away my favorite MECCG artist, and this picture captures all of her beauty, grace, and sadness, and manages at the same time to give her something that must appear sinister to bad guys when they get too close. I love it. 

Gimli 

Middle-earth Card of the Day #581
Mordor in Arms

Mordor in Arms

MEDM - U 

Hazard :: Permanent-event :: 2 MP :: u2

Any company moving in Nurn faces three attacks: Orcs - 5 strikes with 8 prowess, Orcs - 4 strikes with 10 prowess, Trolls - 3 strikes with 12 prowess. If all three strikes are defeated by your opponent, he receives this card in his MP pile and 2 kill MPs. Any attempt to influence a faction playable at a site in Horse Plains, Khand, Harondor, Nurn, Gorgoroth, Imlad Morgul or Udun is modified by -6 and can not be done with Muster.

Art by Omar Rayyan.

The lesser races of orcs were driven unwillingly to the Master's wars. Uruks and Trolls rounded up stragglers and herd them from Nurn to Udun. The mannish lands around Mordor were stirred into a frenzy by the build-up of troops and materials of war. 

This little used card can pack a punch. Three separate attacks, 12 strikes before enhancers, it's enough to put a wrinkle in the plans of even a Elf Lord, much less a couple of hobbits trying to make a deposit. The main limiting factor for the attacks is that a company has to move through Nurn. However, now that all companies moving to Mount Doom must either stop in Imlad Morgul, play Ash Mountain or Mountain of Shadows, or pass through Nurn, there is a real chance to use this card against hero One Ring decks. Even if you play it early, it's permanent after all, it can convince a Ring company to stop in Imlad Morgul - so you can plan your 'welcoming committee' accordingly. 

But wait, what's this fine print at the bottom? A full -6 is given to influencing faction in seven different regions around Mordor. And Muster can not be used. If your opponent is a hero, then we are looking at: Easterings (4 MP), Southrons (5 MP), Variags of Khand (4 MP), Haradrim (4 MP), Nurniags (5 MP), and the Wain-easterlings (3 MP). In short, just about every high point hero faction in Middle-Earth. 

This card has no effect on minion players. However, minion players can still play this card - with full effect - against hero opponents. For example, Ren the Ringwraith can hop a Black Horse and recruit the Southrons. Then when it looks like Gandalf has delusions of converting the Southrons to the side of good (a 7 MP swing) Ren calls for Mordor in Arms. Suddenly Gandalf is stuck deep within enemy territory with only a slim chance of getting what he came for. Evil laughter is required at this point. 

The main drawbacks of this card are its limited area of effect and its vulnerability to Marvels Told. If your opponent is running a Rivendale based deck and never intends to go near Mordor, then this card would just be taking up space. On the other hand, if she does want to go there, you can expect Marvels Told to be used. Also, it is completely useless against minions opponents. 

A good strategy for Mordor in Arms is to play it only when your enemy shows an interest in the area. If it is late in the deck, perhaps you have already managed to flush out any Marvel's Told or at least, he will have fewer turns to respond to this new threat. Therefore, Mordor in Arms should almost always be a sideboard card. 

You only move it into your deck once your opponents intentions are known. I can not think of a single sideboard that wouldn't benefit from it, unless you are playing strictly minion opponents. There are other hazard permanents that are - and always will be - more popular than Mordor in Arms. It's hard to argue with the brute force of The Will of Sauron or the subtle malice of Eyes of the Shadow. But especially for minions, it's nice to be backed up by the forces of Mordor. 

Frerin 

Middle-earth Card of the Day #583
Asternak

Asternak

MELE - F 

Warrior/Diplomat Man :: 5 MI :: 2 DI :: 5/7

Unique. +2 Direct Influence against any faction playable at Variag Camp. Home Site: Variag Camp 

Art by Stephen E. Schwartz. 

This man really needs no introduction, he's helped rally Scatha, pillaged the Shire, and rally the Variags. He's crossed the misty mountains not once, but twice, and from what I hear he's a sensational public speaker, all right everybody, let's give a big round of applause to...ASTERNAK 

Asternak has been in every deck of MELE I have ever made; what's more, he's been in every starting company. Admittedly, I play with a limited number of cards, even so I think Asternak's general usefulness cannot be overlooked. 

Let's start with every one's favorite set of numbers, prowess and body (P/B.) Asternak is a respectable 5/7, a solid addition to any warlike company. However, Tros Hesnef could give you the same fighting power for three less GI, so let's look at what those three mind points buy you. 

[1] They buy you 2 DI, which very nearly makes up the difference. With the profusion of heavy hitting 1 and 2 mind characters in MELE, 2 DI becomes not only a valuable help in the rallying department, but also a convenient place to store an Orc Veteran or somesuch. 

[2] His special ability makes it a snap to rally any factions you have at the Variag camp (at a respectable, but not stunning 2 MPs a piece) and he's worth 2 MP all by himself. 

[3] In a party crammed with orcs, swordspeople, and hooligans of every description, it's important to have people skills, and Asternak is a diplomat, giving you access to such cards as Crooked Promptings. Not only that, but also a diplomat you're not afraid to bring him with you raiding and pillaging for fear he'll be eaten by cave-drakes. 

It's this combination of really useful qualities that makes Asternak shine, especially in a sealed deck environment. 

Don't have a diplomat? Bring Asternak along. Need another high prowess fighter because the Old Troll just encountered an Ent? Haul out Asternak. Need someone to head a covert raid on Minas Tirith for that Palint¡r? Asternak's your man. His one drawback is his low body, but a High Helm or even a Black Hide Shield will remedy that quickly enough. 

So the next time you're looking for that one last character who'll round out your party, look to Asternak. His potent combination of prowess, DI, MPs, bonus, and skills is likely to do the trick. 

Ulkaur the Tongueless 

Middle-earth Card of the Day #584
Ash Mountain

Ash Mountain

METW - C

Resource Short-event :: CB 

Playable at the end of the organization phase on a company containing a ranger. If the company uses region cards for its site path, tap the ranger to move as if the following pairs of regions were adjacent: Dagorlad and Gorgoroth, Horse Plains and Gorgoroth. 

The company faces an attack at the beginning of its movement/hazard phase: Orcs - 4 strikes with 8 prowess. Otherwise, if the site moved to is in one of the regions listed above, the hazard limit is reduced by 2 (to a minimum of 2). Cannot be duplicated on a given company. 

Art by Kevin Ward. 

The change in the rules of the road to Gorgoroth prompts a re-evaluation of cards like Ash Mountains and Mountains of Shadow (#577). Whereas Mountains of Shadow provides access from the West, Ash Mountains provides access from the North. 

Also, for companies afoot or ahorse, this card is the only way aside from Shadowfax to travel from Lorien to Mount Doom in one turn. The prowess of the orcs is one less than that found when travelling to Gorgoroth from the West. 

Why use Ash Mountain, a Mountains of Shadow, and Anduin River or the Fair Travels? Moving to Barad-dur or Mt. Doom increases the hazard limit by two. Unless you are Alatar, spoiling for a hunt, then you want to keep the hazard limit as low as possible because the automatic attacks are bad enough plain, let alone if they are enhanced. 

Having an Ash Mountain, a Mountains of Shadow, and an Anduin River are just as effective and perhaps more playable than having a comparable combination of Fair Travels in Shadowland and Darkdomains. The first three guarantee you a -2 to the hazard limit (to a minimum of two), the second group merely guarantees you a -1 per card. Also, the Fair Travels means you have to guess whether Gates of Morning will be in play and you are limited to one of each on a company. 

Thus it is more card efficient to use Ash Mountain et alia. 

If you can reduce the hazard limit to two AND your company has Alatar, you could go for broke and play Great-road from Lorien to Barad-dur plus Ash Mountains, slay some orcs, grab the Ithil-stone or determine its fate, and POOF, your company is back in Lorien to heal its wounds and store the palantir. 

Without Alatar, you opponent will draw twelve (12) cards to your three (3); Alatar's ability reduces the total hazard player's draw to 10 (5 *2). The hazard limit starts at company size +2 for a minimum of four (4). Don't forget to have a ranger or two in the company, perhaps one of the elven orc-hunters. 

Ohtar 

Middle-earth Card of the Day #585
Biter and Beater

Biter and Beater

MEAS - C

Hero resource short-event :: c2 

Playable on a company facing an Orc attack or in combat with an overt company. 

Also playable during opponent's site phase. 

Every Sword of Gondolin, Orcrist, and Glamdring in target company give an 

additional +2 prowess bonus and lower the body of strikes their bearers face by 1.

Foe-hammer smote in twain
the Great Goblin, gleaming bright
as blue flame
in delight
for having slain
the Great Lord of Goblin-gate. 

All orcs knew of and recognized by sight this most feared and hated reminder of the King of Gondolin. Second only by a little is Goblin-cleaver. These two plus many others were made by the High Elves of the West in Gondolin during the Goblin-wars. To the orcs, these two fearsome swords are known simply as . . .
Biter and Beater! 

The revenge of Gondolin is what this card is. Note that this card combines the prowess bonus of The Dwarves Are Upon You! and body modification of a Scabbard of Chalcedony, all for your whole company for the duration of the attack. AND you can play all three should you have them in your hand and feel the need. Your company would have a rollickingly good time; three Swords of Gondolin, Glamdring, and Orcrist for orc hunters. What is also nice is that use of this card incurs no additional corruption. 

Orc attack 

Because Orc hazard strategies are one of the easiest to implement, and because they can cover almost all areas of Middle Earth, Orcs are a perenial favorite. Biter and Beater! has re-invigorated the Swords of Gondolin, creating the potential of a total prowess of 14, not counting cards like Risky Blow. Similarly Glamdring can reach a 15 and Orcrist has the potential of 16. But this is in most cases sheer over-kill. The Great Goblin is only a single strike of 12/7 unenhanced, and the rest are less. Still, of the various hazard creatures and auto-attacks, orcs are by far the most prevalent and pervasive. Through Dark Minions, there are 11 orc hazard creatures, plus 16 above ground sites or regions and 2 underdeep sites which guarantee some quantity of orcs. Enhancers range from prowess enhancement to strike multiplication to additional attacks. Moria is one of the most frequented sites in Middle Earth, and with a base auto-attack of 4 strikes at 7 prowess, simply having Redoubled Force will give pause to many a company. Biter and Beater! level the playing field. 

Company versus Company Combat (Overt only): 

This card is both a good ace in the hole AND for chasing down minion activity. Note that this card says "playable...in combat with an overt company". Any company with a Ringwraith in Fell Rider Mode, an Orc or a Troll is covert. It even allows you to fire off its effect when you opponent comes to pound on your company during his or her site phase. 

So, include three of Biter and Beater, three Swords of Gondolin, plus Glamdring and Orcrist and have fun mowing through the opposition. The best language in which to have written this article is Anglo-Saxon (Old English), for Old English has many subtle shades of meaning and levels and tense when it comes to describing combat and hunting. You should check it out; not only Beowulf, but the others of that epoch as well. 

[Author's gripe: Sting should be able to benefit from this card, being forged in Gondolin to fight orcs.] 

Ohtar 

Middle-earth Card of the Day #586
Goldberry

Goldberry

METW - U

Ally :: 2 MI :: 1 MP 

Unique. Playable at Old Forest. May not be attacked. 

Tap Goldberry to cancel any effect that would cause her company to return to its site of origin after declaring its movement to a new site. 

Alternatively, tap Goldberry to cancel one attack against her company keyed to Wilderness. 

Art by Angus McBride. 

To hear a babbling brook is to hear her sing; Goldberry, daughter of the River and mate of Tom Bombadil. Did her singing bring the rain, or merely celebrate its advent? 

Fearing nothing in, on, under, or above Middle Earth, Goldberry can only be affected by Reluctant Final Parting or the departure from play of her controlling character. (So don't have Alatar entreat her for the pleasure of her company.) Either ability alone is worth joining to your cause, together they belie the single marshalling point. She is a nurturer, not a fighter, so she cannot be the target of attacks. 

Her first abilty means that not only can you get around your opponent playing Snowstorm or Long Winter, but that you can play them on your opponent without serious inconvenience to yourself. 

Her second ability is more dependable than that bestowed by elven cloaks. Elven cloaks can be seized by Rats! or tapped via Slipped Treacherously. Goldberry just smiles and sings away the problem. Nor does having her in your company increase your controlling character's burden of corruption. 

Only Gollum's special ability is on par with Goldberry's ability to cancel attacks keyed to wilderness, but he can be attacked and is always hissing and spluttering about his Precious. He probably cannot sing either. Hobbits with their cloaks and Torque of Hues love her both for her food and for her ebullient spirit; with her in their midst, they could travel the ends of Middle Earth with little to fear. 

What to do if you want to sit down to eat with both Tom Bombadil and Goldberry? Pick Tom up at his home and catch Goldberry Here, There or Yonder. 

She belongs either in decks which plan for inclement winter weather or that focus on travelling through wilderness, which means often it is a race to see who visits her first. 

Ohtar 

Reader Comments

Alatar the Hunter: This ally rocks: Her two special abilities are extremely useful and she has no movement restriction. Every deck that plans to stop in Cardolan should pick her up. This is IMHO simply the best ally in the game (sorry old Tom), though 2MP would have been nice ... 

Middle-earth Card of the Day #587
Bert, Tom & William

The source of many quotes and cards (Shut yer Mouth!, Troll Purse, and Sack over the Head to name a few), these three trolls are ready and willing to do battle. 

a. "bert"  (Burat) 

METW - U

Hazard :: Creature :: 1 MP :: 12/- :: Keyable to: w s S 

Unique. Troll. One strike. If played after "Tom" or "William" and keyed 

to the same site path against the same company, each character wounded 

by "Bert" must discard all non-special items he bears. 

Art by Liz Danforth. 

b. "Tom" (Tuma) 

METW - U

Hazard :: Creature :: 1 MP :: 13/- :: Keyable to: ww 

Unique. Troll. One strike. If played after "Bert" or "William" and keyed 

to the same site path against the same company, each character wounded 

by "Tom" must discard all non-special items he bears.

Two wildernesses in site path are required. 

Art by Liz Danforth. 

C. "William" (Wuluag)

METW - U

Hazard :: Creature :: 1 MP :: 11/- :: Keyable to: w s d S D 

Unique. Troll. One strike. If played after "Bert" or "Tom" and keyed 

to the same site path against the same company, each character wounded 

by "William" must discard all non-special items he bears. 

Art by Liz Danforth. 

The Three Trolls are excellent hazard creatures if used wisely. They have 11, 12, and 13 prowess with a high frequency of play. All three trolls are keyable to double wilderness (not that uncommon) and two of the three are keyable to a single wilderness or a variety of shadow and dark lands, domains or holds. This makes them more playable than any other troll creature. They have a high prowess and only give up 1 MP if defeated. 

Their special ability can give your opponent late game heartburn. Your opponent will have to discard all non-special items on a character wounded by a second or third troll keyed to the same company and site path. Note, that even against Minion companies, the trolls will not be detainment and can wound if keyed to their favorite terrain - wilderness. This may be just the edge you need to pull out victory as your opponent discards all those hard won MPs. 

The disadvantages for the trolls are few. First, they are unique, so you can only include one of each in your deck. Second, they only have one strike and no body. Third, they don't get to pick their targets like the dreaded assassins or cave drakes so some thought must be put into their use. 

A preferred method of using the three trolls is in with an Orc deck. Include three Minions Stir (+1 prowess/+1 strike to orcs and trolls) and hold your trolls until you have at least two. Play Minions Stir to bump up the trolls to two strikes with 12/13/14 prowess, and start playing. If you have a high hazard limit, throw some orcs before the trolls to tap characters so you can choose your targets. A large hand size and a high hazard limit on your opponent are needed to easily pull off this killer combo. The promo card, Fury of the Iron Crown, is another great enhancer. It will give any of the three a +4 prowess to one strike. Sure, you will give up a single MP for the troll, but your opponent should lose many more if used to force the discard of items. 

Remember, all you have to do is wound. This is especially important on high body characters like Beorn or Glorfindel II who have been pumped up with items like Orcrist. Suddenly they aren't so tough anymore after a troll wounds them and runs off with their sword. It works even better on hobbits. 

In other decks, the trolls can still give a late game surprise if you are willing to play them in pairs or as a trio. Note, that even if the first troll is cancelled, a second or third will still be able to force the discard of items as playing a previous troll is all that is required. 

With the inclusion of Tom, Bert and William as characters in Against the Shadow, it is now possible that you won't be able to use them as creatures since their manifestations will already be in play. While there are ways to deal with this as well, that will be a story for another time. 

Frerin 

Middle-earth Card of the Day #588
Lord of the Carrock

Lord of the Carrock

MEAS - R

Creature or Permanent-Event :: 2* MP :: 16/9 :: r2 

Unique. Man. Manifestation of Beorn. One strike.

Detainment against hero companies. 

As a creature, may be played keyed to Anduin Vales, Woodland Realm, 

Western Mirkwood, Wold & Foothills, High Pass, or Redhorn Gate; or at 

sites in these regions.

As a permanent-event, all influence attempts against Man factions are 

modified by -2. Discard when any play deck is exhausted. 

Art by Stephen Hickman 

I took a fair amount of time when I first saw this card savoring the irony of the man-bear art and the "Man" designation just below it. If that had read "Unique. Man. Animal", now THAT would have been wild. 

But even without that little bonus, Beorn in hazard-form is a big hunk of trouble for any hapless minions that will cross his path. A strike of 16 is very reasonable, enough to threaten even one of the troll-lieutenants if he's not too beefed up. And the 9 body is there to give those minions only a small chance of defeating him even in the unlikely event that the strike fails. All in all, it's a safe bet - maybe not quite as cool as the 2-strike maia hazard attacks, but hey, he's only a man. 

Being only a man, though, means that he's easily boosted by Rank Upon Rank. And 2 strikes at 17 is just plain wrong. So wrong that it's dreadfully fun to do. But what are your chances of actually being able to play Beorn as a hazard creature? Not too bad. Now that minion companies can start at Dol Guldur, Lord of the Carrock is right in the neighborhood, so to speak. He won't be able to catch people using starter movement to and from Carn Dum, but anybody using region movement in north central Middle Earth IS going to use Anduin Vales, simple as that. That long, narrow stretch of . . . of, well, VALE is in the way of everybody. Other eye-openers are High Pass and Redhorn Gate. Moria is quickly becoming as dangerous for minions as it is for heroes, if not more so. 

Lord of the Carrock is more impressive as a hazard creature than as a permanent-event, it's true. But a resourceful player will want the flexibility to be able to use this card in either form. With some planning, it can work. You just don't want to have many Man factions of your own to recruit. That's surprisingly difficult, for a hero - it won't work for southern faction decks, or southeastern faction decks. It can work in the northeast, although you're missing out on the Men of Dorwinion. Best place for non-man factions is probably the northwest, where you can snag Elves of Lindon, Blue Mountain Dwarves, and Rangers of the North - a very impressive contingent. It's probably a little easier for a minion player to avoid having to play man factions, since factions are abundant in at least two other categories (orc & dragons). The more important important question is: how likely is it to hose your opponent? Very likely it'll give him a headache at least once, less likely it will totally screw up his deck. Against minions, that -2 can make a big difference against the Dunlendings or the Hillmen. 

All told, Lord of the Carrock is a great hazard creature, but I wouldn't put him in a deck solely for his permanent-event ability. Finally, there's one additional disadvantage for hero players - you don't want to pack this card if you have Beorn as a character. And if you're a Beorn fan, that can hurt. Although - I'm just thinking of this now - I can envision a "Beorn Hates You" deck, which has him as a hazard and a character, with heavy use of Skin-changer so that he's not actually in play as much during your opponent's turn. Not the best strategy technically speaking, but lordy, would it be fun! 

Gimli 

Reader Comments

Travis Took: Even though Beorn obviously hates Sauron and his minions, (he actually tries to all of them) but he is, paradoxically, also Ready To His Will. Now that is just sick and wrong, unless you are the minion/FW player ;-) He makes one good 9/8 ally ;-P 

Sly Southerner: Lord of the Carrock is also a good card against Balrog opponents, since it can hit any above-ground company moving from/to Moria. 

Middle-earth Card of the Day #589
Last Child of Ungoliant

Last Child of Ungoliant

MELE - R

3 MP :: 4 MI :: 11/9 :: Sage Ally :: R 

Unique. Playable at Shelob's Lair. Manifestation of Shelob. 

Tap this ally to either: cancel one hazard creature attack against a 

company moving to a site in Imlad Morgul, Ithilien, or Gorgoroth or to 

discard one hazard permanent-event on such a company or on a character 

in such a company. Discard this card if her company moves to a site 

that is not in Imlad Morgul, Ithilien, or Gorgoroth.

Return her to your hand if Shelob is played. 

SAGE?! *and* can cancel a hazard creature or force the discard of one hazard permanent-event? This from a spider which supposedly is sent into paroxysms by the least amount of light? Oh well, game balance is necessary to mirror Tom Bombadil for the heroes. MELE has ten (10) characters, seven (7) agents and one (1) ally with sage skill, whereas heroes have 20 characters and two (2) allies with sage skill. Of the Ringwraiths, five (5) have sage skill and of the Wizards, 4. 

Before you minion players get too excited planning on spider enhancers and creatures, realize that this Last Child has no race; i.e., she is not a "spider" and thus cannot benefit from spider specific enhancers. For that matter, she is a resource and thus does not benefit from hazard enhancers. "Thanks to the Crossing-guard of Mordor for patiently explaining that second fact on more than a few occasions." What she can employ or that from which she can benefit are minion resources, the obvious choice being Voices of Malice. "Corruption check? What's a corruption check?" she asks. Some "sage only" minion resource cards are not useable by her, as they require that they be played on a sage *character*; e.g., Wisdom to Wield. 

At 11/9, she fears only the most powerful of attacks and will hold her own in company versus company melees. She can travel covertly and can accompany Elves, Dwarves and Dunedain. You can have her stay in a Darkhaven other than Minas Morgul via Iron-road magic, meaning she can stay with her daughter in Dol Guldur. Currently, we are awaiting a decision from ICE to either affirm or revise the current rule that Iron-road and Leg-it Double Quick would deposit via magic the company at the second Darkhaven (the rule as it stands at present) or to the site of origin according to the text on Iron-road, meaning the first Darkhaven. If this ruling is revised to follow the plain reading of Iron-road, then you can park Ungoliant's last child in Carn Dum if the escorting company arrived from that Darkhaven via Leg-it Double Quick. 

In the near future, Fram Frumgarson will be reviewing the home site of this ally. 

Shelob as an ally is a great addition to a company, even with her movement restrictions. An 11/9 sage is great to baby-sit not only her controller but also act as a big deterrent to heroes wishing to visit that site. As a bonus, despite her reputation, she doesn't attempt to eat her controller. So, if you are designing a minion theme deck of spiders, wolves and animals, this heir of Ungoliant will round out your theme by representing in the company arachnidia in the efforts of world domination. 

Ohtar 

Middle-earth Card of the Day #590
Power Built By Waiting

Power Built By Waiting
MEAS - C
Hazard Permanent-event 
Tap during a company's movement/hazard phase to increase the hazard limit against that company by one. This card does not untap during your untap phase. You may use two against a company's hazard limit to untap this card. 
Art by R. Ward Shipman 

This card makes it easy to fill a gap in a lot of hazard strategies: the "You Get There" gap. You know what I'm talking about. How often does it happen that your opponent has a company staying put at a Haven, or moving somewhere pathetically safe? You WANT to have something to play on that company, but you you have nothing. 

Some strategies, like corruption or agents, can easily get around this problem, but for others, like most creature-oriented hazards, it's difficult. With Power Built by Waiting, though, anybody can have something to do to use up those valuable hazard limit slots. Before now, not being able to use up every unit of the hazard limit every turn was a failure, but a minor, understandable one. Now it's just a failure. 

Power Built by Waiting is a long-term card. You can play it and tap it right away on the same turn, and thus break even, but it's more useful if it's already in play. An extra hazard always helps a little, and it can make all the difference against a company with a hazard limit of 2 - against Stealthing Hobbits, for example, the difference between Searching Eye + Orc Warriors and Searching Eye + Orc Warriors + Orc Warband is gigantic. 

And the untapping gives you something to do with all those extra hazard slots. This can seriously punish someone operating with a large number of small companies - it might even be possible to tap PBBW against company 1, untap it against company 2, and use it AGAIN against company 3. Even when your hazards are well-suited against your opponent, and you're pounding him, there's bound to be one time or another (like when you're hoarding resources for a big combo) that you won't have anything to do. PBBW is always useful, and cards that are always useful tend to make their way into all of my decks. 

Now that PBBW is in the mix, how do you overcome it? It is yet another reason to put three Marvels Told / Voices of Malice in each of your decks. It's also possible to avoid it (and also avoid a number of other hazards introduced by MEAS) by playing with large companies. The difference between a hazard limit of 2, 3, or 4 is pretty big, but the difference between 4, 5, or 6 is much smaller, since your opponent won't likely have more than 4 or 5 hazards in his hand unless he's been saving up, which means he probably doesn't have more than 3 or 4 playable ones. 

A final word of caution: there's a growing number of very helpful meta-cards to fill out your hazards, but you shouldn't lose sight of the fact that the ultimate role of hazards is to pack a punch. You can layer on the PBBW, Daelomin at Home, Mouth of Sauron, Eyes of the Shadow, etc., but unless you also have solid base of damage-dealing cards, they're all for naught. 

Gimli 

Middle-earth Card of the Day #591
Usriev of Treachery

Usriev of Treachery
MEAS - C
Minion Major Item :: 1MP :: 1 CP :: c3 
Hoard item. Weapon. May only be borne by a character with a prowess of 5 or more. Warrior only: +1 prowess to a maximum of 8 (+2 against Elves to a maximum of 9); if you assign a strike to the bearer, you may choose to assign a second strike to the bearer. The bearer faces an additional strike sequence. 

"What, pray tell, is an Usriev?" we all asked. A Noldor elf who studied under the tutelage of F‰anor, and is noted far and wide for crafting a major item and a minor item which are called in the Common Speech respectively 'NetMETW' and 'DeckMETW', forwarded the following bit of lore upon which he came in the course of his studies. 

From the MERP Treasures of Middle Earth sourcebook: Usriev ("Bloodrunner") is a traditional Variag weapon which appears as a cross between a spear and a thin, razor-sharp, two-handed sword (and can be used in either capacity). It is carved from the greyish wood of the olive trees of Nurn. 

Hoard item. Hah! "Uh, Smaug, we're bossom pals, right? You have plighted your troth to Sauron and are feeling magnanimous, right? Would you mind if I borrowed this weapon for a while, say the duration of the war?..." A minion character must either visit a dragon site or go to Shelob's Lair. Perhaps in the future we will see a card which gives Dwarven Hoard (METD) opportunities to the minion dwarves. 

The reason to play this card is because of its "if you assign a strike to the bearer, you may choose to assign a second strike to the bearer. The bearer faces an additional strike sequence." clause. This is quite similar to Many Foes He Fought, but in item form and only for the second strike. Available upon demand. Also, did you note that this ability does not tap the weapon!? The prowess limitation means that you are prevented from offering cannon fodder orcs to absorb the unpleasantries visited upon a company. The bonus against elves is anti-Glamdring in concept, though I would have argued that the Variags would have greater antipathy towards the Dunedain than against the Firstborn. 

The 1 CP for a major item is a bargain, but the measly 1 MP for a hoard major item is troublesome. Basically, you don't plunder a dragon hoard or Shelob's hoard and skip out of there with this weapon for its MPs but for its special ability. There is the benefit of this not being unique, so three in a deck is ok if you plan on a sizeable amount of company versus company combat; however, two would be more reasonable in most other circumstances. 

Any of the high prowess characters would benefit by this weapon. Because it only imparts one corruption point, your character can carry another weapon for use in other circumstances, say when you are set upon by a skin-changer and need the greater prowess boost. Say a Broadheaded Spear, a Black Mace, the Ancient Black Axe, or the Thong of Fire. 

For those seeking style points, the best minion to wield this weapon is either Asternak or MŒonid; both Variags. 

Ohtar 

Middle-earth Card of the Day #592
Bow of the Galadhrim

Bow of the Galadhrim MEAS - U Hero Major Item :: 2 MP :: 1 CP :: u2 Unique. The following effect applies only if the bearer is an Elf Warrior. In company versus company combat, make a roll (draw a #) before strikes are assigned for each non-unique minion ally in the company the bearer is facing. If the result for an ally is greater than the ally's mind plus five, discard the ally. 

It is automatic, it cannot be discarded via Voices of Malice, and it is too heavy for Rats! to cart off. The only way to neutralize its effect is to cancel the attack at the outset or run the other direction when a hero company is in the area. 

Who:
Anyone can carry the bow, but only elven warriors can utilize it. Of the elves, only four cannot avail themselves of this weapon's special ability; i.e., Annalena, Arinmir, Arwen and Galadriel. Every other elf hero character can use this bow, and with only a single point of corruption, even Orophin and Haldir can wield this without undue risk. 

What:
This is the standard major item worth two MPs. This bow is not a "weapon", rather it is a specialist's tool strictly reserved for company versus company combat. You don't tap it when using its ability. It only is useable on the following (non-unique) minion allies: Two-headed Troll, War Warg, War Wolf, Black Horses, Great Bats, and Regiment of Black Crows. This works despite the "cannot be attacked" language on the above cards, because of course this is not an attack. Also, here is an oddity; by strict letter of this card, it will also affect the Great Lord of Goblin-gate, as that card (GLoGg) lacks the key word "unique". 

Where and When:
Some site occupied by a hero and a minion company. Any site phase regardless of whether you are the aggressor or defender. Legolas (or any other warrior elf bearing this) gets to let loose a flurry of arrows before strikes are assigned, regardless of state (tapped or wounded). 

Why and How:
Approximately half of the allies listed above have a mind of one (1), the others, two (2). Only the Great Lord of Goblin-gate has a mind of three (3). You stand an even chance of forcing the discard of your target ally if its mind is a 1, a little less if a two. Roll the dice and add five plus the ally's mind. If this is greater than five (5), minion player must discard the ally. Repeat for each non-unique minion ally. 

From the hero's perspective, the worst outcome is that the minion player must go to an appropriate site and play the ally again; best case is where the site was tapped and discarded. If the minion player had only non-unique allies and you caused them all to be discarded, you get to pull the MP category doubling trick as well. 

This major item gives two MPs for a mere one CP. It can be stored if your opponent is not playing a Ringwraith (or possible a corrupted wizard if and when White Hand appears on the market). I resist the temptation to say "place it in your sideboard"; if you are going to use it, it is better in your deck, IMHO. Play it, then use it or store it. This is particularly true in multi player games. 

So, this is the ideal card if you want a minion company populated with non-unique allies to quiver in their boots when your company is about. You can really shaft your opponent for picking a quarrel with your company provided you roll average. 

Ohtar 

Middle-earth Card of the Day #593
Master of the House

Master of the House
MEAS - R
Creature or Permanent-event :: r2 14/9 :: 3* MP 
Unique. Elf. Manifestation of Elrond. One strike. Detainment against hero companies. As a creature, may be played keyed to Rhudaur, Arthedain, High Pass, The Shire, or Cardolan; or at sites in these regions. As a permanent-event, each player at the end of each turn may bring one Elf creature from his discard pile to his hand. Discard when any play deck is exhausted. 

Master Elrond, the Hazard Creature:
Master of the House's one strike of 14/9 is impressive, but boost him with Chill Them With Fear and he becomes three strikes at 16/9 unless Doors of Night are in play, then he *merely* becomes a two strikes at 15/9. If you have the hazard limit to permit it, hit them again that turn with Master Elrond by playing Return Beyond All Hope. Two attacks at three strikes of 16/9 will wound most minions companies. Only an Elf-lord Revealed in Wrath packs a stronger punch. Also, if ever he should fail his body check, then have him Return Beyond All Hope to your discard pile. Moral of the story, don't provoke to wrath Elrond or Glorfindel, your company may not live to regret it. 

Master of the House's territory is rather restricted, but can wallop any minion company foolish enough to be caught in his territory. Despite his impressive attack capability, he and his ring are probably better off serving as a permanent-event. 

Master Elrond, the Permanent-Event:

Recycle elves as if there was a revolving door. This card is a Voices of Malice magnet, comparable in this regard only to Lady of the Golden Wood. If you played an Elf-lord in Wrath this turn, pick him up again to be set to play him again next turn. Unfortunately, it says elf creature, so you cannot recycle discarded elf characters or agents this way. Master of the House can recycle 7 out of the eight elf hazard creatures currently in the card mix (he being the odd man out here.) In various discussions on METW-L, the prefered target of recycling is Lady of the Golden Wood. Even if she is discarded because the deck was exhausted, pick her up at the end of your turn and play her next turn. Hit your opponent's minion company two turns in a row with Galadhrim and they may have prefered encountering thieves and pickpockets. Basically, with this card in play, anything worth doing to a minion company is worth doing a couple of times. 

Minor drawback: this opportunity to recycle is extended to each player. 

Ohtar 

Reader Comments

Findegil: Bear in mind that also Elrond is discarded when a deck cycles, so you'll need to play him from your hand to retrieve Lady of the Golden Wood immediately. 

Middle-earth Card of the Day #594
The Sun Unveiled

The Sun Unveiled
MEAS - C
Resource Short-Event :: c3
Playable on a character at a Free-hold if Gates of Morning is in play. Remove all hazard permanent-events on the character and, if tapped, untap him. 
Art by Ted Nasmith 

The Sun Unveiled is a very powerful card with a very narrow focus, so it requires very specific decks for it to work. Within those decks, though, it can work very, very well. 

It's a Gates card, which means you probably want to use it in conjunction with other Gates cards. There's been great dissent in the MECCG community about whether Gates decks were really viable, but with MEAS and this card I think they certainly are. Heck, they probably were before, too. Gates of Morning itself has the nice effect of screwing up your opponent's Doors-based hazard strategy. And now there are hazards that are actually helped by the absence of Doors (Chill Them with Fear) and minion resources that are helped by its presence (Come By Night Upon Them), so there are even more reasons to play Gates as a hero versus a minion player. You'll want 3 Gates of Morning, and probably 3 Twilights too, but doing so will go a long way toward dominating the environment of Middle Earth in your games. 

Assuming you've committed to Gates of Morning, there's still more you have to do before you can play The Sun Unveiled - it's only playable on a character at a free-hold. Another big limitation. So obviously, your characters will have to go to free-holds a lot. Southern faction decks, with Minas Tirith, Pelargir, and Dol Amroth, are the immediately obvious choices for this strategy. Don't overlook the fact that north-northeastern Middle Earth has an equivalent collection of free-holds with Beorn's House, Eagle's Eyrie, Thranduil's Halls, and the Iron Hill Dwarf-hold. Southern faction decks have more secondary reasons to use Gates of Morning in the first place, though (e.g. Nenselde's ability to cycle resource environment long-events that can be boosted by Gates, like Star of High Hope), so I'd say that's probably the best (but by no means the only) resource strategy to use The Sun Unveiled with. A deck centered around Minas Tirith will be hanging out in one free-hold or another a lot, so The Sun Unveiled is bound to be useful. 

Once you've made the big commitments necessary to make this card playable, it's well worth it. Removing all hazard permanent-events is an incredible defense against corruption, as well as other nasties like Plague. Since your opponent is likely to concentrate corruption all on one person (Aragorn or Arwen, if you're going the Minas Tirith route), this card will often clear out a whole lot of congestion. But there's more - The Sun Unveiled also untaps the target character. This allows Imrahil to tap against the Ambushers en route to Dol Amroth and then untap during the site phase to recruit the Knights, or Aragorn to tap to cancel an Assassin's attack against Arwen but still be able to pick up, well, pretty much any faction that he wants. 

Either ability by itself wouldn't be quite worth this card's weight, but taken together, it becomes much more lucrative. You can watch your opponent's heart sink as you clear off 2 corrution cards AND untap your character, or, more often, you can use one of the abilities or the other when the situation arises. 

A subtlety note: since you can't play this card until you're at the site, hazard perm-events that cause checks to be made at the end of the movement/hazard phase (e.g. Lure of Nature, Plague) will still get their checks in before you can play The Sun Unveiled. 

So is that Aragorn and Arwen on this card's art, or Faramir and Eowyn? Either way, they look pretty happy. 

Gimli 

Middle-earth Card of the Day #595
Full of Froth and Rage

Full of Froth and Rage
MEAS - C
Hazard Permanent-Event :: c2 
All Spider and Animal attacks receive +2 prowess. Discard if a Spider or Animal attack is defeated. 
Cannot be duplicated. 
Art by Ted Nasmith 

When I was young I played soccer a lot, mostly with kids older than myself. They let me run around and kick the ball once in awhile, and seemed to think it was pretty funny when I got knocked down. I loved it. 

Anyway, one summer this new guy, Ned, came to town, and everybody wanted Ned to be on their team because he was big and strong. But for one reason or another, Ned joined OUR team, and I remember thinking that that was really unfair, even though I liked it. 

See, we had by far the best team already, and getting Ned just made it better. Obviously things would be more BALANCED if Ned went somewhere else, but hey, I wasn't going to the be the one to complain. 

I had a very similar experience when I first saw Full of Froth and Rage. I've always loved playing Wolf/Spider/Animal as a hazard strategy, and with MEDM even got into the more narrow world of just Spider/Animal. With this new card, my team gets a really cool bonus, maybe even one that it didn't particularly need or deserve. But I'm not going to be the one to complain. 

Spiders & Animals are a bit late in getting a permanent-event booster: Men and Undead both received Rank upon Rank and The Moon is Dead, respectively, in MEDM. The best thing about all three is that they are permanent-events, and while they have built-in ways to be discarded (in addition to regular ways like Marvels Told), if you play it right you can usually keep from losing them due to defeated attacks. 

Full of Froth & Rage differs from its cousins in that it doesn't give a strike bonus, which makes it, admittedly, less cool on its own than either of the other two. But it's still a wonderful card, because spiders and animals didn't really NEED another booster. 

They've had Shelob (+1 prowess +1 strikes) and Wake of War (ditto) from the very beginning, and Spider of the Morlat gives them another strike. Now it's possible to boost Giant Spiders up to 5 of 14 (!), and, best of all, only ONE of the cards involved is a long-event. The rest will be there the next turn to start up all the fun again. 

It will be a rare day that you'll get ALL those cards in play, though. Even Full of Froth and Rage all by itself is very effective. Giant Spiders become 2 of 12, which turns a tapped Elladan or untapped Glorfindel's chances of besting their strike from decent to substantially iffy. Even better, those weak 7-prowess strikes of the lesser spiders become respectable 9s. 

Lesser Spiders never really could do much with additional strikes, since they have so many already that the new strikes would usually just end up being -1 penalties anyway. But a PROWESS bonus, well, that's more like it. So too with Watcher in the Water, which cannot take advantage of strike bonuses at all, but with Full of Froth and Rage becomes a lot scarier. To say nothing of Morgul-rats. 

I haven't tried this yet, but I have a hunch that, against certain decks, FoF&R can make even Crebain and Neekerbreekers playable. Imagine what a pack of boosted Neekerbreekers could do against a big pack of wandering orcs! 

Full of Froth and Rage doesn't help out wolves, which is too bad, but the card would probably be too powerful if it did. It's actually a bit safer for the card that it doesn't, though - if it DID include wolves, someone could burst into The White Towers to get an easy defeat against a wolf attack and get rid of the card. Since there is only one relatively beatable spider or animal automatic attack (Ruined Signal Tower -- you also have Shelob's Lair and Eagle's Eyrie, but those aren't exactly beatable) the card isn't easy to discard from an easy kill. Your opponent will have to get rid of YOUR hazard creatures, and you can make sure that that's very difficult. 

The big question is: how many do you put in your deck? I still experiment here and there with this one. 3 Wake of Wars is a no-brainer, but for Full of Froth and Rage, like The Moon is Dead, I usually go with 2. 3 starts to clog your hand if your hazards are going well, and 1 doesn't guarantee you'll get it anytime early. 

Gimli 

Middle-earth Card of the Day #596
The Ithil-stone

The Ithil-stone
MEAS - R
Special Item :: 5 MP :: 4 CP :: r1 
Unique. Palantir. Playable at Barad-dur. When a character taps to play Ithil-stone, make a roll (draw a #). If the result plus the number of scouts in his company is greater than 9, Ithil-stone is successfully played. Otherwise, the bearer is eliminated and Ithil-stone is placed in your out-of-play pile. Bearer makes a corruption check at the end of each of his untap phases. Bane of the Ithil-stone is discarded and cannot be played. If The Lidless Eye is in play, its player's hand size decreases by two. 

When Minas Ithil fell, Sauron acquired a palantir which had been hidden thereat. With this stone, he was able to spy out certain information, and was able to influence Denethor (increase his despair to the point of suicide) and to dominate Saruman. 

Denethor was only one year Aragorn's elder, still he was prematurely aged and eventually succumbed to despairing images influenced by Sauron. Sarumann's mind was pinned by Sauron's and Saruman fell to the Lidless Eye. The loss of the strategic advantage when Minas Ithil fell is hard to quantify by reason of its immensity. 

To reclaim the Ithil-stone would force Sauron to fall back on slower means of intelligence gathering and would relieve Denethor of the psychic strain and possibly even Saruman of the initially forced alliance with Sauron. 

In Middle Earth the Collectible Card Game, few hazard permanent-events compare to the ability to interdict a player's deck manipulation strategy of the Bane of the Ithil-stone. This is reason enough to reclaim it and store it. Its secondary benefit against players using the Lidless Eye himself is icing on the cake. 

Read my lips: STORE IT PRONTO! This palantir requires a corruption check at the end of each untap phase. Four corruption points is daunting to anyone but Frodo and Bilbo. Yes, you can boost others' ability to deal with that amount of corruption, but these can be thwarted or overthrown. Because it is a special item, it is not affected by Itangast At Home or Scorba At Home or similar greater/major item corruption additives. 

Only the ONE RING, The Iron Crown and dwarven rings worn by dwarves impose more corruption in a single card; the Wizard's Ring and the Arkenstone (when born by a dwarf) impose an equal amount of corruption in one card. This palant¡r's ability is immediate and need not (and ought not) be carried about by a character past the first available haven. 

The two mentioned effects of the stone are strategic implications of the rescuing of the Palant¡r of Minas Ithil. I am surprised that MECCG's game designers did not include an ability that would tempt the foolhardy into leaving it in the hands of a character. 

Say, Ithil-stone would permit you to search your play deck and your discard pile for any one diplomat card and place it in your hand. "Insert evil cackle here." This would fit in the existing scheme of the seeing stones. 

Here's my quick review of the various palantiri's (hero) abilities: 

Orthanc recycles one card from your discard pile to your deck. 

Elostirion removes a corruption card from an Elf or a Wizard. 

Osgiliath causes the discard of any hazard permanent-event OR duplicates any palant¡r in play. 

Minas Tirith permits you to view the top five cards from your deck and from your opponent's deck. 

Annuminas permits you to search your play deck and your discard pile for any one sage card and place it in your hand. 

Amon Sul permits you to look at your opponent's hand OR use the ability of either Ann£minas or Elostirion if in play. 

Ithil-stone causes the Bane of the Ithil-stone to be discarded and prevents it from being played. Plus, if The Lidless Eye is in play, its player's hand size decreases by two. 

Is this card suitable for tournament decks? I do not believe so. Most folk spotted travelling to Gorgoroth, especially halflings, will be presumed to intend to dunk the ring; the hazard player(s) will pummel the company with creatures and corruption. Granted the 4 CPs is small potatoes compared to the 7 of the ONE RING. Still, for the effort, should your company survive to return the Ithil-stone to a haven, your MP reward will be the same as if you stored the Book of Mazarbul; more explicitly, you don't get the big win points. 

The cost benefit analysis argues against this being a viable card in a standard tournament deck. 

As a result, this card joins the ranks of the cool theme decks and mission decks, and perhaps a Scenario Tournament. Imagine pulling off The Fate of the Ithil-stone and bringing it home as well. That's an 12 MP gain offset against the 1 MP for the forgotten knowledge card and the possibility of character deaths. 

Special Thanks to Eomer (Andy Lavery) for pointing out the omission of the Iron Crown and to John Coble for reminding me that I had reviewed FotIs and the big MP gain possible by the combination of the two, though still hard to do. 

Ohtar 

Middle-earth Card of the Day #597
Safe From the Shadow

Safe From the Shadow
MEAS - C
Hero Resource Permanent Event :: c2 
Hero characters may store resources (items and events) during the end-of-turn phase as though it were their organization phase. Cannot be duplicated. Discard when any play deck is exhausted.
Art by John Howe. 

When Frodo first awoke in Rivendell, Gandalf, sitting by his bedside, gently reminded the frightened Ringbearer that he was, for the moment... Safe From The Shadow 

When I first looked at this card, I smiled and thought "Hey! Nice art. Cool name too." Then I read the text, and thought, "Huh? What's the point? What a waste of a card." Then, later that evening, in the midst of a multiplayer game, I watched a deck I had built run into exactly the situation in which Safe from the Shadow is useful. After a few minutes of thought in between turns, I decided that this had to be one of the most elegantly simple and useful cards I'd seen in a long time. 

So what does Safe from the Shadow do for you? Well, it's not worth any marshalling points, and it won't keep your characters alive, so... what does it do? It lets you store resources during your end-of-turn phase. Big deal, right? I mean, you could just wait for your organization phase next turn. Well, probably. But when you really stop to think about it, you really don't want to have to wait that long. 

What difference does it make? Simple: Your organization phase takes place AFTER your untap phase next turn. This means that, for cards like Dreams of Lore, Anduril, and the oft played Rescue Prisoners, if you wait until your organization phase to store the card, your character, who's already been tapped for at least one turn, is going to stay tapped for another - not a crisis perhaps, but certainly a delay - this might not be important if the character in question is Ioreth with a Dreams of Lore, but what if it's Elrond? Or Beorn with some rescued prisoners? Having people like that stuck in the Land of the Tapped for another turn is a nuisance at best, and a downright slowdown at worst. 

A secondary application of this card, which is even less immediately apparent than the first, comes from the ability to store items during your end-of-turn phase. At first glance, this seems highly unhelpful - items aren't going to keep your characters tapped, and you might very well WANT to wait until next turn's organization phase so you can have some support in storing that high corruption palantir. But...what if there isn't going to BE a next turn? Your party is at the Lossadan Cairn, having just retrieved the Palantir of Amon Sul from amidst the stones, when your opponent calls for the Free Council, figuring he won't give you time to return to Rivendell to store the stone - after all, by the time you arrive in the safety of Elrond's house, it'll be too late to store it - but wait! You're Safe from the Shadow, and stash the item safely away immediately after your arrival, earning you those two extra MPs. And you'll note that Safe from the Shadow isn't limited to resources being stored at Havens - looking to put away that Book of Mazarbul at a dwarf hold? Or even that Sapling of the White Tree at Minas Tirith? No problem. 

So what downsides does this card have? Well, if your opponent is a Wizard, he benefits from it too - but the chances are that if he's using a deck that would be greatly assisted by it, he has his own copy in there somewhere. It also goes away when a play deck is exhausted - though that's just not a problem in single deck games - especially since there's pretty much no other way to get rid of it (it's not an environment). In multi-deck games however, this can diminish the card's effectiveness somewhat, simply because you can't ever be ASSURED of being able to take advantage of it's abilities - because every time someone cycles a deck, it's going to go away - this calls for a certain amount of wariness in playing this card - you might not want to if your opponent (or you, for that matter) is just about to cycle. Otherwise, however, this card is impressively easy to play, since you can play it at any time during your turn, regardless of the locations of your companies, or the presence or absence of any skills - this is one card that just isn't going to be tying up your hand space. Probably the biggest disadvantage of this card is the one it shares with every other card in the game: it takes up deck space. 

So is this card worth putting into a deck? If you have a lot of things that need to be stored, then the answer is an unequivocal yes. While you probably won't want to include more than one copy - since any copies you pull after the first are wasted draws - any deck with a lot of 'storables' should contain a copy of this card. 

You will note also that this card has a minion equivalent: Tokens to Show, which does exactly the same thing for minion companies, but without the cool art. ;) 

Aragorn 

Middle-earth Card of the Day #598
Balance Between Powers

Radagast, also known as James L. Kight, has committed to great sacrifice by joining the CotD Triumvirate.
WELCOME, Radagast! The Triumvirate is now whole.
Enjoy this debut article, as we see yet another perspective on MECCG. 

Balance Between Powers MEDM - R Hero Resource Permanent-Event Environment. No environment cards can be played. At the start of your organization phase, discard this card or keep it in play by discarding an environment card from your hand. Your opponent can then discard an environment card from his hand to discard this card, which you can counter by discarding two environment cards from your hand, which he can counter by discarding one, which you can counter with two, he with one, etc. Discard when any play deck is exhausted. Art by Nicholas Jainschigg 

At first he could see little. He seemed to be in a world of mist in which there were only shadows: the Ring was upon him. Then here and there the mist gave way and he saw many visions: small and clear as if they were under his eyes on a table, and yet remote. There was no sound, only bright living images. The world seemed to have shrunk and fallen silent. He was sitting on the Seat of Seeing, on Amon Hen, the Hill of the Eye of the Men of N£menor. 

Eastward he looked into wide uncharted lands, nameless plains, and forests unexplored. Northward he looked, and the Great River lay like a ribbon beneath him, and the Misty Mountains stood small and hard as broken teeth. 

Westward he looked and saw the broad pastures of Rohan; and Orthanc, the pinnacle of Isengard, like a black spike. 

Southward he looked, and below his very feet the Great River curled like a toppling wave and plunged over the falls of Rauros into a foaming pit; a glimmering rainbow played upon the fume. And Ethir Anduin he saw, the mighty delta of the River, and myriads of sea-birds whirling like a white dust in the sun, and beneath them a green and silver sea, rippling in endless lines. 

But everywhere he looked he saw the signs of war. The Misty Mountains were crawling like anthills: Orcs were issuing out of a thousand holes. Under the boughs of Mirkwood there was deadly strife of Elves and Men and fell beasts. The land of the Beornings was aflame; a cloud was over Moria; smoke rose on the borders of Lorien. 

Horsemen were galloping on the grass of Rohan; wolves poured from Isengard. From the havens of Harad ships of war put out to sea; and out of the East Men were moving endlessly: swordsmen, spearmen, bowmen upon horses, chariots of chieftains and laden wains. All the power of the Dark Lord was in motion. 

Then turning south again he beheld Minas Tirith. Far away it seemed, and beautiful: white-walled, many-towered, proud and fair upon it's mountain-seat; its battlements glittered with steel, and its turrets were bright with many banners. Hope leaped in his heart. But against Minas Tirith was set another fortress, greater and more strong. 

Thither, eastward, unwilling his eye was drawn. It passed the ruined bridges of Osgiliath, the grinning gates of Minas Morgul, and the haunted Mountains, and it looked upon Gorgoroth, the valley of terror in the Land of Mordor. Darkness lay there under the Sun. Fire glowed amid the smoke. Mount Doom was burning, and a great reek rising. Then at last his gaze was held: wall upon wall, battlement upon battlement, black, immeasurably strong, mountain of iron, gate of steel, tower of adamant, he saw it: Barad-d-r, Fortress of Sauron. All hope left him. 

And suddenly he felt the Eye. There was an eye in the Dark Tower that did not sleep. He knew that it had become aware of his gaze. A fierce eager will was there. It leaped towards him; almost like a finger he felt it, searching for him. Very soon it would nail him down, know just exactly where he was. Amon Lhaw it touched. It glanced upon Tol Brandir - he threw himself from the seat, crouching, covering his head with his grey hood. 

He heard himself crying out: Never, never! 

Or was it: Verily I come, I come to you? He could not tell. 

Then as a flash from some other point of power there came to his mind another thought: 

"Take it off! Take it off! Fool, take it off! Take off the Ring!" 

The two powers strove in him. For a moment, perfectly balanced between their piercing points, he writhed, tormented. Suddenly he was aware of himself again. Frodo, neither the Voice nor the Eye: free to choose, and with one remaining instant in which to do so. LotR II, p. 518-19 

Wow! What a cliffhanger! And the perfect setting for this card, Balance Between Powers, and its art. 

First of all, let me apologize for the length of this intro, but no other scene in LOTR better fits the struggle in which we find Frodo and the Ring's temptations. 

Secondly, this card was originally covered in CotD #325, but in my honest opinion, there was quite a bit left unstated. I beseech you to read that issue first, and then return here for further review. 

CotD #325 covered Balance Between Powers as a bad card, whose uses were limited and ill-suited to competitive play. And I must admit, this was my first impression of the card as well, and also my second, and my third. But it is my opinion that no card designer ever intentionally designs a bad card, or a card whose uses are practically non-existant. Sometimes it takes a little while to appreciate the worth of a card and its usefulness. 

To wit: 
Balance Between Powers is a resource, obviously, and it's uses appear to be face value: to prevent bad environment cards from being played on you while you attempt to travel hither and thither about the lands trying to gather points. And yes, it is a bit unwieldy to maintain, at least for a long period of time, and normally, three twilight's do work better. 

But have you ever thought about using Balance as a hazard? Well, it's certainly possible, and believe it or not, it actually serves it purpose better in this capacity. There have been plenty of times when I could have used 3 extra hazard slots, and I just didn't have room to squeeze them in. 

Allow me to illustrate with an example from a side tournament I was in at the Nationals. (Actually, this is the deck idea I should have played in the nationals, but I didn't think about it until afterwards.) I was playing a Wizard Deck, as was my opponent, and he sent his party to The Stones, a relatively popular first turn site. I played Doors of Night, and a creature, and indicated that I was done. He played an item, and it was my turn. I moved to Mount Gundabad, and at the end of the turn, played an item as well. 

During the next turn I set my trap. My opponent's party attempted to move from The Stones (in Andrast, a wilderness) to another site, and I played my hand. The Will of Sauron and Snowstorm. (I had a Twilight in my hand as a back-up). Back to The Stones they went. 

During my turn, I played Balance Between Powers, and from that moment until the end of the game, the Snowstorm Combo never left the table. I headed to the Under-Deeps to play a multitude of Items and Miscellaneous Points, and my opponent spent the rest of the game trying to brave the heavy snow. 

And when his Wizard finally showed up at the Grey Havens and started to move around the sea, a brutal Nameless Thing ended the game quickly. 

A few things are needed here to maintain this combo, if you really wish things to stay put for awhile: 

Environment cards. Well, there are plenty to use...Doors of Night, Twilight, Gates of Morning, Choking Shadows, Clouds, Balance Between Powers is an environment as well, and plenty others. Normally I would say that the other environment cards can also be played, but in this case, I never needed them, so I discarded one every turn to keep Balance in play. 

Even without all the other environment cards as a backup, if the Balance is countered with your opponent's discard, the Snowstorm combo itself is still in play. Only the Balance Between Powers has left play. So at worst your lock has to be reset. 

One card to look out for: Marvels Told. The only way out of this perpetual lock is to get rid of The Will of Sauron and all the long-events attached to it. But that's what I save Many Sorrows Befall for. And if they don't play it during the movement/hazard phase, you can try again next turn. 

And in this game, delay is very important. Anything to slow your opponent down while you go about your business will help. 

In summary, this isn't a foolproof combo using Balance Between Powers, nor is Balance the best card in the game. But hopefully this example will illustrate the point that sometimes the most useless of cards can be deadly if you take advantage of their strengths. 

Radagast 

Middle-earth Card of the Day #599
The Tormented Earth

The Tormented Earth 
MEAS - U
Minion Short-Event :: u3 
Magic. Sorcery. Playable on a sorcery-using character facing a non-automatic-attack. Cancels the attack or gives the attack -3 prowess, your choice. Unless he is a Ringwraith, character makes a corruption check modified by -4. Cannot be duplicated against a given attack. 
Art by David Monette. 

Against the Shadow introduces some crucial new magic cards that greatly enhance the possibility of using sorcery, spirit-magic, or shadow-magic in competitive decks. The Tormented Earth is the best sorcery card available so far. 

First thing you'll have to face up to, though, is that sorcery is limited. Well, all the magical abilities are limited, but spirit-magic seems to have more practitioners in general. The only non-Ringwraith characters who can use sorcery are The Grimburgoth and Hador. It's the most common magical ability among the Ringwraiths, though - 6 of the 9 can use it (the exceptions are Adunaphel, Uvatha, and The Witch-king). This means that you'll want sorcery go hand-in-hand with an active-Ringwraith strategy - none of this The Lidless Eye or Bade to Rule crap. 

The Tormented Earth is especially cool because of its flexibility. -3 to prowess OR cancel the attack - now that's power. More likely than not cancelling will be the preferred option, and using this card to do it is a lot nicer than many other ways. You don't have to tap someone like you would for Ruse or A Nice Place to Hide. Furthermore, a sorcery-using character can use this card regardless of whether he's untapped, tapped, or wounded. And if the situation should arise where the -3 is preferable - perhaps you're facing a hazard creature with asterisked MPs - that option is always available to you. Since all the sorcery-using characters are relatively strong (Hador, the weakest, has 5 prowess), the possibility of going for the kill could come up rather often. 

The trick is that your sorcery man has to be kept alive, otherwise, this card becomes deadweight in your deck. But since it's most often going to be your Ringwraith who's using it, that's not much of a problem. Hador and The Grimburgoth both have 9 body - sorcerers tend to stay alive. Second trick : this can't be used on an auto-attack. This can be a big bummer if you were planning on storming a dwarf-hold, but in the relatively low-power auto-attacks of various border-holds where my sorcerizing companies tend to go, it's not all that big of a limitation. Third trick: the corruption check. -4 is as bad as they come, but for a minion player it's not that bad. It means you're eliminated on snake-eyes, which is a worthwhile risk in my book. On a 3 or 4 you tap, which happens less than half the time and puts you in the same position you'd be in if a scout had played A Nice Place to Hide. You do have to be careful not to pile up other corruption on the sorcerer, though, or things get ugly real fast. BUT this only applies to the non-Ringwraiths - the Nine can toss spells left and right without the slightest fear of adverse effects. 

I heard a lot of complaints in the early days of MELE that minion spells, like wizard spells, were interesting and fun but couldn't hold their water in competitive games. Those complaints were justified, but I'm not sure they are any longer. Once you have a good, solid spell card like The Tormented Earth to start with, it makes economic sense to put other sorcery cards in the deck too, and pretty soon you discover that some of them are darn cool. Here's to hoping for more eldritch decks in the days to come. 

Gimli 

Middle-earth Card of the Day #600
Gildor Inglorion

Gildor Inglorion
METW - F1
Minion Short-Event :: u3
Hero Warrior/Ranger Elf :: 1 MP :: 5/7 :: 4 MI :: 0 DI
Home site: Rivendell 
Unique. +2 prowess against Orcs. 
Art by Lori Deitrick 

Star-Lord, son of Golden hair is his name. Gildor Inglorion of the house of Finrod is a relative of Glorfindel and Galadriel. This lordly Noldor arguably also conversed with Tom Bombadil. 

This was the first character I played in my very first METW game. I like him despite the incorrect hair color. Best of all, against orcs, his prowess is on a par with Elrond and only one point less than his most puissant relative, Glorfindel. 

Benefits:
He is a fixed deck character, as a result he is easy to obtain. He only requires four influence points to be a member of your party. He is both a Warrior and a Ranger. He is worth 1 MP but no penalty for early withdrawal. He is a great starting character, with Elladan and Elrohir completing the amazing trio of warrior-rangers. He has no corruption weaknesses. Any elf ruler can control him, and with the aid of an elf-stone, can be directed by a fairly large number of folk. He can be Returned Beyond All Hope, if you really need his skills or blend of abilities. 

Warrior:
As a strong warrior bare handed, he can wield a variety of weapons for effect, benefit from the combat enhancer cards, and can make very good use of Muster. A Sword of Gondolin or better makes him a doughty warrior indeed. Biter and Beater! would further make someone else's life miserable. 

Ranger:
He can pick out the safe paths through the wilderness (Ford), help the company across unexpected Rivers, avoid any Chance of Being Lost, help a company forge through a Long Winter, assuage the noxious effects of Foul Fumes, and befuddle enemies attempting to track his company down by employing Many Turns and Doublings. Plus, he can open use of the special movement cards; i.e., Ash Mountains, Mountains of Shadow, Anduin River, Misty Mountains, and White Mountains. He can be tapped to disclose an Elf Path to avoid hazards while travelling. Even if he is not in play but is in your hand but lacks influence to be played, discard him to provide a Refuge for a night. 

Drawbacks:
Few. He offers no direct influence. He is an elf without sage skill. Most problematic is his body; 7. This should be augmented in case he misses a prowess roll. Choose an item to boost his body. Either choose a Shield of Iron-bound Ash with which you can add yet another +1 to his prowess by tapping the shield AND should he become wounded, he would still be an 8 (7+2-1 with maximum body of 8 imposed by the shield), a Valiant Sword, or some form of armour: Hauberk of Bright Mail, Habergeon of Silver, The Mithril Coat, or Great Shield of Rohan. Glamdring and a Hauberk of Bright Mail offer foes a High Elf arrayed for war with burden of only two corrupion points; orcs in particular would feel hammered as Gildor Inglorien would be a 10/9. 

Appropriateness:
If you are playing an elven strategy (resource boosters, items, etc.) or are seeking a good companion and friend for hobbits travelling about, he is worthy of deliberate consideration. Accompanying hobbits from the start, he can squeeze in the 20 general with Bilbo, Frodo, Robin Smallburrow and Fatty Bolger. Ideally, you should have Gildor Inglorien and either or both Elladan and Elrohir in the character draft pool. 

Ohtar 

Reader Comments

Findegil: "He would still be an 8 (7+2-1 with maximum body of 8 imposed by the shield)" Surely some mistake? SoIBA only gives +1, and anyway bonuses with maximums are applied before other modifiers, IIRC. (Or is that only weapons?) 

Middle-earth Card of the Day #601
World Gnawed By the Nameless

World Gnawed By the Nameless
MEAS - R
Minion Short-Event :: r2
Playable during the movement/hazard phase on a company moving to an Under-deeps site. At the end of its movement/hazard phase, target company attempts to move to an additional Under-deeps site which it has not attempted to move to yet this turn. Another site card is played and a movement/hazard phase immediately follows. Return this card to your hand. All hazard creatures the company faces this turn keyed to Shadow-holds attack normally, not as detainment. 

Balrogs (elemental maiar) were not the only evil spirits to follow Morgoth into Arda, other even more fearsome maiar followed him as well. These incarnations retreated at the fall of Thangorodrim and remained hidden underneath the roots of mountains well into the Third Age. For some unexplained reason, they had forgotten about the world of light; presumably Gandalf when relating the epic battle with the balrog did not wish to give them name for fear of awakening them or drawing their attention to the world of light. 

Talk about a double-edged sword! You get the under-deeps equivalent of Forced March (Bridge in the hero set), but with the added "bonus" of all hazard creatures keyed for the turn if the site is a Shadow-hold attack normal rather than as detainment. 

The benefit from this card is that it makes long distance travel possible even in the worst Snowstorms of the millenium. Set up and lock down your above ground combo and withdraw down to the under-deeps and gather your MPs left and right while your opponent is stuck somewhere. 

You can also use it to get from Dol Guldur (via Sulphur Deeps) to the Under-gates below Moria or to the Pukel-deeps below Dunharrow, both excellent jumping off points for many nefarious deeds without the pain of passing through free-domains, border-lands and wildernesses. It can be combined with Iron Road, etcetera. 

The best benefit of this card is its built-in recycling ability. Only Many Sorrows Befall can interrupt this card's procession from hand to table to hand. The trick is to figure out whether one is sufficient in your deck, or two to be sure to draw this card within a reasonable time. 

Ohtar 

Middle-earth Card of the Day #602
Perchen

Perchen
MEAS - U
Scout/Diplomat Man :: 5 mind :: 2 di :: 3/9 :: 2 MP :: u2 
Unique. +3 direct influence against any faction playable at Dunnish Clan-hold.
Home Site: Dunnish Clan-hold 
Art by Stephen Schwartz 

Perchen is a valuable new character for the forces of Sauron, with a number of characteristics that make him quite unique. There's nothing he can do that others can't, but most of those others are agents, whereas Perchen makes a great starting character. 

His +3 against the Dunlendings can speak for itself - it's quite possibly the best faction available for minions, when you factor in the number of MPs and the ease of playability. Along with his 2 direct influence, it makes recruiting them . . . well, still not even close to automatic. That's de rigeur for minion factions, though - throw in a Blazon of the Eye and you're golden. 

What's particularly special about Perchen, though, is that he's the only non-agent, non-Ringwraith minion who is both a Scout and a Diplomat. Yes, folks, he's the Rusemeister, able to cancel attacks with ease and, when necessary, simply save his own butt from those attacks. This fact, plus his faction-recruiting potential, makes him a worthy candidate for many a covert company. He can, as necessary, Ruse, Hide, Sneak, or lather some honey on his tongue. Flexibility. 

As with many diplomats, it's his vulnerability that can be a bit risky - he only has 3 prowess. So you're not going to want to have him hanging out with a bunch of rough-and-ready combat monkeys, but then again, we've already covered that - he's a cancelling, sneaky kind of guy, so you're going to want to have him in those kinds of decks in the first place. And when the fat is in the fire and the attacks do get through - oh, look, he has a 9 body. Harder to kill than The Mouth himself. I usually send his company out with a Foul-smelling Paste so that when he does get wounded, he can pop right back again in the site phase to recruit the faction. 

There are those who say that covert companies just can't compete. I'd like to prove them wrong, and Perchen's going to help. 

Gimli 

Middle-earth Card of the Day #603
Radagast the Tamer

Radagast the Tamer
MEAS - R
Hazard Creature or Permanent-Event :: 13/9 :: 6* MP :: r2
Playable: F, f 
Unique. Maia. Manifestation of Radagast. Two strikes. Detainment and -3 prowess against hero companies. Discard this card if Radagast comes into play. As a Creature, may also be played keyed to Southern Mirkwood, Western Mirkwood, Woodland Realm, Heart of Mirkwood, or Rhosgobel. As a Permanent-event, all companies moving in Southern Mirkwood, Western Mirkwood, Woodland Realm, and/or Heart of Mirkwood have their hazard limit increased by one. Discard when any play deck is exhausted. 
Art by Rebecca Guay 

My opinion of this card has had its ups and downs, swayed by varying factors which include new rulings and blatant ignorance on my part. When I first saw it I thought it sucked. Then I thought it was too powerful. Now I'm somewhere in between. 

It went like this: I first saw the spoiler for the card when (if memory serves) minion companies were still only allowed to start at Minas Morgul. At that point, Radagast the Tamer had little to distinguish himself from his Maia compatriots. As a hazard creature he was more playable than Pallando, true, but on the other hand his event ability completely sucked. Alatar's was great offensively, Pallando's was always moderately (if not particularly) useful, and Gandalf and Saruman could be devastating against the right decks. Radagast could be truly troublesome to decks that hang around Mirkwood - but who really hangs around Mirkwood? Sure, you'll probably pass through it from time to time, but when it came down to it, the Tamer seemed, well, tame. 

All that changed when it was announced that minion companies could start at Dol Guldur, not least because the result was that (at least around here) practically ALL minion companies started at Dol Guldur. Now, the possibilities of playing Radagast as a hazard creature were greatly enhanced. He would be playable on the first turn in the vast majority of cases, a devasting 2@13 attack. What hazard keyed to Rhudaur can hit wizards that bad? None, of course. I had visions of orc-corpses littered among the trees, victim to this ridiculously powerful creature. 

I was forgetting something, of course - something that was pointed out to me in a NetMETW game. Keyed Radagast to Southern Mirkwood, which is a dark domain, means that his attack is detainment, because attacks keyed to dark-domain by type OR BY NAME are by definition detainment attacks. This weakens Radagast considerably. Sure, 2@13 detainment is still pretty annoying, but it's not deadly. And chances are far less that you'll be able to key Radagast elsewhere in Mirkwood. Even if a company is making forays into the dragon-lairs, for example, they can use starter movement and thus avoid having to pass through Heart of Mirkwood by name. 

So, in my mind, Radagast fell back down to similar levels of playability as the other Istari. That leaves his event ability, which gains a considerable boost with the starting-at-Dol-Guldur rule. Since most minion companies start at Dol Guldur, and do a fair amount of their trafficking in and around it, it means that Radagast stands a good chance of increasing the hazard limit of a lot of minion companies. And that extra hazard can very often make the difference. YMMV, but I'd say that the chances of a minion company starting at Dol Guldur are a little better than the chances that it's overt, making Radagast and Gandalf both good sideboard cards, but giving Radagast the slight edge. 

In my mind, Radagast the Tamer now sits somewhere in the middle - not the best Maia hazard, but certainly not the worst. 

Gimli 

Middle-earth Card of the Day #604
Jewel of Beleriand

Jewel of Beleriand
MEAS - C
Resource :: Minor Item :: 1 CP :: c2 
Hoard item. Tap this item and make a roll (draw a #) - if the result is greater than 6, the bearer untaps if tapped. Cannot be duplicated on a given character. 
Art by N. Taylor Blanchard 

From the moment I saw this card I fell in love with it. I can think of a hundred different situations in which it would be useful. 

Good points: 
[1] Another card to untap a character. (See also, And Forth He Hastened, Hundreds of Butterflies) 
[2] Untapping with this item does not require a wizard, like AFHH, and does not require the untapping take place during the movement/hazard phase like HoB. 
[3] It's a permanent card, as opposed to AFHH, or HoB, which are discarded when used. 
[4] You don't make a corruption check when you use it. 
[5] It isn't unique! (and, it's common!) 

Not-so-good points: 
[1] It's an item, and a hoard one at that. It gives 1 CP, and you can't start with it. (Ohhh I wish!!) 
[2] You have to roll greater than 6, which in and of itself isn't THAT bad, but there are no modifications of any sort. 
[3] Cannot be duplicated on a given character. (Ohhh I wish!!) 
[4] Cannot untap wounded characters. 
[5] You have to tap it. (one use per turn ) 

This is a gem of a jewel (pardon the pun), and lends itself beautifully to many, many situations in which you end up tapped. I can think a few off hand: Assassin, large fat dragon attacks, river, auto-attacks, etc etc, ad infinitum. 

Ok, allow me to set up the scenario. You and your cronies are heading to some site (pick one, I don't care), you wind up tapped at some point or another, and here comes a big creature. Wouldn't it be nice to be able to untap and let your big guy take that nasty critter? 

Or let's say, you're at a site, trying to influence a faction, you tap the character, the dice crap out, and the faction basically gives you the finger. Wouldn't it be nice to untap and try to garner an item for your troubles? "Give ME the finger, will ya? Well, I'll just take this palantir, thank you very much!" 

Now, because it cannot be duplicated on a given character and you have to tap the Jewel itself, you have to be careful when you use it. But it sure would be nice to have the option to untap in the first place! And especially when those other cards just aren't coming up. If you're playing hero, I highly recommend this card be included in your deck. 

Radagast 

Middle-earth Card of the Day #605
Drughu

Drughu
MEAS - U
Hero Resource :: Short-Event :: u3 
Playable on a hero company during your organization phase if you discard a ranger character from your hand. All characters in the company this turn receive +2 prowess against attacks keyed to Wilderness and during combat at Ruins & Lairs.
Cannot be duplicated on a given company. 
Art by April Lee 

"If only we had a guide to help us through the wilds and lend a stout hand...." 

On the surface, this card looks as if it has limited uses, and penalties besides. Well, don't dismiss that hunch; you're mostly right. As a hero player, usually you have your ranger characters starting in the opening company. 

The +2 prowess vs all attacks keyed to Wilderness is ok, but not overwhelming. Most Wilderness creatures that you have to really worry about are way too fat too be bothered by a +2. If only it were +5. 

At Ruins and Lairs it's probably a little better. This bonus applies only if you are are AT a Ruins & Lairs, and affects all types of combat: from Company vs Company Combat to Automatic-Attacks. This can be a handy bit of support for those tough times when combat looks grim and you didn't pull a Risky Blow. 

If only you didn't have to discard the character. That's the tough part. That and it's only a short-event. I wouldn't mind discarding the character if it were a permanent-event. There are other cards in the MEAS in which character & allies come out of your hand to help, but the other two (Come at Need, Ride Against the Enemy) are hazards, and can possibly hurt your opponent. 

Drughu is one of those "Almost-But-Not-Quite" cards. It could have been a decent card, but the penalties way offset the bonuses. It's only playable during your own organization phase. What if your oppenent decides not to play a creature keyed to wilderness? And what if the minion player cancels the attack against him you had in mind (company vs company)? Wasted ranger. And what if you do get to use the bonus, but a character dies anyway? You've wasted a ranger character you could have played the following turn to replace the now dead character. It just isn't good card management. This card would have been much better if it had been something like: 

"Permanent-event: Playable on a hero company during your organization phase if you remove from the game a ranger character from your hand. All characters in the company receive +2 prowess against attacks keyed to Wilderness and during combat at Ruins & Lairs. Cannot be duplicated on a given company. Discard Drughu when any play deck is exhausted or your opponent plays the same ranger character." 

That, I think, would have made a much more playable card. 

So unless you just have a plethora of ranger characters coming out of the ying yang, and are just dying to try out every new card, put a few Risky Blows in your deck instead... 

Radagast 

Middle-earth Card of the Day #606
Raider-hold (H)

Raider-hold
MEAS - U
Border-hold (Hero) :: u2
Opponent draws 4, you draw 3
Region: Horse Plains
Path: w s s s
Nearest Haven: Lorien
Playable: Items (minor, major)
Automatic-attacks: Men - 4 strikes with 9 prowess (detainment) 

Markets, black or grey, provide sometimes the only bridge of communication between antagonistic peoples and nations. Other times, they are the only refuge when being hunted 

You are traipsing about Southeast Middle Earth, influencing the Men of Dorwinion, the Wain-easterlings, the Easterlings, the Variags, the Nurniags, the Haradrim and the Southrons to your side. You don't want your opponent to double his or her item marshalling points, so what to do? Why not stop by the Raider-hold. 

Getting there.
The path is a wilderness followed by three shadowlands. The alternative is to head from either the Iron Hills Dwarfhold (wwws), Dale (wws), Lake-town (wws), Shrel-kain (bws) et cetera, south to create a safer path, but you then are in the flight path of most dragons ahunt. Attempting the southerly approach by heading due east is not much better, with the jumping off point being either Haudh-in-Gwanur or the Southron Oasis in a wilderness, then a shadowland, a dark domain, and finally second shadowland. 

Getting around the detainment.
Four at nine is nothing to sneeze at. Granted it is only detainment, still, being tapped means a wasted turn. Solutions? Large company or high prowess characters or man attack cancellers. And Forth He Hastened, Jewel of Beleriand, Cram, Waybread and the like can work, but are difficult to depend upon being in your hand when you want them. Man attack cancellers are less efficient here, as you will probably need them elsewhere; still, if you have a way of recycling them, be my guest. High prowess characters run many risks, the result of which in most cases will deny turn efficiency because of requiring the character to tap. Arouse/Awaken/Incite defenders, FEAR, FIRE! FOES! or Tidings of Bold Spies, anyone? The large party is also at risk, as the increased hazard limit is something to be concerned about in this area of Middle Earth. 

What item?
Any major item, of preference those which are non unique; i.e., Sword of Gondolin, Sapling of the White Tree, Hauberk of Bright Mail. Why non unique, you ask? Because you don't want to have someone play the same major item you have in your hand to play next round, resulting in you having to try to cycle it to bring out another major item. This in a deck which emphasizes factions? Better hand economy says to accentuate the possitve: generic major items can be played without complication and you can fill your deck with influence boosting cards to get around Mordor in Arms, and the negative modifications to influencing the abovementioned factions. 

Bonus!
And for your bonus, pick up (another) Noble Hound. This is easy to do (provided you have a character untapped) and prevents your opponent from doubling another category of MPs. 

Now, before the rules and math wizards out there jump all over me, I know that the above intimated deck suffers from the restriction about no more than half of one's MPs can come from one source. I must leave something as an exercise for the reader, you know. 

Ohtar 

Middle-earth Card of the Day #607
Wrath of the West

Wrath of the West 
MEAS - U
Hazard short-event :: u 
Playable on a minion resource short-event declared earlier in the same chain of effects. 
Make a roll (draw a #) - if the result is greater than 6, the event is cancelled and discarded. 

This card is comparable to Many Sorrows Befall, yet is limited both in subject matter (minion resource short events) and the degree of chance (50% either way) affecting the outcome. This is compensated by the fact that this card is not unique. 

It can, like MSB, only target cards during the movement/hazard phase. Still, its ability to cancel prowess enhancements or attack nullifiers is a great addition to your hazard arsenal. 

You can even surprise your opponent by cancelling his efforts to nullify a corruption card; i.e., Voices of Malice, et cetera. Effectively have four in your deck, the first three being Wrath of the West and the fourth being an MSB. 

You can recycle them any number of ways, from An Unexpected Outpost to the Mouth of Sauron. While this card is useful only against minion players, it is a very handy card when you sit opposite a Ringwraith player. Therefore, this deserves a place in your x versus minion deck. 

Ohtar 

Middle-earth Card of the Day #608
Master of Esgaroth

Master of Esgaroth
METD - C
Resource Short-Event :: c2 
Playable at the end of the organization phase on a moving company. If the company moves to a Border-hold, it can take a second movment/hazard phase immediately following its first movement/hazard phase. 

This card is very flexible, particularly to those companies which need to travel great distances (and everyone is always in a hurry, right?!) 

It is better than a minor item for the following reasons: 

[1] It imparts no corruption. 
[2] It does not require a character be tapped at a site to bring it in to play. 
[3] RATS! cannot steal it. 
[4] You can play it the resource turn it is in your hand. 

It is better in some ways than Bridge; chiefly, there are many more border-holds than havens. With it, you can travel from the Grey Havens to Lorien in one turn. For example, from the Grey Havens in Lindon then on to the Elven Shore then to the Eriadoran Coast then to Old Pukel-land where you chat with the master at Wose Passage-hold, then from Old Pukel-land through Gap of Isen through Rohan to Wold & Foothills resting at last at Lorien. Note that you kept the wildernesses to a minimum of two. If you are concerned about Slayers and the like, then go overland via Cameth Brin or Dunnish Clanhold. Like Bridge, you can use this card to get past the checkpoints on the road from Lorien to Gorgoroth via Henneth Annun. 

But why try to duplicate the effects of Bridge, when you really can get some mileage out of Master of Esgaroth? Harondor, Khand and Horse Plains have plenty of Border-holds. Leave Edhellond for the Southron Oasis, chat briefly with with the master there and then on to attempt to recruit the various factions in that area. Or, travel from Angmar or Rhudaur to Shrel-kain or the Easterling Camp with a lay-over in Woodmen Town. Drop south from the Iron Hill Dwarf-hold to the Nurniag Camp. Of course, many of you are asking wisely, "Why in all creation would I want to do something as foolhardy as that?" The opportunist would point out that if you started from Rivendell and traveled to the Easterling Camp via Woodmen Town, Radagast and Bilbo and Fatty Bolger could draw a goodly number of cards, by my hasty count 8. You could play Stealth to travel in safety or Secret Entrance to arrive in safety (or both, if you have some way of untapping the characters prior to arrival.) Great Road offers the turn efficient return trip option, but means a greater possibility of getting hit by a hazard that will really be nasty. 

If you need to move far and fast (meaning in one turn) then this card offers more choices of layovers and less hassel than do Bridge and the minor items. 

Would you place this in a tournament deck? Probably not, though I have seen some odd methods of boosting hand and deck cycling and this would fit right in with them. In a sealed deck tournament, this could help you steal the march on your opponent, so to speak; getting to where ever you have to go to get your MPs with less wasted turns. 

Ohtar 

Middle-earth Card of the Day #609
Shelob's Lair (M)

Shelob's Lair
MELE - U
Site - Shadowhold
Region: Imlad Morgul
Nearest Darkhaven: Minas Morgul
Site Path from Minas Morgul: S s
Playable: items (minor, major)
Auto-attacks:
1st Orcs - 2 strikes at 8 prowess 2nd (cannot be cancelled) 
Spider - 1 strike at 16 prowess (each character wounded by this attack is immediately eliminated)
Special: non-Nazgul creatures keyed to this site attack normally, not as detainment; contains a hoard. 

When a new expansion of ME:CCG is released, what normally happens is that players start tearing their boxes and look at the cards. And in every expansion there are cards that initially get rated "Oh no, this can't be, how can they do that, NO WAY you can get around that". And then people go on trying to become the first player in their playgroup to actually get around just that. 

Such a card was the MELE version of Shelob's Lair. In METW, the toughest place in the books was mirrored in a lame major item shadowhold without the word 'spider' in the card text. At least, in the MELE version, arachnophobia has kicked in. 

First, the good sides of this card. It's a shadowhold in a shadowland, situated in the same region as one of the starting havens for your minion companies. This means you haven't got too much to fear creature-wise when travelling there (although a Chilled Elf-lord, the #1 MELE hazard combo, is a possibility). True, creatures keyed to this site attack normally, but most of the time hazard players don't bother putting too many creatures that can be keyed to shadowholds into their anti-minion hazard portion. So you might end up facing a Chill Douser, but it won't get much rougher normally. Only when your opponent is running a wolf/spider/animal deck you might want to reconsider your move, because this could mean facing Shelob herself. It's also a major hoard item site. This could be seen as yet another advantage for minion players: hero players don't have any major item sites in the same region as havens, minion players have two (Zarak Dum in Angmar being the other one). 

However, if you take a closer look, you'll find that Shelob's Lair isn't exactly the land of milk and honey. The first auto-attack is already above average for a minion shadowhold, but it can be dealt with. But then you get a spider attack of Balrog-like prowess which cannot be cancelled, and which effectively reduces the body of defending characters to zilch. This was the part that gave players that ambiguous feeling of "no way, how do you beat that, oh, I think i must try this one". 

It indeed seems a bit harsh on your faithful orcs and trolls, and therefore there are of course ways around it (it is after all MECCG we're talking about, The Game That Gets Around). There are basically two ways to negotiate this spider attack: 

[1] The Sacrificial Lamb. Just feed Miss Octopod a nice Orc brawler for breakfast and she'll let you in. You have to make sure you've got one of those untapped after the first auto-attack, otherwise you'll be in for a nasty surprise. 

[2] Cancel the Strike. If it says that the attack cannot be cancelled, that doesn't mean you cannot cancel the strike. Orc-stealth would be prime choice for this, a lone scout with a Ruse is more stylish but also more vulnerable (since he would effectively need another Ruse to get by the first auto-attack). And we all know the rarity of Ruse... The card to fear when going to Shelob's Lair is of course Tidings from Bold Spies. You may be ready to outwit Lady Arachne once, but can you do it twice, or even thrice, if the proper awaken/arouse/incite cards are in play? If you think it only remotely possible that your opponent is running such a hazard-strategy, don't go to Shelob's Lair. You won't live to tell. 

So, once you've successfully negotiated the auto-attacks and you've entered the site, what's there to do? In other words, is it worth the trouble? As said, you can play minor and major items, even hoard items. Now, this would rock if there were cool major hoard items to play. However, there are only three minion hoard items, one of them a greater (Thong of Fire). 

This leaves the Usriev of Treachery (major) and Old Treasure (minor). A minor item is never a reason to go anywhere (especially here), and the Usriev (What is that anyway? The closest thing to it in my dictionary is Usquebaugh, and that's not something to kill Elves with. Slainte!) is not exactly a basic utility item. It might be worth it if you're playing a hero opponent. Just to piss him off, go to Shelob's Lair and get the Magical Harp or Bow of Dragon-horn. But I don't think Shelob's Lair is worth it itemwise in the end. 

A better use of the site may be playing Last Child of Ungoliant, Shelob's minion ally manifestation. With the new erratum to Stay Her Appetite she might lose her nickname of Miss Backfire yet. And especially if you're running a strategy centered around Minas Morgul (Mordor factions and Gondorian misc. points) her Tom Bombadil-mirroring ability makes bringing her into play a worthwhile effort. 

To make the most of it, after playing The Orphan, you should get some War-Wolves and Snaga-Hai working for you as well. 

All in all, Shelob's Lair is one of the most dangerous sites in the game (next to the Under-gates). Don't let the hoard lure you there, it's not worth it. Some decks could make pretty good use of The Last Child of Ungoliant, however, and that's the only valid reason for visiting this place. 

Just pray Gollum wasn't spying on you & told Her you were coming 

Fram Frumgarson 

Middle-earth Card of the Day #610
Vygavril

Vygavril
METW - R
Scout/Diplomat Man :: MI 3 :: DI 1 :: 1 MP :: 2/7
Home Site: Southron Oasis 
Unique. +2 direct influence against the Southron faction. Against Nazgul, +6 to prowess, and his body is halved (round up). 
Art by Jo Hartwig. 

She is of mixed lineage, Southron and Dunedan, the latter by way of the wife of Sangahyando. At 2/7, she is easy meat for Abductors, Ambushers, Assassins, and Slayers. There is one worse nazgul huntress and two better. So why play her? 

Factions:
Southrons are worth 5 MPs, Haradrim are worth 4 MPs, and the Variags are worth 4 MPs. The Nurniags are worth 4 and whenever the Asdriags show, they too will probably be worth 4. 17 MP in three neighboring regions, that is why. 

Have her pop into play at her home town, then influence her folk during that same turn. Three to beat an eight, she has a slightly better than even chance of success. Use a diplomat enhancer card, and it becomes likey at worst and a sure thing in some instances. 

Have Annalena, Arinmir or a Dunedain with sage skill join her at her home and fire off Fire-works and with another diplomat enchancer, go for the Haradrim. 

Old Road is good if she is based at Variag Camp. She can hop to the Nurniag Camp and the Southron Oasis. Scatter a few Tempering Friendships or strike up some New Friendships and bring them home to show papa Alatar. Lordly Presence can awe the faction to your side. If you can get her a Horn of Anor, she is even more effective. 

Survival:
In a word, evade! The prowess is negligible against the nasties who will be looking for her. The body is also a liability. If she can live long enough, you could deliver her some relief in the form of armour or a shield. 

Use Hiding on Vygavril's company, which when two or three of her friends join her at the Southron Oasis, merge the two companies into hers and you are safe for the site phase. Secret Entrance and Stealth offer two additional ways off avoiding unwanted visitors. Dark Quarrels offers yet an additional way of protecting against all but the Slayer. 

Some players would counsel that you should not waste time and effort defending her: "Use her and don't sweat her survival." I am too old fashioned to be that calculating, but she is ideal in her role of diplomat in that harsh area of Middle Earth. 

Notice I have not said much about her hunting Nazgul. 

OK. Here it is: only try this as a defensive reaction to a nazgul. 

It mostly depends upon the roll of the dice. SURE! Equip her with a scabbard of Chalcedony, a Barrow-blade enhanced Dagger of Westernesse annealed with a Map to Mithril and a Shield of Iron-bound Ash and three Black Arrows. 15/8 versus the Witch King 14/2. That also makes for 9 CP. Even if someone else in the company has the three arrows, 6 CP is nothing to sneeze at. Someone in the crowd just shouted that you could play Free to Choose on the super dagger rendering it a 2 CP weapon. Ok, now her CP total is a mere 4. My response is, what happened to card efficiency; 9 cards plus the character? Hmm. 

And Witchie Poo will oblige such a heavily ladened huntress? Hmm hmm. 

At any rate, Vygavril is handy to attempt to influence to your side those juicy MP factions down south. Even at a 1 MP for 5 MP swap (the Slayer got her next turn), it is still a deal; she does not need to travel there and is not disadvantaged in the attempt. 

Ohtar 

Middle-earth Card of the Day #611
Enchanted Stream
Enchanted Stream
MEAS - C
Hazard Permanent-Event :: c3
Playable on a moving company with at least one Wilderness in its site path. A ranger in the company can tap to cancel this card before it resolves. The company cannot voluntarily split or move to a new site unless it taps all of its untapped characters to a maximum of two during its organization phase . Discard during any organization phase if the company is at a Haven/Darkhaven. 
Art by Brad Williams 

It's not as if you really NEEDED another reminder that your starting company should always, always contain a ranger, but here one is. The threat of cards like Long Winter and especially River was plenty enough reason to make rangers indispensable, but Enchanted Stream ups the ante even further. Now hazard players can go on the offensive with River/Stream combos, giving travelling companies more trouble than they have rangers to handle it. 

Though the wording is different in a significant way, Enchanted Stream, like River, will in most cases force your opponent to tap a ranger. The different is that for the Stream, the ranger must tap immediately, in response to the play of the card, in order to cancel it. River doesn't require that sort of immediate tapping - according to the CRF, you don't even have to tap a ranger to fulfill River's requirements until the site phase. 

Enchanted Stream is more offensive in that respect - it demands an immediate response from your opponent. It's also a little harder to play - instead of requiring only a moving company, it requires a company moving in wilderness. That's rarely hard to handle, especially against hero companies, so it's only an incremental disadvantage. 

If you're a hazard player, a good strategy is to lure your opponent into tapping his ranger with a River, then follow it up with an Enchanted Stream that he won't be able to cancel. If you're the victim of a River, remember to hold off and see what your opponent has up his sleeve before tapping that ranger - there may be a stream around the corner, and then you have to decide which one will hurt you less (unless, of course, you have two rangers in the company - not a bad plan these days). 

Assuming that your opponent doesn't have a ranger to cancel this card, how effective is it? It can be a major annoyance - worse than River - against small companies, and is a significant annoyance against anyone. It's a long-term card, though - your opponent won't feel the hurt until the following turn. With River, at least, you can slow him down that turn, which means that if he was planning on a big combo in the site phase, he has to keep all those cards clogging his hand for a whole new turn. 

Still, I'll take Enchanted Stream over River most times. I've played River many a time against opponents who smugly confided in me that they were just travelling to that site to generate cards - they weren't planning on doing anything that turn anyway. Wasted River. With Enchanted Stream, you never have to second-guess your opponent that way - unless he's on his way to a Haven, it's always worth playing. 

If the company has 1 or 2 characters, they're going to be completely tapped out from this card before they can move, which effectively means (unless they're adequately stocked with untapping cards) that it will take them two turns to get done what they need to do - one turn to move, the next turn to stay put and be untapped. Half-speed in a racing game like this one is devastating. 

Even in a company with 3 or 4 people, having half your company tapped usually means you won't be able to do everything you wanted to do during your site phase that turn. And the incidental bonuses of having your opponent's characters tapped at the beginning of movement - being able to choose defenders for more attacks, for example - are numerous. 

Companies can always go to a Haven to shake this card, which reduces its effectiveness somewhat. If some of your opponent's characters are wounded and they were planning on heading to a haven anyway, Enchanted Stream won't have that much of an effect. But if that's the situation your opponent is in, you don't have a heck of a lot to complain about, do you? It's when he's dancing from site to site without taking any damage that you're in trouble, and that's when this card can come in handy. It's an ideal stopper against opponents whose companies are simply too strong for most of your hazard creatures. 

There are a couple reasons why Enchanted Stream works better against heroes than minions. 

Firstly, while minions will very likely move through wilderness at one time or another, they don't necessarily have to, and they certainly do it less, while heroes will always, always move through it 

Secondly, there are more minion strategies that allow for multiple, smaller MP-cards to be played at the same site or at tapped sites, so they're less likely to have to move every turn to generate points. It may be possible for a company to stay at a site for two or three turns profitably, in which case Enchanted Stream isn't going to bother them much. 

That said, I can think of two good reasons why the Stream can be great against Minions - 

Firstly, there are fewer staple Minion Characters who are rangers, and, 

Secondly and perhaps more importantly, this card is THE card to stop those annoying wandering Solo Trolls. 

Gimli 

Middle-earth Card of the Day #612
Dwar the Ringwraith & Dwar Unleashed

These cards constitute the redemption of Dwar. And let's face it--he needed redeeming. Dwar of Waw, the Nazgul hazard, sucked--his permanent-event ability was only useful in a Wolf/Spider/Animal deck, and even there only marginally so. Now, however, we have a Dwar to talk about. 

a. Dwar the Ringwraith
MELE - F
Warrior/Scout/Sage Ringwraith
5 DI :: 9/10 :: Home site: Any site in Udun 
Unique. Manifestation of Dwar of Waw. Can use sorcery. -3 direct influence in Heralded Lord mode. -1 prowess in Fell Rider mode. As your Ringwraith, if at a Darkhaven, he may tap to give +1 prowess and +1 body to all characters in any one of your companies until lthe end of the turn.
Home site: Any site in Udun 
Art by Donato Giancola 

His 9 prowess, 10 body put him in the upper half of the Ringwraith rankings--a position he shares with others, but is only exceeded by The Witch King. He's also not alone in having 5 direct influence, but again, no other Ringwraith can beat it. The main question with Ringwraiths is: to move or not to move? Dwar is very effective either way. 

Leaving him at a Darkhaven makes his Warrior and Scout traits irrelevant, but it's nice that he's a sage and thus able to use sage-from-afar cards like Voices of Malice. His ability is highly useful in conjunction with companies, especially overt ones, that are out there to kick some butt. +1 prowess AND body, AND it's until the end of the turn for that company--a hefty combination. If you're using multiple companies, you can wait to use Dwar's ability on the company that needs it most, and if nobody needs it during the m/h phase, you can always use it to buff up a company for the auto-attack. There's certainly competition for better abilities from people like Hoarmurath and Adunaphel, but Dwar's may well prove to be the best for combat-oriented companies. He can even use the ability on his own company if he's about to set out with some buddies. 

Things get more interesting when you decide to send Dwar out. He's a warrior, of course, but also a scout--a fact that makes it possible to use Ruse on him when alone to effectively cancel attacks without tapping. Very nice. He's not a ranger, which is a little bit of a drawback, although not as much as you may think--if he's travelling alone, River is going to slow him down either way. He can use sorcery, which opens up a number of combat options. 

He is NOT the man with the smooth tongue--his penalty cancels the bonus for Heralded Lord mode, leaving him a vulnerable 7/10 with only 5 direct influence. Except I wouldn't exactly call that vulnerable--it's actually not bad--and that's as bad as it gets. He's also penalized in Fell Beast mode, leaving him only at 10/00 with 3 direct influence. Both are less-than-optimal, but still respectable, modes. 

Clearly, Dwar is meant to excel on horseback. His default stats are formidable, and, most importantly, he is FLEXIBLE--he has the prowess to handle many auto-attacks, and can thus pick up items, but he also has enough direct influence to have a very good chance at many factions. So while mode cards may render other Ringwraiths ideal for either fighting OR recruiting, Dwar in Black Rider mode can do both. 

His stock will certainly rise, too, with the release of Against The Shadow's Black Horse allies. With that card, Black Rider mode becomes the easiest one by far to achieve, and his 5 direct influence can also be used easily to hold other Ringwraith followers. In fact, with his special ability and especially with his Unleashed card (see below), Dwar may well be the best Ringwraith to lead a bunch of his fellows out into the wide, wide world. 

b. Dwar Unleashed
MELE - R
Resource Short-Event 
Playable during the organization phase on Dwar the Ringwraith's company (If Dwar is your Ringwraith). His own company may use region movement this turn. 
Art by Brad Williams 

Dwar Unleashed. This is, arguably, the most powerful of the Unleashed cards. Ringwraiths are tough, virtually unkillable, and bigger and badder than their Maia counterparts. But they can only use starter movement--ouch! This means that, as a rule, they accumulate resources at only half the rate of other companies, all else being equal. But not Dwar. Once you get him going, you can keep him going and going from site to site, unworried about corruption for all the items he accumulates. Mucho efficiency there. If he has another Ringwraith follower (Uvatha is ideal), it's an unstoppable force. 

Dwar's alternate home site also comes into play here a little--you can start him off at Cirith Gorgor and, with Dwar Unleashed, reach Beorn's House or Lonely Mountain or Shrel-Kain on the first turn. This is a marginal bonus, granted, but a bonus nonetheless. 

So what about Forced March? Can't _all_ Ringwraith's accomplish basically the same thing using that card, at the price of just an additional movement-hazard phase? True, the cards played are basically the same. But all that extra movement sends your Ringwraith through a lot of extra regions--regions that could hold Elf-lords Revealed or other nasties. And Dwar Unleashed offers other flexibilities--for example, setting out from a Haven to a reachable site that doesn't have that Haven as "nearest Haven". 

So, all hail the new Dwar. The "hey there, Dances With Wolves" comments will now stop. 

Gimli 

Reader Comments

Findegil: Actually, Unleashing him straight from Cirith Gorgor won't work, since it specifies that he has to be in a mode, which he can't achieve without being in a Darkhaven or playing a CoAoW (which, incidentally, sounds a lot like the sound such a creature might make - but I digress) at Barad-Dûr. Besides, now that all Ringwraiths may start at Dol Guldur, it's redundant anyway unless you have something to do at Cirith Gorgor first. 

Middle-earth Card of the Day #613
Tribute Garnered

Tribute Garnered
MEAS - C
Resource Permanent-Event :: 1 MP :: c2 
Playable on a faction in play. That faction gives an additional miscellaneous marshalling point. 
Cannot be duplicated on a given faction. 
Discard when any play deck is exhausted. 
Art by Audrey Corman 

With Against the Shadow, both heroes and minions get small faction-boosting cards that can add some crucial marshalling points in small bits rather than big chunks. The hero card, No Strangers at This Time (reviewed earlier), is technically played on the site, although it requires a faction in order to exist. Tribute Garnered is the minion version, more limited in some ways and yet far more flexible in others. 

The nicest thing about this card is that it is a free MP, always playable - unless you don't have a faction in play, of course, in which case you had better get cracking. As a resource, it can be played at ANY time during your turn. You can toss it down on a faction immediately after recruiting it, but you can also play it on a faction that was played several turns ago. You can play it during the movement/hazard phase instead of having to discard a card. If you discard & draw it during your end-of-turn phase, you can quick play it then just before your opponent's turn. There are NO limitationson when you can play it, no tapping, nothing, and it's worth an MP - who could ask for more? 

And so, appropriately enough, its limitation is devastating - it's discarded when any play deck is exhausted. That limitation is normal for a number of hazard permanent-events, but for a MP card, the implications are far more serious. Especially now that 2-deck games are the norm, it's pointless to put this card in your deck and play it on a faction in, say, the third turn, because before the game is over, SOMEONE will have to cycle their deck, and you'll lose the card. There is no point whatsoever in playing this card until both you and your opponent have cycled through your decks. Otherwise, for all the ease in playing it, it's going to go away just as easily. 

All of this makes Tribute Garnered ideal for endgame. It begs, nay, DEMANDS to be put in the sideboard. When you cycle your deck, you can move up to three of them into your play deck, and for those last turns of the game when you and your opponent are on the second swing around, you can draw and play it easily and without much fear. You should certainly have a faction in play by that point - if you don't, your troubles are just beginning. So what Tribute Garnered amounts to is a trickle of free points at game's end - I'll take that any day. 

I can think of precious few reasons not to include 3 Tribute Garnereds in each and every minion sideboard. There are ways that the second-deck free points could be thwarted, of course - in a very close 2-deck game, things might not end until someone cycles their deck TWICE, in which case all those points are lost. Once you have a TG or two in play, your opponent knows that keeping the game going until a second cycle will mean snatching a couple points away from you, and can use that to their advantage. And, if for some reason your game never makes it to the FIRST cycling of decks (for example, in a timed tournament setting against a slow opponent), there not much point in having TG at all. But that's all the more reason to play briskly and cycle your deck as quickly as possible - with Tribute Garnered, you're guaranteed candy on the other side. 

Gimli 

Middle-earth Card of the Day #614
No Way Forward

Ever been on a hike and you were blazing your own trail when you found that you were in a gorge or canyon and the only way out was the way by which you entered? 

No Way Forward :: MEDM :: hazard Permanent-event :: c2 

Environment. The number of region cards that may be played by a moving company using region movement is reduced by one (by two if Doors of Night is in play) to a minimum of two. This card is effective during each player's organization phase. Discard when any play deck is exhausted. Cannot be duplicated. 

Art by Rob Alexander. 

Today, MECCG in competitive play demands turn efficiency, and hobbling your opponent's companies can be a great strategy if your plans are uneffected. 

Many MECCG players use Doors of Night, as a result you are effectively limiting region movement to two regions distance per company per turn. Not many players use Old-road, Bridge, Master of Esgaroth, Twice-baked Cakes, Cram or Waybread (or their minion equivalents.) Then again, Absent No Way Forward, why bother. 

Using this card awards you the surprise factor and the fact that its play is not in the standard repertoire. Normally you would not want movement enhancers in your deck; why go somewhere six regions away when you could plan better and get an equivalent amount of MPs within four regions? This type of middle of the road logic has governed many decks. It requires less cards to achieve a particular number of MPs, efficient if somewhat unflexible. Some decks already in existance can be modified to accomodate No Way Forward; e.g., Elf-ruler decks (Elrond/Cirdan/Galadriel) where the ruler stays home to keep your hand size boosted. 

For all you non conformists, No Way Forward is great in a tournament if you invest sufficient time into tuning your deck to play to the strengths of this concept. 

You need to choose a base (or two) of operations. 

Take for purposes of illustration an Elf-ruler deck. Elrond resides comfortably in Imladris. He can sally forth to muster the Hillmen (1 MP), the Rangers of the North (3 MP), and the Angmarim (3 MP). He can create alliances with Goldberry (1 MP) though she is better off associated with a company that travels, Tom Bombadil (3 MP), Gollum (2 MP) at Goblin-gate, and Noble Hounds (1 MP) aplenty. He can excavate a gold ring (* 1 - 6 MP) from two sites, plunder a hoard major item (* 1,2 or 4 MP), rescue a major item from four sites (* 1,2 or 4 MP), exfiltrate a greater item from Carn Dum (* 2 - 5), seek information from Weathertop (1 - 4 MP). He can also Rescue Prisoners (2 MP), have his wizard corrupt away, I mean, play Wizard's Ring at Imladris (2 MP), and Align Palantiri (2 MP/ea). He can even ensure that The Winlord Found Me (3 MP). If he is jumped by an agent at a dark- or shadow-hold, he can obtain Knowledge of the Enemy (1 MP). He can also obtain intelligence reports of Dark Numbers (1 MP). He can via Forgotten Scrolls make the Ettenmoors or Tharbad actually usefull as a site for information. He can also set up an Armory (1 MP). 

* You can always increase your site gathering capabilities with Durin's Ring, or Thorough Search, or Rebuild the Town and then Fireworks, et cetera. 

Minion example.
Dol Guldur is your base of operations. Your two region sphere includes: Beorn's House, Framsburg, Eagles Eyrie, Gladden Fields, Sarn Goriwing, Woodmen Town, Buhr Widu, Dead Marshes, Bandit Lair and Rhosgobel. Factions include Woodmen, Beornings, Orcs of Dol Guldur, Orcs of Mirkwood, Snaga-hai, Allies include: Great Bats, Regiment of Black Crows, BlackHole, "Two-headed" Troll. You may bring into play the following minion agents as characters: Gisulf, The Grimburgoth, Nimloth, and Taladhan. 

OK. Enough of that. See, that is all feasible within the two region limit imposed by No Way Forward. Some of you still want to go to additional greater item sites or dragon hoard sites? Perhaps some of you minion players are itching to Burn every Rick, Cot and Tree or you love to see Smoke on the Wind? Fine. You can add those additional region destinations, but it is going to cost you either turn efficiency or cards slots in your deck. However, you know and plan on fiercely protecting or replacing No Way Forward, so you start off with sente (Japanese for initiative, momentum, etc.) You can afford to include the region extenders in your deck. 

Weakness:
While not susceptible to Marvels Told or Voices of Malice, it suffers as do all environmental cards from the coming into play of Games of Morning/Doors of Night. However, even better than Morgul Night, it can be played regardless of whether GoM or DoN are in play. Note that you can benefit from Peril Returned. So have you Twilights handy and three No Way Forward and you should be set to go. Doors of Night or Peril Returned and the Will of Sauron can lock up the situation for quite some time. Then there are always ways of boosting your recycle capability, too (Mouth of Sauron, An Unexpected Outpost, etc.) 

The main thrust of this card's place in your deck is not how many MPs you can garner, but how much you can discombobulate your opponent while marching on to victory. 

Middle-earth Card of the Day #615
Glamour of Surpassing Excellence

"Feeling down? Have a beer! Nob! Nob! Now where's he gone off to...." - Attributed to Barliman Butterbur 

Glamour of Surpassing Excellence :: MEAS :: hero resource short-event :: c3 

Playable on a company at a Border-Hold or Free-Hold. Make a roll (draw a #) for each hazard permanent-event on characters in the company. Discard each hazard whose roll is greater than the number normally needed to remove it as printed on the card (ignoring all modifier and conditions). If no number is given, the permanent-event is discarded if its result is greater than 8. 

I know this card looks funny, but it could potentially be one of the most helpful short-events you ever put in your deck. For one thing, this card can be played at any time at a Border-Hold or Free-Hold. Organization Phaze, Site Phase, even Movement/Hazard phase if you aren't moving. And the potential to virtually wipe out all corruption cards and hazard permanent-cards in one fell swoop is nothing to sneeze at. 

Finding a Border-Hold or Free-Hold isn't that difficult for a hero player, so this card is not going to have to wait long if you decide you have to play it. And remember, there are NO modifiers affecting the rolls, so you can stay untapped and ignore the usual -3 for removing those corruption cards, and you can even remove those cards that usually have to have a certain situation take place to remove (normally you don't even GET a roll), such as Foolish Words, Plague, Bring Our Curses Home, Foes Shall Fall, etc. 

Note that this card does not affect cards played on the company as a whole, such as Nothing to Eat or Drink, Stormcrow, etc. 

Don't feel like tapping a character to remove a corruption card? Or for that matter, Foolish Words? I for one hate tapping to remove Foolish Words. I'd rather just leave it on and worry about it later. But now you have the option to remove every hazard permanent-event on all your characters in a party at once. 

Ok, here's the scene. You're at Beorn's House, and dragging about a Plague, Lure of Nature, Foolish Words, and just for fun, Alone and Unadvised. Not a pretty sight. It's your organization phase, and you need to keep your characters untapped. Well, go ahead and try to remove them normally with a roll, and don't forget to add 3 for not tapping, and by the way, Plague stays cause you aren't at a haven, and Foolish Words stays there cause you don't feel like tapping. Let's say that you blow all the rolls. Well, play Glamour of Surpassing Excellence and try again, but THIS time, no modifier for staying untapped, AND Foolish Words will be gone on a roll of 8 or better, and you can keep all your guys untapped. So instead of needing an 8 or better for the Lure of Nature, or a 10 or better for the Alone and Unadvised, you just need a 9 for the Plague, a 5 for the Lure, an 8 for the Foolish Words, and a 9 for the Alone and Unadvised. Still, not the best of odds, but believe me, better than nothing at all. And if you manage to get lucky, this card has more than made it's worth apparent. 

One thing to remember...this card is yet another in an ever increasing number of cards that use dice rolls. Examples: Jewel of Beleriand, Trickery, various rings, riddling attempts, offering attempts, etc etc.. So don't be squeamish about dice rolls if you plan on playing this card. In my opinion, any roll is better than no roll, because lady luck may just be looking your way. 

Radagast 

Middle-earth Card of the Day #616
Riven Gate

Riven Gate :: MEAS :: resource short-event :: r2 

Magic. Sorcery. Playable on a sorcery-using character when facing the automatic-attack at a Border-hold. All automatic-attacks at the site are canceled, and any influence attempt against a faction at the site this turn is modified by +2. Unless he is a Ringwraith, he makes a corruption check modified by -4. 

Art by Eric David Anderson 

This card continues the tradition of Against the Shadow magic cards being much, much nicer than the original MELE magic cards. While it can't beat The Tormented Earth for all-around coolness, within specific decks it can be highly effective. 

The first and most obvious limitation on this card is that it requires a sorcerer; this means that it can be used very easily with most Ringwraiths, but only a few others. See my The Tormented Earth review (COTD #599) for details. 

Riven Gate has two closely related effects which, in most cases, will both be useful. But one of the things that makes the card cool is that, in a pinch, you can always use the card for one or the other of the effects if you already have the other one covered. First effect: wiping out the auto-attack on a border-hold. This is something of a small bonus, since the chances are pretty high that the auto-attack won't be too scary: each character facing 1@7 detainment seems pretty average. It could conceivably be worse if you're using this card with an overt company (not too likely) or if the auto-attack is being boosted with Rank Upon Rank or Arouse/Incite Defenders, in which case being able to cancel it could very well be the most important part of this card. Even the everyone@7 can be tricky - let's say, for example, that you have a Horseman who's going to do the recruiting that turn. Untapped he's only at 0 prowess, and while he has better than even odds to make it past a 7 detainment attack, his odds aren't much better than even. It's a bit too much of a risk - a risk you won't have to worry about if you're using Riven Gate. 

More importantly, this little spell yields a +2 bonus to an influence check against a faction, and minions need all the help they can get in that department. One nice thing is that the sorcerer doesn't have to be the influencer - it just has to be someone else in the company. Consider the situation with a sorcery-using Ringwraith trying to recruit Woodmen or Men of Dorwinion or Hillmen (all with a 10 target number): in Black Rider mode, Dwar has +5 DI, which gives him a good chance to recruit the faction but leaves an uncomfortable margin for error. Riven Gate's +2 brings things into the realm of Pretty Bloody Likely. Similarly, a Horseman with a Blazon of the Eye has a good but not great chance to recruit one of the above factions, a chance that's pretty much clinched with Riven Gate. And, since the bonus isn't skill-specific, Riven Gate can be helpful in a pinch, when, say, Hador himself is the only one left to make the influence attempt. At least with RG he'll have a ghost of a chance. 

The Grimburgoth is big and cool and can use sorcery, so it may be tempting to have him roam alone and knock down gates all through Middle-Earth - or maybe he finds himself all alone because all his companies were killed by Elves. In any case, using RG alone can be tricky - the corruption check all by itself isn't much of a risk to one's LIFE (you're only eliminated on a 2), but there's a much greater chance of the sorcerer tapping, in which case there's no one left untapped to reap the benefits of RG's effects. 

Another caution about the corruption (and this goes for most sorcery spells): it's not scary in and of itself, but it does mean that you have to keep your sorcerer unencumbered with other distractions, or you could be losing him in a hurry. 

One final limitation: the only places with big enough auto-attacks and hard enough faction checks to make RG worth its weight tend to be in the north. Sure, there are plenty of southern border-holds for minions, but do you really need to cancel everyone@5 detainment automatic attacks, or need an extra +2 to score that >8 faction? Usually not. 

Gimli 

Middle-earth Card of the Day #617
Burat, Tuma, and Wuluag

"Hey Bert..."
"What Tom?"
"Uh, how come we aren't too bright, but we're some of the most complicated characters in the game?"
"Hmm, I dunno, let's ask William." 

Burat :: MEAS :: Warrior/Ranger Troll :: MI 4 :: DI 0 :: 1 MP :: U2 5/8 :: Home Site: Any non-Under-deeps Ruins and Lairs 

Unique. Manifestation of "Bert." May not be included with a starting company. May be played on the same turn Tuma and/or Wuluag is played. Discard on a body check result of 8. +1 prowess against Dwarves. Tap Burat to untap Tuma or Wuluag if at the same site. If Tuma or Wuluag is in his company, Burat's mind is reduced by one. 

Art by Omar Rayyan. 

Tuma :: MEAS :: Warrior Troll :: MI 4 :: DI 0 :: 1 MP :: U2 6/8 :: Home Site: Any non-Under-deeps Ruins and Lairs 

Unique. Manifestation of "Tom." May not be included with a starting company. May be played on the same turn Burat and/or Wuluag is played. Discard on a body check result of 8. +1 prowess against Dwarves. Tap Tuma to untap Burat or Wuluag if at the same site. If Burat or Wuluag is in his company, Tuma's mind is reduced by one. 

Art by Omar Rayyan. 

Wuluag :: MEAS :: Warrior/Scout Troll :: MI 4 :: DI 0 :: 1 MP :: U2 5/8 :: Home Site: Any non-Under-deeps Ruins and Lairs 

Unique. Manifestation of "William." May not be included with a starting company. May be played on the same turn Burat and/or Tuma is played. Discard on a body check result of 8. +1 prowess against Dwarves. Tap Wuluag to untap Burat or Tuma if at the same site. If Burat or Tuma is in his company, Wuluag's mind is reduced by one. 

Art by Omar Rayyan. 

The three trolls from "The Hobbit" now come as characters for minion players thanks to Against the Shadow. Other than Ringwraiths and Wizards, these three are probably the most complicated character cards in the game. 

First, they cannot be included in a starting company. It's an interesting restriction that moves them into the same category as agent characters. You must plan your strategy to have available influence later in the game. Additionally, if you have your ringwraith out, you are limited to bringing them into play with direct influence or general influence at the location of the wraith. So the trolls will work best either with a wraithless deck which expects free general influence, either through casualties or influence enhancers. 

Second, the trolls are better in pairs or triplets. Alone, they require four mind each. Together, they require three mind each. This is unique among characters - heros or minions. At three mind, they are truly a bargain for their stats and skills. At four mind, Bert, Tom and William are average for overt minions. However, since luck of the draw will determine if Tom is anywhere near Bert or William in the deck, players should assume that their mind will be four and plan accordingly. 

Third, they can untap each other while in the same party. This is a MAJOR advantage. For example, River is played on a company with all three trolls, so Burat, the ranger, taps. The opponent thinks, 'Aha!' and plays Enchanted Stream. Wuluag taps to untap Burat and Burat taps to cancel the enchanted stream. The opponent thinks, 'Curses, foiled again, but now I'll play an Elf Lord Revealed in Wrath nicely Chilled, or course." Consulting the hand, there is A Nice Place to Hide, but a scout is needed. So, Tuma taps to untap Wuluag, the scout, and your company finds it's Nice Place to Hide. The flexibility this combo builds into a company is astounding. 

But wait, there is more! You may bring in as many of the three trolls as you have in hand on a single turn. Additionally, their home site is any non-Under-deeps Ruins and Lairs. So, if the company goes to The Lonely Mountain to recruit Smaug to fight for his ancestral master and happens to get mangled on the way, you can bring in plenty of reinforcements. 

There are two combinations that Chill _me_ with Fear. First, a Ringwraith moves out to recruit Smaug, or any other dragon, and not only rouses the beast but recruits a healthy sized troll party at the site during the next organization phase to loot the other lairs in the area without having to cross all the hostile territory in between. Or worse, a hero company wanders to Barrow Downs to pick up some bauble or another - quite safely away from all those nasty brutish orcs and troll companies in the southeast. Suddenly, during the minion's turn, Burat, Tuma and Wuluag all show up at Barrow Downs claiming 'We Have Come to Kill!' and proceed to thrash the heros during the site phase. Yes, it is a four card combo and therefore difficult to pull off for full effect, but, when it works, you can count on a major swing in marshalling points. 

A footnote to Burat, Tuma and Wuluag, they are manifestations of the hazard creatures Bert, Tom, and William so you will not want to risk using the creatures and the characters in your deck. There is too great a risk that the creatures would be eliminated in combat. Similarly, you don't want to kill them either, so approach any combat with 'da boys' with care. 

In summary, use the three trolls in decks that can benefit from their rapid (or should that be rabid) deployment and have plenty of influence to spare in the middle to late game. Otherwise, leave da boys at home as everything that makes them great relies on combos to play effectively. 

Frerin 

Gimli relates a tactic of the three stone stooges: 

One trick that impressed me the most the first time I saw it: tapping/untapping the trolls to maximize combat efficiency. 

Example: B & T are facing an auto-attack, 3@9. They really want someone to be untapped when it's over to so they can play an item, but nobody can really afford the risk of facing their strike untapped. 

B taps to face his strike. T taps to untap B, then faces his strike (at -1 instead of -3.) B is untapped and can easily play an item, etc. 

Gimli 

Reader Comments

Nimrandir: Note that the Troll trio's untapping abilities require them to be *at* the same site. This means that the movement/hazard shenanigans discussed in the review are not possible, as the trio is not at any site while moving. Also, they cannot tap to untap each other while facing an automatic-attack, as the action doesn't directly affect the attack or any of its strikes. It seems ICE was afraid of making their abilities too powerful...
Middle-earth Card of the Day #618
Great-shield of Rohan

Great-shield of Rohan :: METW :: Major Item :: -/+2 :: 2 CP :: 2 MP :: U 

Unique. Shield. +2 to body to a maximum of 9. Warrior only: tap Great Shield of Rohan to remain untapped against one strike (unless bearer is wounded by the strike). 

Art by Audrey Corman. 

Heroes take note: here is an item which boosts the bearer's body +2 to a maximum of 9 AND acts as an unending source of Block short-events without occupying the three slots in your deck. 

This shield is playable at any site which permits major items. It can be combined with armour, a helm and a valiant sword to help out pathetic bodied characters, though not even dough-boy Halbarad is so pathetic as to require all four. There are eleven hero characters with a body of six or less, most of which can handle two corruption points, the exceptions being the dwarves. This shield works best with a character who has a high prowess and substandard body, like Theoden, Balin, Erkenbrand, Gildor Inglorien or Gloin. Of course you can give the shield to a non warrior, but this is a waste of opportunity. 

For as long as your character bears this shield upon his or her arm, he or she gets the equivalent of at least one Block per turn. Also, cards like Wielded Twice untap the item to tease out more than one Block per turn; however, there are also nasty cards like Slip Treacherously that render the special ability temporarily out of order. Also, if someone or something like Adunaphel the Nazgul tapped the bearer, then the shield's special ability is useless that turn. 

A drawback to this card is its marshalling points to corruption points ratio; i.e., 2:2. And while its uniqueness is also a negative, it is less so as far fewer people seem to play it as play Glamdring, Orcrist, Wormbane and other offensive items. 

So, the deciding factor in choosing to include this major item in your deck depends on your characters. If you have some warriors who can greatly benefit from +2 to body, then this should be high on your list of items. 

Ohtar 

Middle-earth Card of the Day #619
Troll-Purse

This card gives quite a different answer to Bilbo's winning riddle, "What have I got in my pocket?" 

Troll-Purse :: MEDM :: hazard permanent-event :: u2 

Playable on a site with an Orc or Troll automatic-attack. When any item is played at this site, the company must face all automatic- attacks of the site again with the attack's prowess modified by +3. Any successful strike does not harm the character, but rather the character is taken prisoner at the site. The rescue-attack equals all automatic attacks of the site at the time of rescue. 

While the Troll-Purse in The Hobbit belonged in the company of Bert, Tom and William, the one in the card game cannot be played with the trolls in either their creature or their character modes. This version only effects automatic-attacks and can be used with orcs as well as trolls. I can't imagine how an orc would end up with a troll purse, but that is neither here nor there. 

This card is the only 'capture' card relating specifically to automatic attacks. It can potentially take an entire company prisoner as "any successful strike" captures a character. In a worst case scenario, four hobbits enter Moria to play the Mithril Coat concealing the Orc automatic attack with Concealment. But Troll-Purse is on-guard. When the Mithril Coat is played, the hobbits now face a greatly increased orc attack. Tapped out, they can no longer conceal themselves and are all taken prisoner. Since the site was tapped, it goes to the discard pile and the player controlling the hobbits is stuck with all those negative marshalling points for prisoners while he waits for his deck to cycle to retreive Moria from the discard. Ouch! 

A much more likely scenario is that one character may be taken prisoner and instead of moving away, the company remains at the site another turn to bail the poor fool out. Not bad turn ecomony, but their are easier ways to delay a company. Also, against hero companies, the opportunity to play Troll-Purse is limited. A hero deck can easily go the entire game without visiting a single orc/troll automatic attack site. Therefore, I didn't put Troll- Purse in my decks. 

Then along came Lidless Eye. Minion companies do go to Orc/Troll sites. Heck, they practically live in them. And Troll-Purse doesn't care if the site's attack is detainment. A detainment attack will bag a character just as quick as a normal attack. It can still be tricky to play Troll-Purse. The company must play an item, but a minor item after a faction or ally is sufficent. Troll-Purse will have a more difficult time bagging high prowess overt minions, but is gives up no MPs should it fail. 

The best use for Troll-Purse is in a deck will lots of auto-attack enhancers. You can turn a relatively light attack like Goblin Gates' into a nightmare from which companies will rarely return unscathed. 

Overall, I find Troll-Purse in few of my decks. It's unreliable against heroes and may not be strong enough against minions. Still, it has a valid place in auto-attack hazard strategies and orc/troll theme decks. 

One final note, Troll-Purse should always be played on-guard. When using on-guard cards, and sometime even when you aren't, you should play an on-guard card at every site on every turn that the hazard limit allows. That way, you won't telegraph your intentions when you have a real on-guard card. 

Frerin 

Middle-earth Card of the Day #620
The Under-Deeps Part 1 - A Hero Perspective

The Under-Gates, The Under-Grottos, The Sulfer-Deeps, and so on. All places that sound evil and nasty and filled with danger and adventure. Well, what are you waiting for! Let's go spelunking! Perhaps Bilbo and the Fellowship were afraid to delve into the bowels of Endor, but with the right preparation and a good, strong rope, there's no need for you to be afraid, at least, not at first glance..... 

Cards reviewed: 
The Gem Deeps; The Iron-Deeps; The Pukel-Deeps; The Sulfer-Deeps; The Under-Courts; The Under-Galleries; The Under-Gates; The Under-Grottos; The Under-Leas; The Under-Vaults 

When these sites first came out, I must admit that I was unsure as to their effectiveness. I mean, come on, go all the way down and come all the way back up? And further, move to _another_ deep site? You're just waiting for a pounding! Well, those days are long past, and I have since gained a new perspective about these seemingly perilous sites. For one thing, with the release of MEAS, and the minion versions of the Under-Deeps (see part 2 for review for Minion Perspective), there seems to be a potential for a lot of action down there. But for now, we'll stick with the hero versions. 

Like any good fantasy story, Middle-Earth has it's own rich history of "dungeons". Naturally, this leads one to believe that there should be dungeon-delving. And, thankfully, there are treasures to be found in these deep, dark places...treasures of legend and ages past! 

General Overview 

All of the Under-Deeps sites are either Ruins & Lairs, Shadow-Holds, or Dark-Holds. While there are plenty of creatures keyable to these sites, and nasty ones too, the good news is that the only creatures keyable while traversing the belly of the world are those keyable to site only. This eliminates a whole slew of nature beasts, environmental hazards, and the like. The bad news is two-fold. First of all, there is a totally new pack of environmental hazards and creatures specifically tailored to the Under-Deeps, and secondly, the auto attacks are nothing to sneeze at. And we should not forget that all Under-Deeps sites have an optional second attack playable from your opponents hand, during the site phase, revealable after you've faced the first auto attack (see next paragraph for exception). 

Just so that there is no confusion, I have recent rulings for Forewarned is Forearmed and how it affects Under-Deeps. The 2nd auto attack slot does count as far as Forewarned is Forearmed is concerned. Briefly, if Forewarned is Forearmed is in play during the site phase, your opponent has two choices. Either he a.) doesn't play a creature for the second auto attack, and you face the first UNcancellable (Under-Gates comes quickly to mind), or b.) he plays a creature from his hand for the 2nd auto attack, and you face this one UNcancellable, and ignore the 1st auto attack... In either example, your opponent must decide before you face any auto attack which auto attack you are to face. So my advice with this card, be careful when you play it. 

Some examples of new hazards you might face while down in the deeps are; Nameless Thing a.k.a. Endless Thing, Durin's Bane, specific Nazgul permanent-events that attack at their stomping grounds, new roadblock (The Reach of Ulmo, etc.), Nazgul themselves, Spider of the Morlat (at certain times), Umagaur the Pale, Buthrakaur the Green, and if i'm not mistaken...just about every orc, troll, or undead. 

So you might be thinking, when do I hear the good news? As with all clouds, there is a silver lining (hopefully). 

My first and most important piece of advice: Be Prepared! Sure the Dark is a scary place...sure the Balrog is a big fatty. But a well-prepared party may even defeat the thing, and wind up with a few nice trinkets besides. One thing i've noticed about Under-Deep delving is how quickly your points can add up. Either with cool items, miscellaneous points, or creature kills. Naturally, the flip-side is how quickly things can turn sour. The smaller you keep your deck to the 30/30 minimum, the better. You can get to your resource items faster, and hopefully play something during every site phase. 

One interesting thing about the Under-Deeps; If you end up with more than one character untapped after the auto-attacks (2nd character required, no untapping a character who has already found an item), you can play a second item playable at the site. Ever play Aiglos and the Dragon-helm in one turn? It's possible! And because travel in the Under-Deeps is quite often one-way, it's nice to know that you can play a few things at once if you happen to get the chance. 

If you do plan on staying down there, be sure to bring a few flashlights, or you'll be subjected to your own private snowstorm. (The party can't seem to find their way out of this big cavern! I sure hope the air doesn't run out....) A Noldo-Lantern or two or even a Dwarven Light-Stone can be most helpful with the rolls needed to move between sites. And as an added bonus, we'll throw in a handy little feature, sure to impress your party! What's that you say? Trouble with undead, Nazgul, orcs or trolls? Why, just turn on this handy little flashlight and those pesky things will cower in your sunlight! Noldo-Lantern taps to give -2 prowess and 1 less strike to any of those pre-mentioned nasties. Now that's a mag-light. 

There are plenty of nice things to be found in these crevasses: Aiglos, Dragon-Helm, Mithril, Gems of Arda, or any other min/maj/gtr item you can think of. They've even thrown in a few nice miscellaneous points too: To the Uttermost Foundations, Vein of Arda. As you can see, it's hard to ignore all those points. 

Items/Points and where playable:
Aiglos 5 mp Item (special) --Any Under-Deeps Dark-Hold or Shadow-Hold
Dragon-Helm 4 mp Item (special) --Any Under-Deeps Dark-Hold or Shadow-Hold
Dwarven Light-Stone 2 mp Item (special) --Any Under-Deeps site
Gems of Arda 3 mp Item (special) --The Gem-Deeps or if Vein of Arda is stored, any Under-Deeps site
Mithril 3(7) mp Item (special) --The Under-Gates (if Vein of Arda is stored) (sage or dwarf only)
Noldo-Lantern 2 mp Item (special) --Any Under-Deeps site
To the Uttermost Foundations 3 mp (misc) --Any Under-Deeps site during the Org. Phase
Vein of Arda 2 mp (misc) --Any Under-Deeps site (sage or dwarf only) 

The Under-Gates - Site - Shadow-Hold - Under-Deeps -- Draw opp 3/ you 1 
Adjacent Sites: Moria (0), The Gem-Deeps (6), The Sulfer-Deeps (5), The Under-Grottos (8), The Under-Leas (6) 
Playable: Items (Minor, Major, Greater, Gold Ring) 
Automatic-Attacks (2): 
Balrog (1st) 2 strikes with 16 prowess 
(2nd) Opponent may play as an automatic-attack one non-unique hazard creature from his hand normally keyed to ruins & lairs. 
Special: If Balrog of Moria is in play, or if it or Durin's Bane has been defeated, the first automatic-attack is canceled. 

This ultimate site of the Under-Deeps comes with a heavy 1st auto attack. 2 at 16? Wow. Why come here? Well, just about anything is playable here, not to mention Mithril, and any of the other special Under-Deeps items, and there are ways around the Balrog. If you don't plan to go to Moria anytime soon, why not put out your own version of Balrog of Moria? Hey, while the big boy is upstairs bothering the other folks, sneak in and grab some loot! As long as the other manifestation of the Balrog is out, free stuff! 

From this centralized under-site, there are a few directions you can go...to the lair of the Necromancer (The Sulfer-Deeps), northwards through the Misty Mountains (Under-Grottos, Under-Leas), or a side trip to the Gem-Deeps. 

The Under-Grottos - Site - Ruins & Lairs - Under-Deeps -- Draw opp 3/ you 1 
Adjacent Sites: Goblin-gate (0), The Under-Leas (8), The Under-Gates (8) 
Playable: Items (Minor, Major, Gold Ring) 
Automatic-Attacks (2); 
Orcs (1st) 4 strikes with 7 prowess 
(2nd) Opponent may play as an automatic-attack one non-unique hazard creature from his hand normally keyed to a Shadow-Hold. 
Special: When a gold ring is tested in a company at this site, the result of the roll is modified by +2. 

Considering this is where Bilbo found the One Ring, it's obviously a nice place to test a ring, regardless of what you are looking for. You can go from Goblin-Gate, having brought in Gollum, find a gold ring down here, wait for your other company to get here with the Scroll of Isildur, and hey, 83% to get The One Ring is nothing to sneeze at (with Wizard's Test)! Other than this handy feature, there really isn't a whole lot to this murky place. 

The Gem-Deeps - Site - Ruins & Lairs - Under-Deeps -- Draw opp 3/ you 2 
Adjacent Sites: Glittering Caves (0), The Pukel-Deeps (9), The Under-gates (6) 
Playable: Items (Minor, Major, Gold Ring) 
Automatic-Attacks (2): 
Undead (1st) 3 strikes with 9 prowess 
(2nd) Opponent may play as an automatic-attack one non-unique hazard creature from his hand normally keyed to a Shadow-Hold. 
Special: Any Undead creature or Pukel-creature may also be played at this site. 

Wait, is that right? Any undead?? Yikes. Don't ignore the possibilities of that getting even worse with undead hazards flying left and right. About the only good thing to this site is the ability to play Gems of Arda. If you've already stored a Vein of Arda, skip this site and play your Gems elsewhere. 

The Iron-Deeps - Site - Dark-Hold - Under-Deeps -- Draw opp 4/ you 1 
Adjacent Sites: Carn Dum (0), The Under-Leas (6), The Under-Vaults (7) 
Playable: Items (Minor, Major Greater) 
Automatic-Attacks (2): 
Trolls (1st) 3 strikes with 9 prowess 
(2nd) Opponent may play as an automatic-attack one non-unique hazard creature from his hand normally keyed to Ruins & Lairs. 
Special: If the Witch-King of Angmar is in play as a permanent-event, it must be used as an additional automatic-attack (discard after use - ignore result of defeat) 

Well, as you can see, this site is full of good and bad things. Just about anything is playable here, but if that Witch-King is out, he's sure to come down and protect his back door. Although you don't get the points if you beat the Witch-King (improbable, but not impossible) it does discard him regardless (if he's out), and after all, how can a discarded Nazgul be bad? Better be prepared. 

This site works as one of a nice triumvirate of sites including The Under-Leas, and The Under-Vaults. If you don't want to spend too much time down under, these three sites can get you in and out quickly, and you'll wind up in just about the same region you started in, right next to good ol' Rivendell. Did someone stay, "Let's store this hoard"? 

The Under-Leas - Site - Shadow-Hold - Under-Deeps -- Draw opp 4/ you 1 
Adjacent Sites: Mount Gundabad (0), The Iron-Deeps (6), The Under-Grottos (8), The Under-Gates (6), The Under-Vaults (7) 
Playable: Items (Minor, Major, Greater) 
Automatic-Attacks (2): 
Orcs (1st) 5 strikes with 7 prowess 
(2nd) Opponent may play as an automatic-attack one non-unique hazard creature from his hand normally keyed to Ruins & Lairs. 
Special: If the Witch-King of Angmar is in play as a permanent-event, it must be used as an additional automatic-attack (discard after use - ignore result of defeat) 

Another of the convenient 3 Under-Deeps sites, The Under-Leas is a Shadow-Hold instead of a Dark-Hold (i.e., The Iron-Deeps), but that doesn't make it any safer. Just about any normal or Under-Deeps special item is playable here. This site is also centralized, similar to The Under-Gates. 

The Under-Vaults - Site - Ruins & Lairs - Under-Deeps -- Draw opp 3/ you 2 
Adjacent Sites: Mount Gram (0), The Iron-Deeps (7), The Under-Leas (7) 
Playable: Items (Minor, Major, Gold Ring) 
Automatic-Attacks (2): 
Undead (1st) 3 attacks with 8 prowess 
(2nd) Opponent may play as an automatic-attack one non-unique hazard creature from his hand normally keyed to Shadow-Holds. 
Special: Any Undead creature may also be played at this site. 

Another free Undead site. Great. However, this site is one of the tamer sites in the Under-Deeps, being a Ruins & Lairs, and it's above-ground site (Mount Gram) is also not that difficult to deal with. This would be a good place to start your dungeon-delving. 

The Pukel-Deeps - Site - Ruins & Lairs - Under-Deeps -- Draw opp 3/ you 2 
Adjacent Sites: Dunharrow (0), The Gem-Deeps (9), The Sulfur-Deeps (9) 
Playable: Items (Minor, Major, Gold Ring) 
Automatic-Attacks (2): 
Pukel-Men (1st) 2 strikes with 11 prowess 
(2nd) Opponent may play as an automatic-attack one non-unique hazard creature from his hand normally keyed to Shadow-Holds. 
Special: Any Undead creature or Pukel-creature may also be played at this site. 

The third of the free Undead sites, and an interesting one at that. Hard to get to, not too much playable there, and free undead. The good thing about this site is it's above-ground site, Dunharrow (a Border-Hold). Not much going on at Dunharrow (Shadowfax, Paths of the Dead). To be honest, not much going on at this site at all. Best skip it unless you're just dying to play a minor or major item or you're planning on going to Dunharrow. 

The Sulfer-Deeps - Site - Dark-Hold - Under-Deeps -- Draw opp 4/ you 1 
Adjacent Sites: Dol Guldur (0), The Under-Courts (5), The Pukel-Deeps (9), The Under-Gates (5), The Under-Galleries (8) 
Playable: Items (Minor, Major, Greater) 
Automatic-Attacks (2): 
Trolls (1st) 2 strikes with 9 prowess 
(2nd) Opponent may play as an automatic-attack one non-unique hazard creature from his hand normally keyed to Shadow-Holds. 
Special: If Khamul the Easterling or Adunaphel is in play as a permanent-event, one must be used as an additional automatic-attack (attacker's choice, discard after use - ignore result of defeat) 

Contrary to The Pukel-Deeps, there is a lot going on at this site. Especially if either Khamul or Adunaphel is out. Again, going to this site requires preparation. One interesting note; coming up from The Sulfer-Deeps to Dol Guldur to play Pass the Doors of Dol Guldur would be an interesting, if not dangerous feat. If you've been to any of the Under-Deeps site by that time, you could have played Pass the Doors with a Dark Numbers that one of your scouts might have had after facing any number of troll, orc, or man attacks. Then it's up to Dol Guldur to face the auto's, play an item, and then a Rescue Prisoners. Sound's simple, doesn't it. 

The Under-Galleries - Site - Dark-Hold - Under-Deeps -- Draw opp 4/ you 1 
Adjacent Sites: Any site in Udun (0), The Under-Courts (4), The Sulfur-Deeps (8) 
Playable: Items (Minor, Major, Greater) 
Automatic-Attacks (2): 
Trolls (1st) 4 strikes with 9 prowess 
(2nd) Opponent may play as an automatic-attack one non-unique hazard creature from his hand normally keyed to Shadow-Holds. 
Special: Stolen Knowledge. When Under-Galleries would be placed in your discard pile, place it in your marshalling points pile instead for 3 marshalling points - this card is considered stored. 

Well, up until MEAS, there was no site in Udun for heroes, other than Morannon. Eh?? No site? That's what I said. I can imagine trying to slip in too. "S'cuse me, but can I squeeze through this big black gate of yours? No? Ok, I'll just be on my way, sorry to bother you!" And even then, it's almost better to have an Ancient Stair handy. But now there is Cirith Gorgor, a full 7 regions (site path) from Lorien. Talk about anything being playable along the way. The auto-attack here is hefty, but plenty of items are playable here, and you get 3 marshalling points just for visiting the site. But take note, the site must be tapped in order to be discarded in order to be stored as marshalling points. So guess what? This is a one-time site. 

The Under-Courts - Site - Dark-Hold - Under-Deeps -- Draw opp 4/ you 1 
Adjacent Sites: Barad-Dur (0), The Sulfur-Deeps (5), The Under-Galleries (4) 
Playable: Items (Minor, Major, Greater) 
Automatic-Attacks (2): 
Trolls (1st) 3 strikes at 10 prowess 
(2nd) Opponent may play as an automatic-attack one non-unique hazard creature from his hand normally keyed to Shadow-Holds. 
Special: If any Nazgul permanent-event is in play, one must be used as an additional automatic-attack (attacker's choice, discard after use - ignore result of defeat) 

Uh, any Nazgul? "Check Please!" Thankfully, it's only one. At least, from permanent-event status. There's nothing to stop them being played as creatures to begin with. And, it's smack dab in the middle of Gorgoroth, and we all know who hangs out in Mordor. It is easy to get to, though, and may best be used as a tunnel to get to Gorgoroth instead of using movement above ground. Then again, that's up to you. 

Summary 

With MEAS, and the inclusion of the minion versions of the Under-Deeps sites, you can bet there is going to be a lot more going on down under. Perhaps you yourself might think about heading down below to grab some of the booty before it's all taken! 

Hazard cards that affect Under-Deeps:
Buthrakaur the Green, Durin's Bane, Nameless Thing, Spider of the Morlat, Umagaur the Pale, The Black Enemy's Wrath, Drums, Earth-Tremors, Great Secrets Buried There, The Reach of Ulmo, The Way is Shut, Nazgul, any creature playable at Ruins & Lairs, Shadow-Holds, Dark-Holds (Undead, Orcs, Trolls, etc.), and any cards affecting said creatures. 

Resource cards to think about: 
Dark Quarrels, Forewarned is Forearmed, More Alert Than Most, Secret Entrance, Ancient Stair, Lost Tome, Dark Numbers, Forgotten Scrolls, I Know Much About You (Nameless Thing), Into Dark Tunnels, Knowledge of the Enemy, Pass the Doors of Dol Guldur, Secret Ways, Concealment, Lapse of Will, Lucky Search, Morannon, Praise to Elbereth, Rescue Prisoners, Marvels Told. 

Radagast 

Middle-earth Card of the Day #621
The Under-Deeps Part 2 - A Minion Perspective

The Under-Deeps Part 2 - A Minion Perspective What better way for an orc to travel through Endor than traversing it's bowels? Not a pretty analogy, I agree, but down we go anyway! 

Cards reviewed:
The Gem Deeps; The Iron-Deeps; The Pukel-Deeps; The Sulfer-Deeps; The Under-Courts; The Under-Galleries; The Under-Gates; The Under-Grottos; The Under-Leas; The Under-Vaults 

It is highly recommended that you read Part 1 of this entire review (the Hero Perspective) first. 

When the minion version of the Under-Deeps first came out, I was astounded by a few things....the difference in most of the auto-attacks, the relative ease in travel between sites for minions, the vast difference in items playable there, and the effect on hazard creature playability. 

General Overview 

All of the Under-Deeps sites, like the hero versions, are either Ruins & Lairs, Shadow-Holds, or Dark-Holds. The difference lies in the playability of creatures at these sites, and the items playable there. 

Creatures that pack a punch against heroes simply fall flat against minions. Instead of being huge monster strikes, they turn into detainment (exceptions listed at specific sites). Annoying to be sure, but I would much rather face a Nameless Thing as a detainment than as a normal attack. Examples: Nameless Thing (exception: Ruins & Lairs), Durin's Bane (some exceptions...see below), Nazgul, anything else keyable to Under-Deeps, with the exception of the Ruins & Lairs. 

Durin's Bane has a few exceptions. Without Doors of Night, you can key it to the Under-Grottos and the Gem-Deeps as a normal attack. With Doors of Night in play, you can add the Under-Vaults and the Pukel Deeps. These are all Ruins and Lairs, and attacks there are normally not detainment, barring stated rulings. All other sites for the minions are either Shadow-Holds or Dark-Holds and attacks there are treated as detainment (exceptions noted below). Also, the auto-attacks at most of the minion Under-Deeps sites are detainment, and many of the 2nd attacks have disappeared. 

Be aware that there are sites that specifically state that non-Nazgul hazard creatures played there attack as normal, not as detainment, so even orcs and trolls might get you at those sites. So first off we can see how hard it is to really nail down an effective creature hazard strategy against a minion player visiting the Under-Deeps. Good for the bad guys. 

Another interesting thing that has come up in play recently is the ability for minion players to play hero items. This is in the rules, but in the Under-Deeps we come across an interesting situation. Minion players can play Hero special items playable at the Under-Deeps with virtually no effort. 

Example: Starting at Dol Guldur, we go down to the Sulfur-Deeps, and play Aiglos. No muss, no fuss, 3 marshalling points just like that. Next turn, go up, store it, and there you have it. And since it is unique, any hero playing Aiglos had better start looking for another item. I would be remiss if I did not mention Juho Sarkila as the originator of this cheesy move. And yes, in my opinion, I think this is a loophole. My preference would be that minion characters should not be able to play Hero special items, and that Hero players should not be able to play Minion special items, although the White Hand would be an obvious exception with the Corrupted Wizards. 

One thing to pay attention to when moving in the Under-Deeps is the ease at which you can move. All numbers required to move between sites have been reduced by an average of one. For example, going from the Under-Gates to the Under-Grottos now requires rolling a 7 or greater instead of an 8 or greater. 

The Under-Gates - Site - Shadow-Hold - Under-Deeps -- Draw opp 2/ you 2 
Adjacent Sites: Moria (0), Under-Grottos (7), Gem-Deeps (6), Sulfur-Deeps (4), Under-Leas (5) 
Playable: Items (Minor, Major) 
Automatic-Attacks (2): 
Balrog (1st) 2 strikes with 16 prowess 
(2nd) Opponent may play as an automatic-attack one non-unique hazard creature from his hand normally keyed to ruins & lairs. 
Special: Non-Nazgul creatures played at this site attack normally, not as detainment. If a manefestation of Balrog of Moria is in play or defeated, the first automatic attack is canceled. 

Well, at least some things are hard to change. Moria's Lower Gates still remain dangerous to all comers. The Balrog is still a heavy hitter here, and everything else played here besides Nazgul attack normally too. So watch out that you don't get nailed. Note the huge difference in playable items here. Only minor or major, or other specific Under-Deeps special items can be found here. Not that big of a difference, but it may behoove you to find that Broad-headed spear elsewhere to avoid the hassle of fighting a Balrog. 

New Ally alert! The Balrog is playable here, and guess what! You have to face him before he'll follow you. And if he does join you, his controller's movement is limited to Under-Deeps and their adjacent sites. Any movement from a Non-Under-Deeps site to another Non-Under-Deeps site will discard the Balrog, and YES, Iron Road counts as movement. 

The Under-Grottos - Site - Ruins&Lairs - Under-Deeps -- Draw opp 3/ you 1 
Adjacent Sites: Goblin-gate (0), Under-Leas (7), Under-Gates (7) 
Playable: Items (Minor, Major, Gold Ring) 
Automatic-Attacks (2); 
Orcs (1st) 4 strikes with 7 prowess 
(2nd) Opponent may play as an automatic-attack one non-unique hazard creature from his hand normally keyed to a Shadow-Hold. 
Special: When a gold ring is tested in a company at this site, the result of the roll is modified by +1. 

Not much has changed here. Ring tests are now at +1 instead of +2 for the hero Under-Grottos, but you can still play gold ring items here, and it's slightly easier to get to. This is a Ruins & Lairs, so creatures keyed here are normal, not detainment, barring noted exceptions. 

The Gem-Deeps - Site - Ruins & Lairs - Under-Deeps -- Draw opp 3/ you 2 
Adjacent Sites: Glittering Caves (0), The Pukel-Deeps (9), The Under-gates (6) 
Playable: Items (Minor, Major, Gold Ring) 
Automatic-Attacks (2): 
Undead (1st) 3 strikes with 9 prowess 
(2nd) Opponent may play as an automatic-attack one non-unique hazard creature from his hand normally keyed to a Shadow-Hold. 
Special: Any Undead creature or Pukel-creature may also be played at this site. 

This is one of the few minion Under-Deeps sites that remains difficult to get to from other Under-Deeps sites. Absolutely nothing has changed about this site. Be careful going here as you can get hit with some nasty ruins & lairs creatures attacking normally. This I think is the danger with minion Under-Deeps. 

The Iron-Deeps - Site - Dark-Hold - Under-Deeps -- Draw opp 1/ you 1 
Adjacent Sites: Carn Dum (0), The Under-Leas (5), The Under-Vaults (6) 
Playable: Items (Minor) 
Automatic-Attacks: 
Trolls (1st) 3 strikes with 10 prowess (detainment) 

Well, as you can see, this site has definitely changed. Only minor items are playable here, and the auto-attack is detainment. A hefty detainment mind you, especially with only minor items playable (exceptions noted in table below). How much safer can you get? An easy drop from Carn-Dum. 

The Under-Leas - Site - Shadow-Hold - Under-Deeps -- Draw opp 2/ you 2 
Adjacent Sites: Mount Gundabad (0), The Iron-Deeps (5), The Under-Grottos (7), The Under-Gates (5), The Under-Vaults (6) 
Playable: Items (Minor, Major) 
Automatic-Attacks (2): 
Orcs (1st) 5 strikes with 7 prowess (detainment vs overt) 
(2nd) Opponent may play as an automatic-attack one non-unique hazard creature from his hand normally keyed to Ruins & Lairs. 
Special: Non-Nazgul creatures played at this site attack normally, not as detainment. 

Here we have another Shadow-Hold Under-Deeps site that allows non-Nazgul creatures played at it to attack as normal, not as detainment. Very dangerous with some set-up. It would be good to keep an eye on any modifiers bulding up before you go here. And yes, Durin's Bane can pound you here. 

The Under-Vaults - Site - Ruins & Lairs - Under-Deeps -- Draw opp 2/ you 1 
Adjacent Sites: Mount Gram (0), The Iron-Deeps (6), The Under-Leas (6) 
Playable: Items (Minor, Major) 
Automatic-Attacks (2): 
Undead (1st) 3 attacks with 8 prowess 
(2nd) Opponent may play as an automatic-attack one non-unique hazard creature from his hand normally keyed to Shadow-Holds. 
Special: Any Undead creature may also be played at this site. 

A free Undead site. And since it is a Ruins & Lairs, they attack normally. Yikes. Be careful about undead modifiers if you plan on going to this site. Something I need to mention...with these 2nd auto attacks using creatures keyable to Shadow-Holds, it might be a good filter for your opponent to slip in detainment creatures so that they can attack as normal. Sneaky. 

The Pukel-Deeps - Site - Ruins & Lairs - Under-Deeps -- Draw opp 3/ you 2 
Adjacent Sites: Dunharrow (0), The Gem-Deeps (9), The Sulfur-Deeps (9) 
Playable: Items (Minor, Major, Greater, Gold Ring) 
Automatic-Attacks (2): 
Pukel-Men (1st) 2 strikes with 11 prowess 
(2nd) Opponent may play as an automatic-attack one non-unique hazard creature from his hand normally keyed to Shadow-Holds. 
Special: Any Undead creature or Pukel-creature may also be played at this site. 

As another site that did not change, the Pukel-Deeps can be potentially dangerous (being a Ruins & Lairs), but note the addition of the playability of Greater items. And still, it's a difficult site to get to both from above and below. 

The Sulfer-Deeps - Site - Dark-Hold - Under-Deeps -- Draw opp 1/ you 1 
Adjacent Sites: Dol Guldur (0), The Under-Courts (4), The Pukel-Deeps (9), The Under-Gates (4), The Under-Galleries (7) 
Playable: Items (Minor) 
Automatic-Attacks: 
Trolls (1st) 2 strikes with 10 prowess (detainment) 

As the below-site of a Darkhaven, it is no surprise that not much is playable here, and the detainment is somewhat beefy. Usually a starting point for other Under-Deeps sites. 

The Under-Galleries - Site - Dark-Hold - Under-Deeps -- Draw opp 2/ you 2 
Adjacent Sites: Any site in Udun (0), The Under-Courts (4), The Sulfur-Deeps (7) 
Playable: Information, Items (Minor) 
Automatic-Attacks: 
Trolls (1st) 4 strikes with 10 prowess 

The minion incarnation of this site is a lot different than the hero version. For one thing, you can get to it easy. And, oddly enough, information is playable there. The automatic-attack isn't easy though, so you might just want to use this site for a tunnel to another Under-Deeps site. 

The Under-Courts - Site - Dark-Hold - Under-Deeps -- Draw opp 1/ you 1 
Adjacent Sites: Barad-Dur (0), The Sulfur-Deeps (4), The Under-Galleries (4) 
Playable: Items (Minor) 
Automatic-Attacks: 
Trolls (1st) 3 strikes at 10 prowess (detainment) 

Directly under Barad-Dur, this site is another quiet little cavern, with not much playable. Another candidate for Under-Deeps special items. 

Items/Cards and playability 
Ancient Black Axe : Any Under-Deeps Shadow-Hold
Iron Shield of Old : Any Under-Deeps Shadow-Hold or Ruins & Lairs
Any Hero Under-Deeps special items : See Part 1 of Under-Deeps review
The Balrog : The Under-Gates

Cards to think about : Goblin Earth Plumb, Far Below the Deepest Delvings, World Gnawed by the Nameless 

Summary 

With MEAS, and the inclusion of the minion versions of the Under-Deeps sites, a lot more quick points are going to be showing up. Minions finally get some decent item points, and an Ally or tweo, and their easy playability means that spelunking for minions doesn't have to be dedicated. 

Radagast 

Middle-earth Card of the Day #622
Ancient Black Axe

Rogrog stepped forward to face the elf-lord, feeling the cold steel of the axe hum slightly in his hand... 

Ancient Black Axe :: MEAS :: minion special item :: 4MP :: 4 CP :: r2 

Unique. Playable at any Under-Deeps Shadow-Hold. Weapon. +2 direct influence. Warrior Only: +3 prowess (to a maximum of 11); -1 to strike's body; tap this item to make a character at the same site sutomatically pass a corruption check. When this item becomes tapped, bearer makes a corruption check. 

From the outset, it becomes obvious that this is a very nice item to have for a minion player, and the accessibility of any Under-Deeps Shadow-Hold for minions is almost too easy. For any bearer, the +2 direct influence is nice. But for a warrior, this weapon really begins to shine. Imagine if you will a Lieutenant of (fill in the blank) with one of these babies. Interestingly enough, the ability to help another character at the same site make a corruption check automatically is nice, although weird, in my opinion, because then the bearer of this wood-splitter then has to make a corruption check himself, with at LEAST 4 corruption points. 

The ratio of MP's to CP's is not so good, on the level with Iron Crown, Valiant Sword, and Sword of Gondolin. (ie, same or more CP's than MP's). But in the end, I believe that I would take this item over a sword any day. At least, as a minion player. 

For comparison, Aiglos gives 1 greater marshalling point, 1 less corruption point, 1 less prowess bonus (except when DoN is in play), +1 body, 1 greater strike body modification (-2), and 1 greater direct influence (but only against elves and elf factions). So as we compare the two, we see that the Axe is a bit more of a generic weapon with modifiers than Aiglos is. It's a little easier to get, but then the corruption is slightly higher. 

Like Aiglos, it is a special item, and manages to avoid some of the cards that affect corruption checks such as Roving Eye, Dragon-Sickness, etc. But because of the relative ease at which this item is played (in comparison to Aiglos), I wonder why ICE didn't make it playable elsewhere. Go figure. In any event, this Axe is a nice item to have in your deck, as it immediately affects the game, both for good or ill. I would hesitate to play a creature on someone who had this in their hand, but I might be more apt to try to corrupt it away. One card to watch out for ...Slip Treacherously. 

Also, keep an eye on heavy corruption strategies. 

Radagast 

Middle-earth Card of the Day #623
Orc-mail

"Up came Sam, puffing, heaving a great bundle on his head. He let it fall with a thud. 

'Quick now, Mr. Frodo!' he said. I've had a bit of a search to find anything small enough for the likes of us. We'll have to make do. But we must hurry. I've met nothing alive, and I've seen nothing, but I'm not easy. I think this place is being watched. I can't explain it, but well: it feels to me as if one of those foul flying Riders was about, up in the blackness where he can't be seen.' 

He opened the bundle. Frodo looked in disgust at the contents, but there was nothing for it: he had to put the things on, or go naked. There were long hairy breeches of some unclean beast-fell, and a tunic of dirty leather. He drew them on. Over the tunic went a coat of stout ring-mail, short for a full-sized orc, too long for Frodo and heavy. About it he clasped a belt, at which there hung a short sheath holding a broad-bladed stabbing-sword. Sam had brought several orc-helmets. One of them fitted Frodo well enough, a black cap with iron rim, and iron hoops covered with leather upon which the evil Eye was painted in red above the beaklike nose-guard. 

'The Morgul-stuff, Gorbag's gear, was a better fit and better made,' said Sam; 'but it wouldn't do, I guess, to go carrying his tokens into Mordor, not after this business here. Well, there you are, Mr. Frodo. A perfect little orc, if I may make so bold - at least you would be, if we could cover your face with a mask, give you longer arms, and make you bow-legged.' " 

Orc-Mail :: MEAS :: hero resource permanent-event :: r2 

Playable on a company containing only Hobbits and/or Dwarves. Target company may not be attacked by an overt minion company. If an overt minion company at the same site as the target company moves, you may replace the target company's site card with your copy of the minion company's new site (if this site is in your location deck or in play) when this new site is revealed. At the start of each of your opponent's site phases, make a roll (draw a #). If the result plus the number of minion characters at the same site is greater than 12, discard this card. 

Art by Steve Otis 

For those of you playing hobbit or dwarf decks, this may be a very interesting card. While it does protect you from overt minion company attacks, it may tie up your company from playing anything during your site phase. Still, you may get lucky. And here's an idea I bet you didn't think of. 

Let's say you're playing The One Ring, and you want to protect Bilbo/Frodo/Sam or whoever. Play this card on the minion company and we'll call it free movement. During their turn, they drag you along, and during your turn, you stay put. No movement, isn't that nice? And just maybe they might be near Mount Doom. And if so, feel free to hop on over and dunk the ring. Nothing like a free ride ala the lamprey move (look up lamprey for analogy explaination). There are quite a few options with this card, all depending on where your "host body" (the minion company) decides to move and to where. Just hope you don't roll big at the start of their site phase, or you could have minions breathing down your neck. 

Another use is for Dwarven companies, and this idea is one of my favorites, though admittedly, I haven't put it to use yet. I guess this is a freebie for you folks out there. Get yourself a big Dwarf company (not too hard, really), make sure they're semi-buff at least, and start the subterfuge. Here's how it works. Follow the minion company around, play this card, and during their site phase roll low. During your site phase, stab 'em in the back for free basically, since you aren't moving. Nothing more fun than a back-stabbing band of "orcs". 

Radbug - "Youse guys must be new"
Thrain II as Orc 1 - "Yup. Hey! What's that over there?" "Take that!"
Shagrat - "Hey! Who killed Radbug??"
Kili as Orc 2 - "Uhhh.....he did it." (pointing at Ufthak) 

And they can't attack you back. What fun to be had by all! Of course, in it's most basic form, this is a nice come-along card that basically eliminates your movement and possible related hazards. Just pray the orc-mail isn't too infested with lice. 

A warning...if your opponent moves a non-covert company near, they can not only attack you, but their numbers count in the roll you have to make..so keep your eyes peeled. 

Feel free to mix and match your Hobbits and Dwarves for other combos. 

Radagast 

Reader Comments

Travis Took: One thing to remember is the tagging along with the Overt company is optional. You MAY move, so you will never be forced to move to a site you don't want to move to. Also after the Orc Mail is played other characters/allies can be added to the company and you still get all the same benefits. 

Middle-earth Card of the Day #624
Above the Abyss

Above the Abyss :: MEAS :: resource short-event :: c3 

Playable on a tapped non-Ringwraith character if your opponent is a Wizard and your Ringwraith is in play. Untap target character. 

Art by Brian Durfee 

Above the Abyss is the first broad chance minions get a very useful type of utility card - the Untapper. Heroes have had Hundreds of Butterflies and And Forth He Hastened for quite awhile now, and finally minions get their turn. Admittedly, Ringwraiths have had such a card since MELE - The Ring Leaves Its Mark - but in my mind there's a world of difference between a guaranteed untapper and one that requires a die roll. Above the Abyss is the real thing. 

But this card also fills another important role - it's a bone thrown to minion players who will be playing Ringwraiths against hero opponents, whether because they want to or (more likely) because they don't own The Lidless Eye, and thus can't afford to take Sauron's mantle. MEAS introduced a whole bevy of new "I Am Sauron Hear Me Roar" cards, and, for Ringwraiths playing against heroes, we get this. 

Does it balance? Of course not, not even remotely close. The Lidless Eye still bears such an advantage that even without the new support cards from MEAS, there's no reason NOT to play Sauron against a hero opponent if you can. So thanks for the bone, but considering the alternatives, it's awfully meagre. 

Which is too bad, since Above the Abyss IS a pretty cool card. Its only limitation is that your Ringwraith must already be in play. Figure you have 3 Ringwraiths and 3 AtAs in your deck - there's a chance that you'll draw your first AtA and you won't be able to use it because your Ringwraith isn't revealed yet. But it's just as likely that the Ringwraith will show up first, and after that first one, chances are overwhelming that the remaining two arrive in your hand fully useable. The only restriction is that your opponent must be a Wizard, not that that Wizard is revealed, so all you have to worry about is playing your Ringwraith. 

Unlike Hundreds of Butterflies, AtA doesn't mess with the hazard limit, and unlike And Forth..., the target character doesn't have to be anywhere near the Ringwraith. Both of those cards are nice, but can bite back at you even when they're playable, but not AtA. Once it's playable, there's no dark side at all to playing it. Knock yourself out. It can't be played on your Ringwraith, which is kind of sad - I don't think that removing that limitation would have made this an overly powerful card. 

What's that? Your deck already packed to the gills with crucial cards, and you can't afford the slots? No problem, just throw your AtAs into the sideboard, and cycle 'em in when your Ringwraith is revealed. That way you _know_ they'll be useful. Of course, these days the sideboard is getting every bit as crowded as the play deck. Que sera . . . 

I'll be a lot happier about this card when (and if) future expansions introduce more incentives for minion players to play Ringwraiths against hero players. Until then, I'm still looking for The Lidless Eye, and have lots of MELE to trade . . . 

Gimli 

Middle-earth Card of the Day #625
Shield of Iron-bound Ash

Ash is a tough, resilient wood with a light color and a fairly tight grain. Its density is moderate, meaning that the weight of a shield made of ash is less than would be the case for oak, iron-wood, or the tropical woods. Ring the edge with iron, and you have the potential of snapping the blade of the unwary opponent. The center boss or targe supports a spike or a blade, making for a close-in surprise. 

"Connaught sizes up the bespittled Jutte rushing to make battle, pitting two-handed sword against claymore. Size and muscle do not ensure victory; the near seven foot hulking berserker does not understand the smile teasing at the corner of the wose-painted Pict. Habituated to striking and if blocked, overbearing his opponent, the Jutte bashes into the Pict while swords ringingly rebound from their collision, leaving sparks in their wake. Too late, the spike in the center of the targe is noticed. Rolling to his feet, Connaught gazes pityingly upon his staggering foe; a puntured lung means at best a quick death." 

Shield of Iron-bound Ash :: METW :: Minor Item :: (+1)/+1 :: 1 CP :: CA2 

Shield. +1 to body to a maximum of 8. Tap Shield of Iron-bound Ash to gain +1 prowess against one strike. 

Art by Ronald Shuey. 

As minor starting items go, I find that the Shield of Iron-bound Ash (SoIBA) gets underestimated by many people. For one CP, you get a single shot (barring effects from Wielded Twice or the baneful Slip Treacherously) +1 to prowess with no limit to the maximum prowess. Glamdring in the hands of Glorfindel only equals this when he is facing orcs. SoIBA offers Glorfindel the opportunity for a strike of 9 prowess without restrictions. It is better than the Black Arrow as it is reusable. True, Ent-draughts are immune to RATS! and Slip Treacherously, but they are not available to starting parties and required an Ent-faction or an Ent Ally to bring into play. 

My preferred bearer is Balin. Until I can get Balin a Valiant Sword, this item boosts his body to top tier dwarven resiliency AND gives him an unconditional +1 to prowess at least once per turn. If the party is prepared for corruption, he could wield both: 4/7 (+2 v. orcs) becomes a 7/9 against all first comers, and 9/9 against foolish orcs inclined to be first (thus the orc veteran's motto "Last to charge, first to withdraw--there's no glory in being dead.") Remember, the order of resolving the prowess and modifiers only requires that the base prowess and the weapon prowess be resolved first, subject to maximums. Thereafter, you can assign the rest of the modifiers in any order you choose. 

Other high priority candidates for SoIBA as a starting item include: Arinmir, Boromir (see below the corruption warning for dwarves), Denethor, Eowyn, Erkenbrand, Gildor Inglorien, Gloin, Ioreth, Peath, Theoden, Voteli and Vygavril. Some of these characters are key for influence strategies, others are decent fighters hobbled with subpar bodies. Ioreth because she often accompanies combat parties, plying healing salves and ointments to assuage the fortunes of war. The last are the sisterhood (Nazgul huntresses) who need to survive everything before taking on one (or more) of the nine. 

If you are more of a risk taker, then any of the 4/7 dwarves can benefit from SoIBA, but beware of snake eyes! Likewise Orophin offers more durability to help thwart Rivers and the pernicious Enchanted Stream. 

For those of you who want to squeeze out the last possible benefit from the SoIBA when you replace it with something better, dump it in the Armory. It stands to provide you a miscellaneous MP should it be joined by two other minor items, AND is available should misfortune befall your company(ies) and you either lose the better body enhancer or you need to bring your second string team into play (the first string now residing in the Halls of Mandos.) 

Shield of Iron-bound Ash is fun, useful and easy to find (CA2). It is not appropriate for every deck, but it is worthy of consideration. Often times the question is not "Should it be included?" but rather "Which of these minor items on average best helps me towards my objectives?" 

Ohtar 

Middle-earth Card of the Day #626
Sneakin'

Gollum looked at them. A strange expression passed over his lean hungry face. The gleam faded from his eyes, and they went dim and grey, old and tired. A spasm of pain seemed to twist him, and he turned away, peering back up towards the pass, shaking his head, as if engaged in some interior debate. Then he came back, and slowly putting out a trembling hand, very cautiously he touched Frodo's knee - but almost the touch was a caress. For a fleeting moment, could one of the sleepers have seen him, they would have though that they beheld an old weary hobbit, shruken by the years that had carried him far beyond his time, beyond friends and kin, and the fields and streams of youth, and old starved pitiable thing. 

But at that touch Frodo stirred and cried out softly in his sleep, and immediately Sam was wide awake. The first thing he saw was Gollum - 'pawing at his master,' as he thought. 

"Hey you!" he said roughly, "What are you up to?" 
"Nothing, nothing," said Gollum softly. "Nice Master!" 
"I daresay," said Sam. "But what have you been up to - sneaking off and sneaking back, you old villain?" 

Gollum withdrew himself, and a green glint flickered under his heavy lids. Almost spider-like he looked now, crouched back on his bent limbs, with his protuding eyes. The fleeting moment had passed, beyond recall. "Sneaking, sneaking!" he hissed. "Hobbits always so polite, yes. O nice hobbits! Smeagol brings them up secret ways that nobody else could find. Tired he is, thirsty he is, yes thirsty; and he guides them and searches for paths, and they say sneak, sneak. Very nice friends, O yes my precious, very nice." 

Sam felt a bit remourseful, though not more trustful. "Sorry," he said. "I'm sorry, but you startled me out of my sleep. And I shouldn't have been sleeping, and that made me a bit sharp. But Mr. Frodo, he's that tired, I asked him to have a wink; and well, that's how it is. Sorry, but where have you been to?" 

"Sneakin'," said Gollum, and the green glint did not leave his eyes. 

Sneakin' :: MELE :: minion resource short-event :: r 

Scout only. Playable during the organization phase on an untapped scout in a company with a company size less than 3. Tap the scout. No creature hazards may be played on his company this turn. 

Art by Stephen Graham Walsh 

Basically, this is the minion version of Stealth. But there are a few different situations to think of. First of all, since hobbits aren't available for minions yet, the company size must be less than 3, and for minons this usually means 2 or less characters. For heroes, playing stealth meant you could have 2 hobbits and say, Beorn, or even better, 4 hobbits. The 1/2 character worked nice for hobbits. And considering the company size requirements for minions, it might very well be tough to play anything at the end of your turn if one of the company is already tapped. Still, there are those possibilities. 

A good combo would be to use this card in conjunction with an untapping card (which unfortunately, are very rare for minions) like Above the Abyss. But you have to have your Ringwraith out. Perhaps later we will see more frequent use of this card in the future. 

Radagast 

(2 days later...) 

Well, I think I owe the subscribers to the CotD an apology regarding the Sneakin' review....(#626) 

I completely dropped the ball on this review. I forgot that Orc Scouts count as half, like Hobbits for heros, and therefore this opens up quite a bit more playability for the card. 

This should be a hint that I haven't played Minions that much. 

My mistake completely and I will strive to avoid these newbie mistakes in the future. Thanks to those who keep me honest. :-) 

I hope that this does not reduce your opinion of my reviews thus far, and like you all have requested, I will continue to quote extensively from the LotR where applicable. 

Radagast 

Middle-earth Card of the Day #627
Padding Feet

"There was no sound but the sound of their own feet; the dull stump of Gimli's dwarf-boots; the heavy tread of Boromir; the light step of Legolas; the soft, scarce-heard patter of hobbit-feet; and in the rear the slow firm footfalls of Aragorn with his long stride. When they halted they heard nothing at all, unless it were occasionally a faint trickle and drip of unseen water. Yet Frodo began to hear, or to imagine that he heard, something else: like the faint fall of soft bare feet. It was never loud enough, or near enough for him to feel certain that he heard it; but once it had started it never stopped, while the Company was moving. But it was not an echo, for when they halted it pattered on for a little all by itself, and then grew still." 

Padding Feet :: MEAS :: minion resource permanent-event :: r2 

Playable during the site phase on a lone scout minion (no other characters or allies in his company) at the same site as a hero company containing a Hobbit. Also playable on a lone minion controlling Stinker (discard this card if Stinker leaves the company). If during a following site phase target character is at the same site as the Hobbit, tap this card (site must be entered). This card never untaps. If then during a following site phase, target character is at the same site as the Hobbit, invert this card (rotate it 180 degrees) (site must be entered). If inverted, this card may be stored at a Darkhaven - only if stored do you receive its marshalling points. 

Art by Christina Wald 

Did you get all that? Basically, you take a lone scout, or a lone character with Stinker around to follow a hobbit for a few turns. Now, normally this kind of turn management wouldn't be that great, but it doesn't prevent you from doing anything during your site phase, and since you have to enter the site anyway, why not play something? Like Orc-mail though, it really depends on where the Hobbit is headed. 

How about say...Lieutenant of Angmar? He can usually hold his own. And a few Ruses or other cancellers should help you finish this quest fairly easy. Note that the Hobbit doesn't have to move, nor do you if the Hobbit doesn't. Unfortunately, this card does not prevent hero companies from attacking you like Orc-mail does, and since you're by yourself, it may be a little tough. Another difference between Padding Feet and Orc-mail...you have to move to follow the Hobbit, and the characters wearing Orc-mail don't, so your scout will be susceptible to moving hazards. 

You can, if you wish, attack the hero company. Maybe you might get lucky. Not that you have to, but the option is still there if you think you can pull it off and reduce the company size somewhat. But usually minion companies do better staying away from combat vs hero companies. 

5 points is nice though, and if you can play with a bunch of cancellers, it may just well be worth your while, and you may even be able to play other things during these site phases besides. Almost like saying... "As long as I'm going to these sights, I might as well follow this guy." 

Radagast 

Reader Comments

Findegil: I may be wrong on this one, but after re-reading it several times, I can't find any requirement that you have to remain a 1-person company once the card has been played. Hence, you can send a capable out to start the tracking, and then have him rejoin your main company, which then swings over to the appropriate site whenever it's convenient for playing resources (or attacking them :-)). In a longish game, this could mean 5 almost free MPs as long as you have a Hobbit to track. 

Middle-earth Card of the Day #628
Unhappy Blows

Unhappy Blows :: MEAS :: Hazard Short-event :: R2 

Playable on a company containing both Dwarves and Elves, or both Orcs and Trolls. Make a roll (draw a #) and subtract five (seven for Orcs and Trolls). If available, your opponent must choose and return to his hand any number of Elves and Dwarves (or Orcs and Trolls) in the company whose total mind equals or exceeds this result. Items played with these characters are also returned to opponent's hand. Cannot be duplicated on a given turn. 

This card offers you the chance to set back your opponent, with only the dice roll and your opponent's company composition and character mind strength affecting the outcome. I interpret the above language to indicate that any character in the properly targeted company with a mind exceeding the dice roll minus 5 or 7, as the case may be. At first, I thought one added the mind size of all members of the company and discarded down to the appropriate number determined by the roll and the modifier to the roll. While my fantasy interpretation of the wording is arguable, I believe the former is what is intended. 

Dice rolling
All of us are risk takers, the difference between us is the variance in the degree of risk we find comfortable. The average roll is 7. 

To take out minion characters of one mind offers a 5 in 12 chance when you roll an eight or higher, two mind gives 5 in 18 with a nine or higher, three mind only offers a 1 in 4 chance of rolling a ten or higher, and four mind is unlikely at 1 in 12 of rolling an eleven or higher. You can always shoot for the moon and try for box cars (double sixes) to take out the five mind characters. 

To take out hero characters of one mind offers a 13 in 18 chance of rolling a six of better, two mind gives 7 in 12 with a seven or higher, three 5 in 12, four 5 in 18, five 1 in 4, six 1 in 12 and seven 1 in 36. If I had a calculator at hand (or wasn't too tired to launch yet another application) I would convert the above to percentages. Apologies in advance. 

Affect on heroes:
Admittedly less likely to see but not unheard of, Legolas and Gimli travelling together were the exception to polite discourse. While their fathers might have been personally susceptible, Thranduil is safe from this card. Your opponent may have an orc hunting party (Elrohir, Elladan and Gildor Inglorien) with Gimli accompanying them for dwarven factions and to wield Durin's Axe. Another possibility is if your opponent is playing An Unexpected Party of dwarves with either a wizard and an elf or two elves. This is actually reasonable, as dwarves are light on sages (Balin and Thrain II) and rangers (only Thrain and Oin) so they could benefit from scout/sages like Arwen or Annalena or rangers like Galdor, the twins, Gildor Inglorien or Orophin (depending on what else you are trying to achieve.) With the advent of Alliance of Free Peoples, Galdor makes a good choice in a large dwarven party, as then Elves of Lindon are within reach (especially with a Horn of Anor or influencing cards). Arwen always threatens Arargorn. 

Of the heros, there are 4 dwarves with a mind of one, 4 dwarves and one elf with a mind of two, 2 dwarves and 3 elves at three, 4 elves at four, 2 dwarves and one elf at five, 1 dwarf and two elves at six, and 1 dwarf at seven. 

So the short of it, this card is a candidate for a hero's sideboard if playing another hero deck. More than one seems unwarranted, unless you have advance notice that your opponent will be obliging you in this area. 

Affect on minions:
This is the strength of this card; as long as your opponent is a minion player, include three of these in your deck or sideboard whether you are a minion player or a wizard player. Granted it affects less high mind minion characters, but the pay off is good. Few minion decks in my experience avoid mixing trolls and orcs, it is just too powerful a combination (they even came and beat up on Elrond and slew Ioreth, once). You also get the benefit of surprising your opponent if he or she is playing with Anarin and Dror in a covert company. Fitting as these minion elves and dwarves are properly role-played as antagonists with their antipathy barely held in check by their common master. 

The average roll is 7, so you can take out orcs of one mind (e.g., Orc Brawler), two mind (e.g., Orc Sniffler, Orc Veteran), three mind (e.g., Broin, Nain, Orc Tracker, Grishnak, Lagduf and Troll Lout plus Dror, Fori the Beardless and Nimloth), and four mind (e.g., Gulla, Old Troll, Burt, Tom and William). This means this card is strongest in afflicting overt minion companies with Orc Brawlers, Snifflers and Veterans, normally the sacrificial offerings to Shelob and dragons. As for the dwarf elf minion combo, a one in four chance of bouncing upto five characters in an covert company is reasonable strategy to send these annoying characters back to the player's hand. 

This card is a super sized speed bump. Yes, you opponent may be driving on a different road, or may swerve around the bump courtesy of the dice; still, hit your opponent often with this card and the law of averages will permit you to get in a few licks. 

Ohtar 

(A few days later...) 

Revised! Special thanks to the ever helpful crossing-guard of Mordor [a.k.a. Craig O'Brian]. 

Unhappy Blows :: MEAS :: Hazard Short-event :: R2 

Playable on a company containing both Dwarves and Elves, or both Orcs and Trolls. Make a roll (draw a #) and subtract five (seven for Orcs and Trolls). If available, your opponent must choose and return to his hand any number of Elves and Dwarves (or Orcs and Trolls) in the company whose total mind equals or exceeds this result. Items played with these characters are also returned to opponent's hand. Cannot be duplicated on a given turn. 

This card offers you the chance to set back your opponent, with only the dice roll and your opponent's company composition and character mind strength affecting the outcome. 

-------Correction by The Crossing-guard of Mordor -------
{note to the reader, you can read orcs and trolls to mean dwarves and elves in this example} 

I'll just make up my own [example]. There is a company with 2 orcs with 2 mind, 1 orc with 3 mind, and 1 [troll] with 5 mind. Unhappy Blows is played, and the roll is 12. Subtracting 7 gives you 5. So, the player must discard orcs[/trolls] until their total mind equals or exceeds five. The possible ways to do this would be: 

a 2 mind and the 3 mind
the 5 mind
both 2 minds and the 3 mind
both 2 minds and the 5 mind
all of them 

The controller of the company chooses which combination to discard. Generally he will pick one of the first two choices.
------- "The Crossing-guard of Mordor" ------- 

Dice rolling
All of us are risk takers, the difference between us is the variance in the degree of risk we find comfortable. The average roll is 7. 

Affect on heroes:
Remember, subtract five (5). The ceiling is higher for heroes than it is for minions (seven versus five, respectively). Admittedly less likely to see but not unheard of, Legolas and Gimli travelling together were the exception to polite discourse. Your opponent may have an orc hunting party (Elrohir, Elladan and Gildor Inglorien) with Gimli accompanying them for dwarven factions and to wield Durin's Axe. Another possibility is if your opponent is playing An Unexpected Party of dwarves with either a wizard and an elf or two elves. This is actually reasonable, as dwarves are light on sages (Balin and Thrain II) and rangers (only Thrain and Oin) so they could benefit from scout/sages like Arwen or Annalena or rangers like Galdor, the twins, Gildor Inglorien or Orophin (depending on what else you are trying to achieve.) With the advent of Alliance of Free Peoples, Galdor makes a good choice in a large dwarven party, as then Elves of Lindon are within reach (especially with a Horn of Anor or influencing cards). Arwen always threatens Arargorn. Dain II could team up with his neighbor Thranduil. All of these combinations are meet (and meat) for this card. 

So the short of it, this card is a candidate for a hero's sideboard if playing another hero deck. More than one seems unwarranted, unless you have advance notice that your opponent will be obliging you in this area. Best is to wait until just before the Council is called, or if you have the likeliest discards sitting in your hand to play in your organization phase. 

Affect on minions:
This is the strength of this card; as long as your opponent is a minion player, include three of these in your deck or sideboard whether you are a minion player or a wizard player. Few minion decks in my experience avoid mixing trolls and orcs, it is just too powerful a combination (they even came and beat up on Elrond and slew Ioreth, once). 

Just think, the Lieutenant of X is on his way to weedle out the Thong of Fire from old Smaug the tightwad. He is travelling with a couple of orc scouts (hazard limit of two, and one of the scouts tapped to play Sneakin') secure in his belief of invulnerability. Roll a twelve and wickedly state to your opponent's lieutenant "UB GONE!" The whole party is doomed. Cackle with malicious glee. The details of that are: the looey (Lt. of X for non (US) anglophiles) has a mind of 9, the two Orc Snifflers have minds of 2 each, for a total of 13 MI. You roll a 12, subtract 7, and have 5 as a result. "Hmmm" says your opponent. "Twice 2 equals four, plus one more. They all must go." "OK," he mutters, "I can discard the Lieutenant and keep the two orc scouts." "MUTTER!" Result of this fabulous roll? It is your opponent's choice, but at the least, say good bye to the looey. What? You want a more realistic roll for an example? OK, fine. If you roll 7 or less, nothing happens. If you roll an 8, then subtracting 7 results in one MI's worth that must be discarded. He now needs only discard one of his two Orc Snifflers. Note that this is an effective way to get around those hobbit-mimicking orcs sneakin' every whichwhere. Should you have them in your hand and the site path is amenable, first play a Seized by Terror on one of the Snifflers (good bye unless your opponent rolls a 12), then Unhappy Blows. An eight or a nine gets rid of either the sniffler (most likely) or the looey. A ten or higher blows away what's left of the party. 

You also get the benefit of surprising your opponent if he or she is playing with Anarin and Dror in a covert company. Fitting as these minion elves and dwarves are properly role-played as antagonists with their antipathy barely held in check by their common master. 

This card is a super sized speed bump. Yes, you opponent may be driving on a different road, or may swerve around the bump courtesy of the dice; still, hit your opponent often with this card and the law of averages will permit you to get in a few licks. 

Ohtar 

Reader Comments

Findegil: Bear in mind that the victims are only returned to hand, so you can expect them to reappear next turn unless your opponent has her Wizard or needs to fit them under DI. Of course, items will require a bit more hassle to replay. 

Middle-earth Card of the Day #629
Thong of Fire

Thong of Fire :: MEAS :: Greater Item :: 3 MP :: 3 cp :: +1/+1 :: r2 

Unique. Hoard item. Weapon. May only be born by a character with a prowess of 6 or more. Warrior only: +1 body; +1 prowess; if bearer chooses not to tap against a strike, he receives no prowess penalty. 

Art by Pascal Yung. 

I was drooling over the abilities of this card from the day I first saw it on the spoiler list, months ago. I have to admit, though, that despite the fact that the art on it is disappointing, I was glad to see it. See, the picture of 'Thong of Fire' I had in my head before that point just wasn't very Tolkienian . . . 

This card is for minions what Emerald of the Mariner is for heroes - it's the ridiculously powerful and tempting greater item that makes you want to visit the northeast and plunder the dragon lairs time and time again, no matter what your mother told you about how dangerous it can be up there. It's a staple for any northeast deck and it probably serves to drag you in that direction if you're unsure of what shape your deck construction will take. 

It gives 3 MPs for 3 cps, which is standard fare for minion greater items. Unlike the rest of the greater items, which for the most part are things to be lugged around and eventually stored, this one is definitely meant to be USED. Its prowess bonus is a nice little plus (note that it has no maximum), but to not have to tap when facing a strike - that's heaven, all there is to it. The number one annoying thing in the game, as far as I'm concerned, is not watching your companies get pureed by your opponent's hazards. It's watching you hold your own against your opponents hazards, but be forced to tap out all your characters in the process, leaving you idle in the site phase. In the majority of cases, not having to tap translates into a +3 prowess bonus, making this item one that (sort of) gives a whopping +4 to your prowess. Of course, it's not really that good - if you're facing Itangast you're only going to get that +1, no more, no less. But part of the joy of it is the sheer simplicity - one of the hard choices to make in combat is To Tap or Not To Tap. With Thong of Fire, you don't have to make the choice at all. 

All this doesn't come without a price, of course. It's a hoard item, which means you'll have to pay a dragon a visit. Minions have an easier time at this in that they generally have more and better prowess-boosting effects to help them in combat, but they still lack the crucial dragon and drake cancellers that heroes have that make looting the lairs so lucrative. Plus there's more for minions to fear up there than just the scaly ones - with all that wilderness around, it's prime Elf Country. 

If you can take the heat and make it into the site, you still can't be just anybody to wield this weapon. Prowess of 6, plus you have to be a warrior if you want to make any use of it. Are there any non-warriors with a prowess that high in the first place, though? The two conditions are almost always hand in hand. Note that it's allowable to boost your prowess up to six by other means (a magic ring, for example) in order to qualify from Throng ownership, though walking around with that much corruption isn't recommended, even for a minion character. A quick glance down the character roster will reveal that if you have a prowess of 6 and you're a warrior, you're more than likely an Orc or a Troll, and a leader to boot. So those are the guys who are most likely to use this card - indeed, I can't really see a great deal of use for it in a covert deck. Of course, they're the guys who can get the most use out of it too. The Lieutenant of Morgul wielding a Thong of Fire can face most strikes with automatic or near-automatic success, and virtually all strikes with a decent chance of success. With a couple other boosting cards, literally nothing can stand in his way. AND HE DOESN'T HAVE TO TAP. He's free to recruit factions willy-nilly during the site phase. This is scary, scary stuff. 

I'm trying to decide why I haven't seen this card played more often. I think it's because other minion strategies, like non-movement and Under-deeps, are more popular and possibly in the long run more effective. Thong of Fire is only one card, after all, and despite how devastating it is, one cool card does not a good deck make. Still, if you need just one reason to party with the lizards, this is it. 

Gimli 

Middle-earth Card of the Day #630
Shadow-cloak

Ohtar craves your pardon for the lateness of this article. As he is habituated to writing from the hero's perspective, and in light of his recently flurry of flubbs, he took time last night to research, write a draft, rest, re-research, re-draft and now release the CotD. Another is going out tonight, never fear. 

Shadow-cloak :: MELE :: Minor Item :: 1 CP :: U 

Tap Shadow-cloak to cancel one hazard creature strike against bearer keyed by type to a Shadow-land, Shadow-hold, Dark-domain, or Dark-hold. Cannot be duplicated on a given character. 

Ideal for orc scouts sneakin' about or a solo minion out for a stroll, this is not a just a minion version of Elven Cloak. It is far more versatile. 

But, I hear from the crowd, "Why bother with it when attacks at shadow-hold, dark-holds and dark domains plus in the case of Orc, Troll, Undead or Man attacks keyed to shadow-lands are mere detainment?" Speed! I.E., to avoid the possibility of becoming tapped. Also, to avoid being taken prisoner by the Spider of Morlat and Flies and Spiders, drakes and Dragon's Blood or Memories Stolen, and related type combos. As long as it has not Slip'd Treacherously or been carried of by Rats!, this cloak does its job well. 

The key sites to justify the inclusion of this card are Moria and the shadow-hold and dark-hold underdeep sites; e.g., The Iron-deeps, The Sulfur-deeps, The Under-courts, The Under-galleries, The Under-gates, and The Under-leas. This card works well because minions are less susceptible to corruption. So what if you are bearing the Thong of Fire (in typical earthy dwarf style, Gimli thought this referred to the attire of the girls of Impanema [inferred non serious comment]), the Black Mace or the Ancient Black Axe or other source of corruption, it is only one more corruption point. You are a minion, just don't let the beauty of your items go to your head (read, don't roll snake eyes or acey-ducey (3) in the case of the Thong of Fire!) Other shadow-holds and dark-holds are just gravy to this card. 

You can start your minion company at Dol Guldur with this item, sniff disdainfully as you pass under the baleful gaze of the Spider of Morlat untapped, and on to greater glory. You can dodge a blow from the Balrog. The spider auto-attack at Shelob's lair is with this item avoidable, so that you can pick up the hoard item you need without attrition of orc fodder. Of course, you are not avoiding the attack, but the strike. Rules lawyering is fun, sometimes. 

Combine The Worthy Hills and Hold Rebuilt and Repaired and park a toady or three there to shuffle the items to either of the nearest darkhavens, duping the men on guard at The Worthy Hills each time. Deeper Shadow provides to magic using minions the ability to make Ruins&Lairs or wildernesses amenable to Shadow-cloaks. 

Of course, there are otherways of arriving at the same result; some are immune to Rats!, others are less card efficient but cancel or prevent attacks. Variety means non predictability and for varied story telling. 

Ohtar 

Reader Comments

Findegil: Shadow-cloak doesn't affect automatic-attacks, which are not keyed to anything. Oh, and what items do you intend to play at the Worthy Hills? 

Middle-earth Card of the Day #631
Petty-dwarves (H)

Rallying the Free Peoples to resist Sauron is both a crusade and a numbers game. A crusade in that by encouraging folk to stand for their freedomes, they were adding to the melodious music of Eru. A numbers game in that victory in armed conflict is a mix of numerical superiority (at a focal point) strategy and luck. Even the snivelly uncouth deserve the opportunity to succeed or fail. 

Petty-dwarves :: MEAS :: Dwarf hero faction :: 2 MP :: r2 

Unique. Manifestation of minion Petty-dwarves. Playable at The Worthy Hills if the influence check is greater than 10. Standard Modifications: Elves (-2), Dwarves (+2). 

For heroes based out of the Grey Havens or Rivendell, this faction comes highly recommended. You don't have as many factions as does the Gondorian marshalling strategy (9 versus 11), but with this and the Woses of Eryn Vorn, the faction total become quite respectible: Elves of Lindon (2), Blue Mountain Dwarves (3), Hillmen (1), Rangers of the North (3), Petty-dwarves (2), Woses of Eryn Vorn (2), Lossoth (2), Hobbits (1) and Angmarim (3). If you are playing a tight two region strategy for either Old Road or because of roadblock hazard strategies, then Rivendell can marshall to her banner 12 MPs worth of factions and 7 MPs worth of allies. 

The site is located within the confines of Tom Bombadil's stomping grounds (Cardolan), is a Ruins&Lairs in a wilderness, and can be untapped at will by a sage and a scout. In addition to the two factions located at this site, you can use this site for your info based activities: Ringlore, Reforging, Far Sight, etc. You need to be prepared for Cave-drakes and worse, plus watch out for undead to come creeping up on you, or if you rebuild the town, beware of Slayers, Assassins and the like. 

The site's one detainment strike per person is annoying, but is a zero risk proposition; either you enter untapped or tapped. The downside is that you may have wasted a turn. If it were not for the possibility of Rats!, you could boost the likelihood of being untapped by having a Jewel of Beleriand on the influencer. Petty-dwarves are not the only kleptomaniacs possible at this Ruins&Lairs. 

Which character is best suited to influence the Petty-dwarves to your side? Wizards marshall the faction automatically if not controlling anyone, a good deal even though they run the risk of dying during the M/H phase. Alternatively, an Elf-lord with a Horn of Anor and Tempering Friendship or Lordly Presence will serve, but Thrain (needs better than a three), Thorin (needs better than a four) and Gloin and Balin (both need better than a five) or even Gimli (needs better than a six) will do. Should your company bear the Arkenstone or a Dwarven Ring, any of the above named dwarves automatic marshalls the faction to your side. If Frodo is carting the Arkenstone and a Horn of Anor, he would only need better than a five or play faction influence enhancers to guaranty the effort. 

More importantly, the Petty-dwarves qualify as dwarves for the purposes of Alliance of Free Peoples (AoFP.) Two dwarf factions, the Elves of Lindon, the Hillmen, the Dunlendings, Angmarim and the Lossoth can all be bumped up by a point, for a total bonus of seven points. If your opponent has the Blue Mountain Dwarves tied up, you can still qualify for the AoFP bonus. 

So, yes, they are unsightly and smelly and uncouth, but they are not too difficult to marshall at a site worth visiting for double dipping for MPs or information. 

Ohtar 

Middle-earth Card of the Day #632
Something Has Slipped

"Sh, Gorbag!" Shagrat said. "? there's no doubt about it, they're troubled about something. The Nazgul down below are, by your account; and Lugburz is too. Something nearly slipped." - LotR, "The Choices of Master Samwise" 

You are mistaken, dear Shagrat, something didn't _nearly_ slip. 

Something Has Slipped :: MEAS :: hazard Permanent-event :: R2 

Playable on a company. If a character in the company is becomes wounded, the prowess of each character in the company is modified by -2 for the rest of the turn. Discard this card curing its organization phase if the company is at a Darkhaven. Cannot be duplicated on a given company. 

Official Errata: The -2 applies for each character that is wounded. Wounding an ally triggers this card. You cannot "become wounded" if you are already wounded before the strike. 

Art by Harry Quinn. 

Occasionally, the game produces a card that seems tame on first reading, but is in fact one that drastically affects the outcome of many games. This is such a card. Read the text again: "the prowess of each character is modified by -2 for_the_rest_of_the_turn." Allies are affected too. This means a company of four characters and two allies is in big trouble when this card is played on them, unless it is packing a heck of a lot of cancellers or boosters. Play this card on the way out of a haven, when it seems unlikely that the company will be returning for a while. This is a card for patient players - bide your time, and stockpile creatures while you set up your attack. Then pound. Here's an example I pulled on an unsuspecting player in a recent tourney. 

Six dwarves are heading to the Iron-hill Dwarfhold. Doors of Night, Shelob and Full of Froth and Rage are in play. I plop Something has Slipped on the company, and hit them with the easily playable Lesser Spider (5@10). Most characters handle it okay, but one gets wounded, and dies (there goes the Fellowship that he was counting on to protect him). Now everyone else is -2 prowess, and his Risky Blows are used up. A second Lesser Spider shows up. In a desperate attempt to keep Thrain available to recruit the Iron Hill Dwarves, he doesn't tap (big mistake, because he forgot he was -2 from the previous attack - a forgivable mistake when facing a new card for the first time). Thrain fails, and is wounded on the first strike of the attack. Now everyone else is -4. One makes it, and then I get to pick a tapped character, who fails too. Now it's -6 and there are several strikes left, not to mention three more hazards. By the time I am done playing Greater Spiders and an Assassin, he has two characters left, and they are both wounded. Near the end, we are not even rolling the strikes anymore (by then he was at -10), we are only rolling body checks. On the way back to the haven next turn, another character dies. The game is effectively over for him. 

Such a result is not a fluke either. In five out of my last six games, this card has played a significant part in a victory. Even in the one game it didn't, my opponent immediately went back to a haven to get rid of the card, buying me a turn. It's an easy card to ignore, especially if your cancellers are forthcoming. A Marvels Told is much more likely to be spent on a Full of Froth and Rage than Something has Slipped. But even one turn of low or no cancellers and this card can kick in gear. 

I usually put only one in a deck, or at the most two, and recycle it if needed. It's most effective about four or so turns into the game, on average, after all hazard boosters are set up. It works well on heroes or minions, but has no effect against detainment attacks. Against small companies, it needs set-up help, like Daemolin at Home or Power Built by Waiting, as it is most effective when you can play several creature cards in sequence. In one recent game, my opponent didn't go anyplace where my hazards were effective. Finally his company of four went to a free-hold. I played ShS, and three Assassins: two of his characters died, and another was wounded. The card is effective in later parts of the first deck-cycle, or in the second deck-cycle, but also on the first turn, if you have the right creatures to go with it. 

It's very effective against most allies as well, especially if you are picking the targets on the third creature-hazard after one or two others have been wounded. Extremely effective against hobbits, if you catch him with one too few cancellation cards - again Power Built by Waiting may be needed to set this card up. Works well in conjunction with Pierced by Many Wounds against Glorfindel/Beorn decks as well. Finally, consider its use with the other "banana" card, Slip Treacherously, in an undead deck. 

The Elf-lord 

Middle-earth Card of the Day #633
Factions of the Dark-havens
(Angmarim (M), Orcs of Dol Guldur, and Morgul-orcs)

"We must call out his hidden strength, so that he shall empty his land." - Gandalf, "The Last Debate", LotR 

And as the minion player, one of the best ways to inadvertently help the nasty old wizard are the... 

Factions of the Dark-havens 

Angmarim (minion)
Orcs of Dol Guldur
Morgul-orcs 

Angmarim :: MEAS :: Minion Man Faction :: 1 MP :: r2 

Unique. Playable at Carn Dum if the influence check is greater than 10. Standard modifications: Easterlings (+2), Hillmen (+2). Once in play, the number required to influence this faction is 0. 

Artist: Chris Trevas 

Orcs of Dol Guldur :: MEAS :: Orc Faction :: 1 MP :: r2 

Unique. Playable at Dol Guldur if the influence check is greater than 8. Standard Modifications: Orcs of Moria (-2), Orcs of the Red Eye (+2). Once in play, the number required to influence this faction is 0. 

Artist: Omar Rayyan 

Morgul-orcs :: MEAS :: Orc Faction :: 1 MP :: r2 

Unique. Playable at Minas Morgul if the influence check is greater than 8. Standard Modifications: Ungol-orcs (-2), Orcs of Angmar (+2). Once in play, the number required to influence this faction is 0. 

Artist: Omar Rayyan 

These three factions, worth 1 MP each, are the minion equivalent to Elves of Lindon, worth 2 MP, as they are all playable at a haven. All are rares, but at least they are easy to trade for, being unique. The orcs, at least, are easy to recruit too - any one of several orc/troll leaders with even a modest "+3 vs Orc Factions" bonus gets them on a 6 or better. The Angmarim are a bit more of a challenge, but in a deck designed to raise the Dunlendings and Hillmen, they shouldn't pose much of a problem either. 

And why not put these in your deck if you are facing a wizard? Against a minion, the other player might steal them out from under you (or you might get his!), but that's not likely against a wizard. Your lazy old Ringwraith can get them for you when he's not busy with other business, even if he only has 3 DI. You can also have a new character, showing up at a haven, pull them in. These factions seldom sit in my hand for more than two turns, which helps card management too. 

Two or three MPs without_leaving_the_havens cannot be dismissed in a minion's deck, where points are hard enough to come by as it is. The "Standard Modifications" are not an impediment either, since you can design around them easily, and in fact, you can make them work for you easily, especially for the Angmarim. 

By using these easily recruited factions, you swiftly remove one of the burdens of raising MPs from your To Do list (getting at least one faction), leaving more resource cards to focus on allies and items. With two or three of these factions in your deck, you should get one of them quickly too. 

So why beat yourself up trying to rouse Itangast? Ask an orc to go fight, while you watch the big game on the telly! 

Elf-lord (posing as a Troll lieutenant today!) 

Middle-earth Card of the Day #634
Cirith Gorgor (M)

Cirith Gorgor :: MELE :: Minion Site :: Dark-Hold :: U
Region: Udun
Nearest Darkhaven: Minas Morgul
Automatic Attack: N/A 

Cirith Gorgor, the 'Haunted Pass', is the gorge at the meeting of the Mountains of Shadow and the Mountains of Ash which served Sauron as the main entrance to Mordor. To the west lies the Morannon, the 'Black Gate', and to the east the Vale of Udun. This is the area of Mordor that was most strongly fortified by the Dark Lord and populated by some of his most foul servants. 

The Lords of the West spoke of the haunted pass with fear and with good reason, it is full of things dark and foul. However, as a minion player this is good news, Cirith Gorgor is just about the safest place around. The site is only three regions from Minas Morgal and this makes it an easy (healthy) movement/hazard route. The site path is two Dark-Domains and a Shadow-Land and since hazard creatures keyed to Dark-Domains are only detainment for a minion character, this is not a major problem. Cirith Gorgor, which a Darkhold, is the one and only site in Udun. It also has no automatic attack and hazard creatures keyed to the site only cause detainment. 

So why go to the haunted pass of Cirith Gorgor? Well there are two good reasons: 1. Factions, 2. Pick up cards. The minion character is faced with the problem of hard to get marshalling points. That is to say that compared to a Hero player marshalling points are just that bit harder to come by. This is where the factions of Cirith Gorgor come into their own. There are four factions playable at Cirith Gorgor: Urak-Hai, Black Trolls, Orcs of the Ash Moutains and Orcs of Udun. Individually these factions aren't worth the effort, with Urak-Hai worth 2MP and the rest worth 1MP. However, if these factions are all influenced by the same orc or troll leader , this doesn't tap the site, and he doesn't move or get discarded (dumb and hard to do repectively) then you get an additional 2MP. This means you can get 7MP from just one site, and this site as stated previously is safe to go to and safe to stay at. 

Which of the Orc/Troll leaders to send? Well my pick is 'Troll Chief', for a start he is either a fixed card or an uncommon which means he is easily obtainable. He is quite formidable at 6/9, has +3DI against orcs, trolls, orc and troll factions, and has six mind, not much of a sacrifice for 7 relatively easy marshalling points. Include him in your starting lineup with a 'Blazon of the Eye' and this gives him five influence towards the factions. This can be supplimented with 'Gifts Given as Old', 'Threats', 'Tidings of Death' and so on to make the job of influencing that much easier. Something to note if playing another minion player, these factions may be influenced. However, if you are playing a Hero player they are safe from just about everything but 'Muster Disperses'. 

The secondary use for Cirith Gorgor is to pick up cards. You know that starting hand that you get with nothing to do, well send off one of your companies to Cirith Gorgor. You pickup two cards to your opponents one, always an agreeable situation. All safe and close to Minas Morgal. Something else to take note of, three of the ringwraiths have Udun listed as a home site, these are: Dwar, Hoaramurath and Indur. Overall Cirith Gorgor is an good site for the minion player , particularly if your opponent is playing the despicable good guys. 

Middle-earth Card of the Day #635
Will Shaken

MECCG now comprises some 1400 cards. Therefore, it's hardly surprising a lot of them don't get played too often. Still, even if cards are not played they can have an impact on the game. It's called Fear. How many people don't get factions with their Wizard, afraid of Assassination? How many Vilya-wearing Elronds still dare stalk the west Alone and Unadvised? How many people think deck-manipulation isn't all that fantastic just because Macchiavelli might take a look in the Ithil-stone? How many Saurons never stare down their opponent's hand afraid of what they will see? 

Will Shaken :: MEAS :: Hazard Permanent-event :: -2 MP :: r2 

This card cannot be played. If your opponent looks at cards from your hand (due to the use of one of his cards or abilities) and sees Will Shaken, place this card in his marshalling point pile. He loses two miscellaneous marshalling points. Your opponent may skip his turn in order to place this card in your discard pile. 

Art by Jeffrey Reitz 

Thematically, this is one of the most brillant cards in the entire game. The designers of MECCG deserve full praise for this hazard. As you might recall, at the end of The Lord of the Rings, Frodo has arrived at the Cracks of Doom. But instead of tossing The One Ring into the fire he finally succumbs to the Will of the Ring and puts it on to challenge Sauron. At that moment the Lidless Eye (Sauron) notices what's been going on. Realizing the danger he's in, he focuses his attention on the happenings at Mount Doom, thereby leaving his armies in a mindless limbo (depicted earlier in the METW-card Lapse of Will). How has this scene been translated into the cardgame? In MELE, we saw the arrival of Sauron himself with the release of The Lidless Eye. Since Sauron's prime activity is monitoring the deeds done in the world, it was not really surprising that the Eye's gaze would fall on his opponent's cards. And so a Sauron player has the ability to look at 5 cards from opponent's hand each turn. And this is where the above scene from the Book comes in. In that, the Eye sees something it never expected to see, and knows the end is near. To depict this a card was designed that is unplayable (a touch of brilliance #1), and that only takes effect if your opponent's gaze falls upon it (a touch of brilliance #2). In this way, Will Shaken represents a scene from the Book so well I cannot stop praising it. 

There are other cards in this game that allow people to look at their opponent's cards. Riddling Talk, Secret News/An Untimely Whisper, Here's a Snake! and the Palantiri of Amon Sul and Minas Tirith all enable this, and are therefore subject to the backfire of Will Shaken. Theme fades away, but it is nice gamewise. Will Shaken is still a purely defensive card, finally a card that hurts a viewing' sub-strategy. The only problem is that such strategies are very rarely encountered, and so the only reasonable chance of ever being able to get this card on your opponent's curriculum vitae is when he's playing the big bad wolf himself. 

Fortunately, the designers of MECCG have learned from earlier mistakes, and have been very careful in picking the words for Will Shaken's cardtext. It explicitly states that it is only placed in opponent's MP-pile if it is revealed to him from your hand due to one of his cards or abilities. So, Pallando's discard-viewing ability is safe from this card, and a Will Shaken / Revealed to All Watchers combo would have been great fun but is not to be. 

Fortunately, getting rid of this card is fairly easy. All you have to do is skip one entire turn. That's not as bad as it seems, since it will effectively gain you 2 MP's, the same you would get if you were to play a major item, a decent ally or an irrelevant faction. True, it brings you back to the same level you were two turns ago, but if at the start of your turn it all comes down to doing nothing and ridding yourself of -2 MP's or moving to get 2 points, the choice isn't that hard. And since, as any strategist will tell you, it is important to turn your weakness into strength, why not discard all those resources you won't need the next turn and concentrate on kicking your opponent's ass for a while? Let's see who's backfiring who. 

Keep in mind, however, that skipping a turn is the ONLY way to get rid of Will Shaken. Since it is placed in your opponent's MP-pile it is not considered to be in play. Therefore, it cannot be targeted by Marvels Told/Voices of Malice and the like. 

All this means that Will Shaken is a card of very limited use. It is, however, a card that lays a pretty strong claim on a place in the sideboard of Wizard decks prepared to fight Minion decks, because playing Sauron is popular among the people who can afford it. In all other cases, even the sideboard is one bridge too far for this card. However, it definitely is THE card I will show to players of other CCG's to let them know what true genius is like. 

Fram Frumgarson 

Middle-earth Card of the Day #636
Power Built by Waiting

Ever see a mouse or a prairie-dog poke his head out of the hole and then retract it, in seemlingly the blink of an eye? This is a survival mechanism. Cats and other predators wait, knowing that if they don't spook their prey, their attack will be all the more effective for its surprise. 

Power Built by Waiting :: MEAS :: Hazard Permanent-event :: c3 

Tap during a company's movement/hazard phase to increase the hazard limit against that company by one. This card does not untap during your untap phase. You may use two against a company's hazard limit to untap this card. 

This is a great card. You may play it and tap it in the same turn. Other than Lure of the Senses, using two against a company's hazard limit when they don't budge from a haven is economical and smart. Many players, myself included, often have a low mind sage or two (can you say Ioreth and Halbarad?) take up permanent residence at Rivendell. With this card, you can obtain far more benefit than is usually the case of a hazard player looking at characters residing in a haven. 

This card is wonderful for making three card combos work against two hazard limit companies. It is also hand for those anoying attack cancellers, particularly those "return hazard creature to hand" ability minion allies. Nowadays, most of my opponents scoff when I play Cave-drake on their party. "Pshah, tis but a puny draconus." Chicken counting commences even before the dice are picked up. "Hmm. Six prowess versus ten. I can use the MPs. OK. I tap and roll." Wait, you calmly ask, and tap PBBW and up looms the threat of Dragon's Blood. I took out a super enhanced lieutenant this way. I guess he did not like at all having dragon's blood splash all over his neatly pressed, clean uniform, for he went home in disgust. 

Being able to increase the hazard limit and recharging that ability at one's convenience is a substantial advantage. Hitting a company with one more creature or requiring one more corruption check playes the odds gaem nicely: eventually you will get the rull you need. The real question is whether to include one, two or three iterations of this card in a deck. I am not yet settled on this question, but find that, as I play with Daelomin at Home, one PBBW is icing on the cake, two makes for a strong strategic component to my hazard design, and three is to ensure that I can play PBBW early to draw out the maximum benefit. I suspect two is the right number for hazard limit boosting half strategies, and that three is necessary if you are intent on a DoN, Shadow of Mordor, Daelomin at Home and Two or Three Tribes Present hazard blaster design. One is a great psychological threat that diverts one's opponent's attention. 

Daelomin at Home gives you a bigger bang for the buck, but only once then you must discard it, AND you can only have one in your deck. Combine Daelomin at Home and three PBBW and you can pull off some fancy combos OR really pummel a small company. It also provides the ability to recover from a timely played Twilight or Gates of Morning. 

The only reason I could see not to include this card in your deck is that it is mere surplussage; your deck is 30/30 and each card directly and immediately furthers your objectives. I am not convinced of this, but then I need to play it out more. 

PBBW's weakness is to Marvels Told/Voices of Malice. In my book, this is an even trade, as I would rather have my opponent use up his or her three MT/VoMs in targetting PBBW than Lady of the Golden Wood or other Permanent-event cards. 

Should nearly every deck have at least one PBBW in it? I think so. 

Ohtar 

Middle-earth Card of the Day #637
Food All That His Hunger Could Desire

With apologies to all non-US readers. Regular reviews will appear in the next CotD. 

In celebration of Thanksgiving... 

Food All That His Hunger Could Desire :: MEWH :: Resource Long-event :: c1 

Playable only on a company that did not move this turn that is located at a (dark)haven, free-hold, or border-hold. All characters in the company receive +3 to any corruption check and -1 to prowess and +3 to body until this card is discarded. Hobbits in the company receive -2 to prowess and +4 to body, but cannot move the following turn. Cannot be duplicated on a given company. 

"The feast was merry and the food all that his hunger could desire." LotR II, p 300. 

Has it turned out to be a Long Winter? Is there a raging Snowstorm outside, keeping you from your journeys? Is your neighborhood suddenly gone to Mordor in a handbasket, leaving you feeling as if you were under Siege? Have your company participate in one of the great social events of all times: feasting. 

This card is perfect for when your companies are stuck at a site, and you are laguishing away, while your opponent rakes in more MPs and keeps hammering you with Agents, Assassins, Slayers and Sellswords between Charters. Whether you are tapped or wounded, the abovementioned hazard creatures normally cause you to roll a blader check, with this card you can scoff at your opponent's efforts. Rank Upon Rank and Fury of the Iron Crown avail him nothing. Make your hobbits' day by targeting this card with Echo of All Joy. 

This card really makes the Weft Hand come alive. I am surprised it took them this long to bring such play balancing cards along. Even still, I expect it will take 4 day, 3 hours, 27 minutes and 15.56 seconds for ICE's fishnet to spawn an erratum to this card. The reason the erratum will take so long to appear is that ICE will try to post it on their web site, but due to an oversight the animated the erratum created by the Red Light District's denizens caused uunet and other backbone providers to crash because of an omitted left curly brace in the VRHTML document. 

Adviso: the above article may contain puns, plays on words, translingual jokes, computer geek humor, and may even be a review of a card that as yet does not exist. 

[As a one time bonus to francophiles, below-hereinmentioned find a translation of the above article. C'est deux heures moins le quart, alor, ca me balance s'il y soit des fautes de n'importe quoi.] 

Je presente mes excuses a tous lecteurs non-amerloques. En celebreant le jour de remerci donnant... 

Un repas qui lui faisait un vrai gulleton :: MEWH :: Resource evenement de longue duree :: c1 

Seulement capable d'etre ajouter a une equipe qui ne bougea point ce cycle et qui se trouve a soi un (dark)haven, un free-hold, ou bien un border-hold. Tous characters de l'equipe recoivent +3 a n'importe quelle reference de corruption et -1 a la puisance et +3 au corps jusq'a ce que cette carte ne soit plus en jeu. Les Hobbits faisant partie de l'equipe recoivent -2 a leurs puissances et +4 a leurs corps, qui n'arrive pas a se bouger qu'apres deux cycle de tour en avant. Cette carte ne peux pas etre double sur la meme equipe. 

"La fete Etait jouyeuse et le repas etait tout ce qu'il aie pu desire." le Seigneur des Anneaux II. 

l'Hiver, dure-t-il trop long temps? La tempete de neige, empeche-t-il vos voyages? Ou bien, est-ce votre voisinage tout-a-coup est devenue le pire que possible, vous sentez-vous dans un etat de siege? Joignez vos equipes aux evenements sociaux bien paisible: le repas. 

Cette carte va bien quand vos equipes ne peuvent pas se bouger d'un endroit, et pendant ce temp-la vous y restez langoureux, ne gagnant aucun MP tandis que votre adversaire va en avant, gagnant des MPs sans effort. Pire, il frappe vos equipes avec des agents, des assassins, des tueurs, et des mercenaires qui se trouve entre contracts. N'importe que vos equipes fut tourne ou fut accable/blesse, les hazards mentionnes la-desus vous effrayez; mais a cause de cette carte, vous ne vous en concernez pas. Rendez heureux vos hobbits en ajoutant a cette carte la carte echo de toute joie. 

J'epargne les lecteurs francais de ceux qui reste des betises. Merci d'avoir lu jusqu'a ce point-la. 

Nota bene: il se peut fort qu'il soit des jeux de mots, double entendre, des blagues, etcetera. 

Ratho 

Middle-earth Card of the Day #638
News of Doom

A learned man, Sharku presents his debut article in analyzing... 

News of Doom :: MELE :: Hazard Permanent-event :: R 

Unique. Each player makes a roll (draws a #) for each faction he has in play. Discard any faction if its result is 2 or 3, or if its result plus that player's unused genreal influence is less than 10. Remove New of Doom from the game. 

Art by Eric David Anderson. 

There are few cars in MECCG tahr are so powerful that they remove themselves from the game after use to preserve game balance: Favor of the Valar, Dark Tryst, and the most powerful card in the entire game, News of Doom. 

The MOST Powerful?! Yes. Without a doubt, News of Doom is the most powerful and most easily abused card in the game, regardless of persuasion (hero, minion or White Hand.) Consider the following scenario. 

Your opponent has six high marshalling point factions, a few greater and major items, and one ally. You have several stored palantiri, a couple of greater items, four allies and no factions. If you opponent calls the Free Council, you stand to lose the game becasue your opponent has factions and you don't. His faction marshalling points wil double if you don't get at least one faction in play. However, you are unconcerned. Why? It gets ugly from here on out, so be forewarned. 

Your opponent has Beorn under his wizard's direct influence. You have in your hand either general influence or direct influence hosing cards. In this example, you have Rebel-talk, News of Doom and Sudden Call. Beorn has a mind of seven (7) and your opponent's general influence is 14. A wicked grin steals over your face. 

First, you play Rebel-talk on Beorn. The effect of Rebel-talk is unstoppable: the damage is done upon resolution even should your opponent play Marvels Told to remove Rebel-talk. Beorn is forced into general influence. This consumes all of your opponent's general influence (really 21, but a player's GI cannot be reduced below zero), robbing your opponent of GI to prevent the next card from being effective. Next, you drop News of Doom on the table. Fear and panic wells up in your opponent's heart, as he realizes the implications; essentially, he must roll a ten or greater for each faction to keep them in play. He has a 17% chance of keeping a faction in play, including the risk of rolling a two or a three. With six factions in play, this means he is likely to have only one (1) left after all the dice rolls have happened. At an average of three marshalling points per faction, he will probably lose fifteen points from a simple two card combo. 

Note the double-edged sword effect of this card: you too must roll if you have factions. You must be prepared for playing News of Doom at the beginning of your turn. In otherwords, don't lob this card into play unthinkingly. Try to move all your characters around such that you have seven general influence free to protect yourself from your own hazard. Of course, no matter how much general influence one has, each faction is discarded on a roll of two or three. That is unavoidable, but only has an eight percent (8%) chance of happening (your odds should be even better, as I seem to roll snake-eyes and threes far more frequently than probability would imply, meaning that you must get the balancing higher rolls to keep the bell curve in good shape. I suppose I should buy different dice.) 

Note that News of Doom is very flexible; it does not care how you tossed a monkey wrench into your opponent's general influce. Pick your anti-influence weapon of choice. General influence hosers include Stormcrow, Rebel-talk, So You've Come Back. Direct influence hosers include Stormcrow and Shut Your Mouth. 

If you stack your hazards right, you can sway the game in your favor with this one card more easily than with any other card in the game. This card is most likely to appear in top calibre tournament decks, so be prepared for its effects. 

In summary, by playing this card you can count on at worst 3 chances in 36 and at best an 83% chance of discarding each faction. Of course, should your opponent help you out by playing with few GI or by upping his or her characters' mind (Palm to Palm, etc.), don't look a gift horse in the mouth. 

Sharku 

Reader Comments

Sly Southerner: When a character is placed under general influence because of a hazard like Shut Yer Mouth or Rebel-talk, that character doesn't use up any of its player's general influence until after its player's next organization phase. This makes the strategy described above a lot harder to pull off (and News of Doom a lot less useful): You have to wait a full turn before your GI hoser cards start having any effect. So You've Come Back and similar cards are a different story however - increasing characters' minds works immediately. 

Middle-earth Card of the Day #639
Slip Treacherously

One of the reasons you find odd materials (like sharkskin) being used as hilt covering is that when you life is on the line, that last thing you want to have happen is for your sword to... 

Slip Treacherously :: MEAS :: Hazard Short-event :: c2 

Tap all untapped items in play. Items' effects not requiring tapping apply normally. 

Art by Omar Rayyan. 

At first glance, this card looks like an effective way of dealing with someone's elven (or shadow) cloaks. Its implications, however, are far more reaching depending on what your opponent(s) has(have) in play. 

With the plethora of viscious double and triple wilderness creatures out there now, just being able to tap out those nasty little cloaks is a good ability. Unfortunately, it will cost you one against the hazard limit, for which you may as well have thrown the creature at the company. This card plus at least one creature ensures a more lively welcome is meeted out to your visitor. Still, Slip Treacherously can tap far more than that. 

Consider some items that become much less useful or useless when tapped: The Arkenstone, the Torque of Hues, Star-glass(es), the Phial of Galadriel, Dwarven Rings, a Magic Ring of Stealth, the Great Shield of Rohan, all Palantiri except the Ithil-stone, a Shield of Iron-bound Ash, Magical Harp, Bow of Dragon-horn, and so on. This doesn't even consider the minion items! 

Does your opponent have a palantir of Osgiliath that is continually thwarting your efforts to plaster corruption cards on members of pesky companies? Make his grip on the all-seeing orb slip a bit and then nail him with a lure of the senses. If he's sitting at a haven with the aligned palantir, he'll have to make a corruption check at 7 if he can't remove the lure first! 

Does your opponent have a unsightly crowd of dwarves parked at the Caves of Ulund, plundering the site with the aid of Durin's Ring? Slip Treacherously can put these activities on hold for a bit, just as does a "river" on a rangerless company. 

One of the most abused cards in my experience is The Arkenstone. By using its ability, a group of dwarves can go to most sites, unhesitantly tapping on the way. Upon arrival, they face the auto-attack, and then simply untap a dwarf character by tapping the Arkenstone, permitting influencing a faction, acquiring an ally, or obtaining an item. By forcing him to use its ability early or not at all, you may force a lost turn upon your opponent. In a game which averages 6 to 7 turns in length, this can give you a sizeable advantage. 

Even more intriguing is the fact that it taps ALL items in play. Thre are few cards thtat affect everything in play (Ren the Unclean springs to mind,) so it can produce some interesting effects. If you play in multi-player games as frequently as do I, you get far more use out of this card. If you wanted to play Ren the Unclean as a permanent-event during your opponent's movement/hazard phase, but another player has the Palantir of Osgiliath in play, you stand little chance of it RtU being there when you want his special ability. However, if their grip on the palantir should falter, Ren may get on his high (black) horse and pay everyone a visit for corruption checks all around. 

To be frank, this card belongs in the sideboard. Its usefullness in a first hand draw is negligible, and it doesn't necessarily become powerful enough later in the game to justify occupying a slot in your deck. After all, you never know what items your opponent may play, or if they are going to be playing items which tap for effect. Most of the time you will use this card to tap items that would have otherwise tapped to evade a hazard creature anyway, at the cost of one against the hazard limit. As you can see, its usefulness is limited to certain situation. When it works, it really works. When it doesn't...well, you get the picture. 

Middle-earth Card of the Day #640
Mithril, Vein of Arda, and Gems of Arda

Gimli was silent. Having sung his song he would say no more. 

"Piles of jewels?" said Gandalf. "No. The Orcs have often plundered Moria; there is nothing left in the upper halls. And since the dwarves fled, no one dares to seek the shafts and treasures down in the deep places: they are drowned in water - or in a shadow of fear." 

"Then what do the dwarves want to come back for?" asked Sam. 

"For mithril," answered Gandalf. "The wealth of Moria was not in gold and jewels, the toys of the Dwarves; nor in iron, their servant. Such things they found here, it is true, especially iron; but they did not need to delve for them: all things that they desired they could obtain in traffic. For here alone in the world was found Moria-silver, or true-silver as some have called it: mithril is the Elvish name. The Dwarves have a name which they do not tell. Its worth was ten times that of gold, and now it is beyond price; for little is left above ground, and even the Orcs dare not delve here for it. The lodes lead away north towards Caradhras, and down to darkness. The Dwarves tell no tale; but even as mithril was the foundation of their wealth, so also was it their destruction: they delved too greedily and too deep, and disturbed that from which they fled, Durin's Bane. Of what they brought to light the Orcs have gathered nearly all, and given it in tribute to Sauron, who covets it. 

"Mithril! All folk desired it. It could be beaten like copper, and polished like glass; and the Dwarves could make of it a metal, light and yet harder than tempered steel. Its beauty was like to that of common silver, but the beauty of mithril did not tarnish or grow dim. The Elves dearly loved it, and among many uses they made of it ithildin, starmoon, which you saw upon the doors. Bilbo had a corslet of mithril-rings that Thorin gave him. I wonder what has become of it? Gathering dust still in Michel Delving Mathom-house, I suppose." 

Cards Reviewed: Mithril, Vein of Arda, Gems of Arda 

Mithril :: MEDM :: Resource Special Item :: 3(7) MP :: 3 CP :: r2 

Unique. Playable with a Sage or Dwarf only during the site phase at The Under-gates if you have a stored Vein of Arda. Sage or Dwarf may not untap until Mithril is stored at a Haven. Mithril is worth 7 marshalling points when stored. During any organization phase in which you store Mithril, you may immediately tap a character in the same company and play with him a non-unique, non-special weapon, armor, shield, or helmet from your hand or discard pile. When Mithril is stored, each Dwarf in play must immediately make a corruption check modified by -3. 

Art by Jeffrey Reitz 

Vein of Arda :: MEDM :: Resource Permanent-Events :: 2 MP :: c1 

Sage or Dwarf only during the site phase at any Under-deeps site. Tap the sage or Dwarf. Tap the site if it is not already tapped. Sage or Dwarf may not untap until Vein of Arda is stored at a Haven. Cannot be duplicated at a given site. 

"...gems and crystals and veins of precious ore glint in the polished walls..." - LotRIII 

Art by Jon Foster 

Gems of Arda :: MEDM :: Resource Special Item :: 3 MP :: 3 CP :: r3 

Playable at the Gem-deeps. If you have a stored Vein of Arda, playable at any Under-deeps site. During any organization phase in which you store Gems of Arda, you may immediately tap a character in the same company and play a non-special item with him from your hand or discard pile. This item must be identical to an item that your opponent has already stored. Your opponent's stored item is discarded, and you may never store the item you played. 

Art by Tom Cross 

Specifically taylored to Under-Deeps decks, these cards mean big points. Gems of Arda does not require a stored Vein of Arda, but Mithril does. And having such a Vein stored allows you to play the Gems at any Under-Deeps site like the Under-Gates. Smell a combo? 

One of the things to remember about these cards is what characters you need to have in your company or companies to play these. Sages or Dwarves. It would be nice to have both, such as in Thrain II or Balin, but to be perfectly honest, unless you have a big Dwarf company, don't bother with Balin. 

Some characters that come to mind are: Thranduil, Thrain II, Glorfindel, any wizard but Radagast, Celeborn, Elrond, Gimli, Thorin II, Dain II, Galadriel, Bilbo (yes, even Bilbo!)...basically any sage or Dwarf that you can keep relatively safe. 

Because you have to go down to an Under-deeps site to get the Vein of Arda, then come back up and store it, turn management is a must. Be very careful how you play your points during these turns, and don't waste any opportunity to garner your points in the interim, because these cards will tie up a few turns at the least. And because both the Vein of Arda and Mithril keep your characters tapped, it is imperitive that you get them up and out of the Under-deeps in a big hurry. 

Middle-earth Card of the Day #641
Weathertop (M)

Weathertop :: MEAS :: Ruins & Lairs :: sw :: 1/1 :: Arthedain :: u2 

Nearest Darkhaven: Carn Dum
Playable: Information
Automatic-attack: Wolves - 2 strikes with 6 prowess 

Art by David Monette 

It won't take long to explain what's useful about this card, but that doesn't make it any less interesting. I suppose what's shakiest about is that another site (The White Towers) does the same thing with a few more options. Nevertheless, I was extremely happy to see Weathertop show up as a place visitable by minions. 

The bad news: it is identical to The White Towers in most respects - type, region, auto-attack, playable cards. In addition to that, the Palantir of Elostirion is playable at the Towers, and there's no kick-ass Palantir that anyone can find at Weathertop. So why bother with it? There are the obvious benefits of having two such places in general. If you're going to use the Towers for its item, then you may want another place to play an important information card (perhaps to score your Spirit Ring, for example). Weathertop is right there, and a trip from one place to the other avoids the dreaded double-wilderness that opens up the doors of the Elf Deluge on unsuspecting minions. More significantly, the small-but-easy-to-play wolf allies can be picked up in great numbers at either site. Say you have a couple of them in hand, but no Palantir just yet. You can happily grab some canine backup at Weathertop en route to picking up the big item. In general, having one more site where wolf allies are playable in an unquestionable plus. 

Finally, the one big difference on the card between The White Towers and Weathertop is significant. The Towers have a 2/2 draw, while Weathertop has only a 1/1. This could work for you or against you, but in most situations I'd argue that a low card draw like that benefits the resource player at the time. Especially if you already have the cancellation or combat support cards that you need in-hand, that one extra card could spell the difference between a moderately challenging m/h phase and a devastating one. 

Gimli 

Middle-earth Card of the Day #642
Hour of Need

Blazing fires were lit on the watch hills, Gondor being in sorest need of succor from her allies. To the Rohirrim she sent the Red Arrow, signifying that this truly was her... 

Hour of Need :: MEDM :: Resource Short-event :: r3 

Playable on an untapped non-warrior, non-Wizard diplomat during the organization phase if you have a faction in your hand. Play a faction from your hand. Tap diplomat who then makes an influence attempt on this faction. Count out the number of contiguous regions from the diplomat's site to the site where the faction is normally playable (including the regions containing both sites)-subtract two plus this number from the diplomat's attempt. If the attempt is unsuccessful, discard the diplomat and faction. 

Art by Eric David Anderson. 

It used to be that if you wanted to marshal a faction to your side and wanted to get around Snowstorms, Sieges, or avoid hazard creatures, your only choice was Old Road. Hour of Need provides a limited scope addition to this strategem. 

"Playable on an untapped non-warrior, non-Wizard diplomat during the organization phase if you have a faction in your hand." This excludes Aragorn, Imrahil, Denethor, Elrond, Cirdan, all other elves with a prowess greater than three, all dwarves, Theoden, etc. Zap. Do not pass GO, do not collect a faction. Don't even think of attempting the Army of the Dead. OK, that is who cannot use this card. 

Who can use this card? Galadriel is the biggest player, followed by Galdor, Peath, Frodo, Galva, Adrazar, Arinmin, down to the dough-boy, Halbarad. Six is the maximum amount of DI to start (Galadriel and her ring). Boost with Lordly Presence (+5), Tempering Friendship (+4) or New Friendship (+3) or even A Friend or Three. If you want two tries at it, use Persuasive Words on the faction. Of course, a Horn of Anor (+2) can help, and the Red Arrow is thematically correct, though applicable only to the Riders of Rohan. One option often neglected is having a non diplomat wear a Magic Ring of Words. Presto! A do-it-yourself diplomat, who courtesy of his (or her) mail-catalog diploma qualifies to play this card. Of course, you could use MRoW to boost your diplomat (+3). And because we are talking about rings, a Lesser Ring or three gives you +2 per ring. Just imagine, Galadriel decides to wear three lesser rings; she is virtually a walking wizard at 10 DI for only three (3) corruption points. Just keep her ladyship well protected, from both overly forward suitors (e.g., "Bert, stop yer' droolin!") and from the temptation to run to the nearest shopping mall to search for earrings to match (failed corruption, if you want it in plain English.) 

"Count out the number of contiguous regions from the diplomat's site to the site where the faction is normally playable (including the regions containing both sites)-subtract two plus this number from the diplomat's attempt." If Galadriel is visiting Edoras but plans on going home this turn, have her lay out the case of why the Rohirrim should get involved with her wizard. Because she is at Edoras, the number of contiguous regions equals zero. Therefore, attempt (A) minus (2+0) equals the result. I would only consider Galadriel for this card if and only if I could guaranty success. There is that booby prize to consider: discard the faction and the diplomat if the influence attempt fails! 

Adrazar is another option, with less riding on a failed corruption check. He is both a scout and a diplomat, so can be usefull even tapped (Hiding.) His prowess is ok, but his body needs boosting if ever he runs into combat. Arinmir is an equally viable alternative, offering sage abilities in addition to diplomatic skills. Both only risk 1 MP, Adrazar offering 1 DI and Arinmir offering 2 (+2 for influencing the Variags, a net effect for this card of zero). Galdor costs one more point of influence to control than does Arinmir, but offers a nine (9) body and a more versatile DI bonus; however, you risk one more point of MPs. 

Lastly, Roac the Raven can use this card. Squawk! Note, this card is not restricted to characters. Squawk! You are risking a 1 MP ally, rather than a character. Squawk! 

In short, this card squeezes more MPs out of a given turn, always a good thing if successful. To play this card well requires that you have either DI boosting cards for your diplomat, or DI boosting items, or a mixture of the two. 

Middle-earth Card of the Day #643
Lieutenant of Angmar

Lieutenant of Angmar :: MELE :: Warrior/Scout Troll :: 9 MI :: 1 DI :: R 3 MP :: 8/9 

Unique. Olog-hai. Leader. Manifestation of Rogrog. Discard on a body check result of 9. +4 direct influence against Trolls, Orcs, Troll factions, and Orc factions. When he is at Carn Dum, you may keep one more card than normal in your hand. Home Site: Carn Dum 

Art by Jon Foster 

I'm surprised a review of our friend Rogrog, Lieutenant of Angmar, hasn't come up yet - he's one of the staple cards of many overt resource strategies, and since overt strategies tend to be the most common (at least around here - I'm curious to know if there are pockets of covert players), this places him firmly in the top 10 most used minion characters, maybe even the top 5. 

Of the 3 Trolls, Rogrog may very well be the one most-often played, but not necessarily the best. Lieutenant of Morgul is probably the most-often led Troll, because his Ranger skill is passively helpful in a variety of situations, where Rogrog's Scout skill won't often help you out unless you pack cards to take advantage of it. But I've lost count of how many minion vs. minion games I've played or seen where both players bounce Gothmog in the character draft, leading (usually) to one or the other then getting Rogrog instead. 

His stats, 8/9, are the best you could hope for among minion characters, equalled only by Gothmog (Gorfaur, the lesser cousin, only clocks in at 7/9). The dizzying heights that Troll-prowess can reach with just a few support cards has been recorded often, elsewhere and here, so I won't rehash it all. Orders from Lugburz, Swarm of Bats, I'll Report You - suffice it to say: trolls big. Unfortunately, Rogrog's direct influence constitutes a disadvantage. Like the others, he has some basic d.i. and bonus d.i. vs. Orcs and Trolls, but his basic d.i. is only 1. Granted, this is a minor disadvantage - chances are you'll be using that influence for orcs & trolls anyway - but there are times when it could hurt. 

Another disadvantage is Rogrog's home site. Carn Dum isn't too likely a place for hanging-out, and even takes some movement to get to before he can sit tight and you can take advantage of the boosted hand size. Although, if you're using any of the trolls for THAT on purpose, I have only this to say: huh? 

Finally, we have Rogrog's scout skill. It takes some planning, but you can definitely take advantage of it. Chances are you won't want to tap Rogrog for A Nice Place to Hide, but you can still use Hide in Dark Places and, if he's alone, Ruse. Because of these cards, Rogrog is the Troll best-suited for solo operations, where overt cancellation becomes viable (since you don't want to tap the guy just for a trophy). 

In sum, he's the second-best troll, but a very close second. If you're stuck with him after character draft, or if you decide to lead with him to avoid bouncing, you'll have no reason to complain. 

Gimli 

Middle-earth Card of the Day #644
Bairanax Roused

Bairanax Roused :: MEAS :: Dragon Faction :: 3 MP :: r1 

Unique. Manifestation of Bairanax. Playable at Ovir Hollow if the influence check is greater than 11. Modifications: influencer discards a major item (+3) or a greater item (+6). All attacks by manifestations of Bairanax against any of your companies are canceled. Any company moving in Withered Heath, Gundabad, Anduin Vales, and/or Grey Mountain Narrows faces on attack: Dragon - two strikes at 14/7 prowess (attacker chooses defending characters). 

Art by Quinton Hoover 

If you got a bit wary when you first saw this faction, wondering if it worth all the trouble, your response would be perfectly natural. Certainly there are more valuable dragon factions - scoring 5 or 6 MPs for Smaug or Itangast seems worth all the trouble, but Bairanax? 3 MPs? You can score 3 faction MPs far more easily in Moria or Gundabad, and there are even 4 MP factions that aren't as difficult to recruit, like the Hillmen and Dunlendings. So is Bairanax really worth the trouble? 

Yeah, I think so. Because the dragon factions aren't just factions, after all - they are (potentially) a greivous thorn in the side of your opponent, a blight that is annoying at worst and devastating at best, that ALSO gives you MPs. Their region-spanning attacks could be just the ticket, and Bairanax's is no exception. 

First, let's look at rousing the boy, though. Ovir Hollow has an easier auto-attack than its immediate neighbor, Gondmaeglom, but in other respects is very similar to that site. If you set it up right you could follow up the faction-raising with a Great Bats or two, always a nice thing. Nestled in a shadowland, it's a safer place for minions than Withered Heath or Northern Rhovanion, especially since starter movement there doesn't involve double wilderness. But the influence check needed is greater than 11, which is tough. And face it, you're not going to want to sacrifice an item in order to convince Bairanax to join your side in most cases. What this means is that, unless you're working with The Mouth + Blazon (a risky move but lovely if it works), you're going to need influence support cards, and lots of them. Even the +6 that Threats can give a Troll Lieutenant isn't enough to put the influence check into the Safe zone - needing >5 still makes me nervous. So you'll probably want to use someone's direct influence. The nice thing is that someone with 2 d.i. and blazon, coupled with a +3 by one or another boosting card, puts the influence check in a much more comfortable zone. But there's no getting around that it's a tough sell, so you'll probably be going after Bairanax in conjunction with other factions, so you can get the most out of the influence boosters. 

And all this for only 3 MPs! If that was the end of the story, there wouldn't be much point at all. But once Bairanax is in play, he plagues your opponent. And while he's not big, the best thing about Bairanax is that he's far, far more likely to hit you than any other dragon. Smaug, say, will rip to shreds anyone travelling in the northeast, but there's quite a good chance that your opponent won't move to places where he's vulnerable. Bairanax hits Anduin Vales, oft-traveled by heroes and a not-uncommon waypoint for minions, either. He also hits Gundabad, which is a *major* minion hangout. Grey Mountain Narrows and Withered Heath are icing on the cake. The chance of Bairanax's regional attack actually proving useful is far, far greater than the other dragons'. 

He's one of the smaller dragons, though - 2 strikes of 14/7. That will slow down most companies, and even if they can beat the strikes, two body checks at 7 give him better than even chances of surviving. There's a definite risk, though, if it's Beorn and Glorfindel who are doing the wandering, or Rogrog and his Posse of Pumped-up Orcs. Especially against heroes, who have more cards that can knock down a dragon's body, and who get MPs for the kill in addition to you losing the faction's, playing Bairanax Roused is a risk. However, don't overlook the fact that Bairanax chooses his targets - this can, in most cases, enable him to use one of his strikes to target a weaker character, lessening the risk of death. The risk is there, but I'd say it's worth it. Worst-case, you see that your opponent is playing with dragon-killers, so you hold off on playing him. 

With its combination of MPs and hazard effectiveness, Bairanax Roused ranks pretty high among the dragons. Its balance of those two factors, especially considering the range of his attacks, makes it a card to contend with. 

Gimli 

Middle-earth Card of the Day #645
Praise to Elbereth

O Elbereth! Gilthoniel!
We still remember, we who dwell
In this far land beneath the trees,
Thy stary light on the Western Seas. 

So ended the song sung by Gildor and his vassals and family in the Woody End, East Farthing, The Shire. This is a song of power, so powerful in fact that it frightened off a Black Rider who nearly had the Ringbearer in his grasp. 

Potent is the Hymn of Praise to the Queen of the Valaier, Varda, Lady of the Stars. Sam Gamgee, realing from the foul stench of Shelob, felt moved to cry out something he heard while in the Hall of Fire in the House of Elrond. 

A Elbereth Gilthoniel
o menel palan-diriel,
le nallon si di'nguruthos!
A tiro nin, Fanuilos! 

Praise to Elbereth :: METW :: Resource Short-event :: U 

For each of your characters in play that you choose to tap, cancel one Nazgul event or one Nazgul attack. Additionally, if Doors of Night is in play, characters gain +1 prowess until the end of the turn. 

Art by Donato Giancolo. 

I love this card for many reasons. First, its role in the story and the poem it represents. Second, its ability to take out those pesky Nazgul permanents. Third, its ability to cancel one Nazgul attack. And finally, because I often play with (or others provide me with) Doors of Night, my characters gain +1 prowess until the end of turn. I can even play more than one per turn, if needed and available. 

My second point above is this card's strength, as many players use Nazgul for various reasons in their permanent-event. This card stops them cold. ZAP! No more nazgul; they don't even get to fire off their special ability as a parting shot. The versatility of this card is considerable, from disabling a Nazgul machine, to negating Out of the Black Sky and In Great Wrath, to negating or at least delaying some of the recycling of The Nazgul Are Abroad, to taking care of Adunaphel and Ren tapping key characters and forcing corruption checks. 

The ability to cancel a Nazgul attack without a corresponding corruption check is vital life insurance for almost all characters and allies. I believe you can even use this if you are visiting the Under-leas or the Iron-deeps. 

The bonus to prowess is handy, as it comes as a surprise. Of course it requries Doors of Night to be in play, or Peril Returned, but this is rather easy as at least one player is likely to have a hazard strategy based on Doors of Night. This bonus to prowess works even during company versus company combat, as the bonus is to the character. 

The nice thing about this card is that you cannot go wrong. It offers a free +1 to all your characters until end of turn if DoN is in play. It offers the ability to cancel Nazguls, upto the number of characters you have in play. N.B., You must specify which characters are going to tap to take out nazgul at the time of declaration. 

Ok, so all decks can benefit from this card. So, how many do you put in your deck? If you are playing with a Doors of Night/Peril Returned hazard strategy, you ought to include 3 of Praise to Elbereth. If you are planning on traveling to or through prime nazgul territory, you should have at least one if not more in your deck, and the rest (if any) in your sideboard. If you are stealthily dribbling up to Orodruin to do a 360 whirly dunk (with Smeagol to rebound for the point), you don't want Ren or Adunaphel or some of the others from mucking up your plans. 

What hero decks would not benefit by this card? Hmmm. Even the sisterhood (nazgul huntresses) may want the panic safety option, plus the prowess bonus is always welcome. I suppose the only reason not to have this card in your deck is that you have only a fixed number of slots and they are already filled with strategy essential cards. I recommend that you take another look at your mission critical cards; are they as playable as Praise to Elbereth? Are they as vital to the success of your objectives as you originally thought? 

Ohtar 

Middle-earth Card of the Day #646
When You Know More

When You Know More :: MEDM :: Resource Permanent-event :: 1 MP :: u2 

Light enchantment. Playable on a sage during the site phase at a site where "Information" is playable. Tap sage and site.
Tap sage to modify one influence attempt by a character in his company by +2. Sage makes a corruption check. 

Art by Eric David Anderson. 

This card is an excellent substitute influence boosting cards, be they minor items (Horn of Anor, Elf-stone, etc.) or short-events. It offers one (1) MP for zero (0) CPs. It is a resource permanent-event. It is immune to Rats! and Thieves and Pickpockets. 

To get this card into play requires a trip to an info site, which often times is better used for something like Ringlore, etc. If you are running an info sites intensive resource strategy, then you should have more than a single sage in your company and have Look More Closely Later. 

This card is good in both offensive and defensive postures; influencing either your own or your opponents characters, items, allies or factions. 

Drawbacks:
There are two draw backs, but they are manageable. The first is that the card causes a corruption check to the targeted sage when he or she taps to bestow the bonus. The second is that the sage must be untapped to give the bonus. 

The first drawback mentioned above has a bit of silver lining to the storm cloud of corruption checks; it imposes no CPs in and of itself. 

The second is cureable and even subject to abuse. Use any one of the sundry character untapping cards to permit the sage to fire off this ability. Of course, should your sage answer a collect Call from Home, then you suffer. 

An interesting question is how many to include in an appropriately designed deck. The answer depends on whether you need the ability sooner or later. IF later, then you could get away with one (1), but I would recommend two (2). If you are in dire need from round one, then three seems indicated. 

Ohtar 

Middle-earth Card of the Day #647
Geann a-Lisch (H/M)

Geann a-Lisch :: MELE :: Minion Darkhaven Site :: Draw Opp 2/You 2
Old Pukel Land
Special: No character may be brought into play at this site (unless this site is the character's home site). Resources may never be stored at this site. Geann a-Lisch counts as a Ruins & Lairs for the purposes of playing and interpreting hazards. It's site path for this purpose, if needed, is the one from Carn Dum. 

Art by David Kooharian 

Geann a-Lisch :: MEAS :: Hero Ruins & Lairs Site :: Draw Opp 2/You 2
Old Pukel Land
Nearest Haven: Edhellond
Playable: Information, Items (Minor, Major)
Automatic-attacks: Men - 4 strikes with 8 prowess
Special: Any Man hazard creature can be played at this site. 

"Here lived tall Adan captains who once sailed near the lights of the Undying Lands." - Kuduk Lore 

Art by Eric David Anderson 

Note: When I refer to Havens in general, I will use the term "Haven" or "Havens". When I am referring to Darkhavens, I will use the term "Darkhaven". If I refer to Hero Havens, I will say "Hero Havens". 

Well, first off I would like to apologize for the lack of any entry text of any sort, but Geann a-Lisch isn't anywhere I can find in Tolkien's works. And I to this point have tried to avoid using ICE's lore and flavor text. And so I will continue to do so. 

Basic thoughts on Geann a-Lisch in general... 

Being in Old Pukel Land, Geann a-Lish may not be in the most popular region in MECCG, nor will it be the most popular site. Yet there seems to be something intriguing about this site that eludes a first and even a second glance. One could almost say sinister. 

The most obvious thing one notices about both of these versions as a whole is their site paths. Both of them contain at least 3 wildernesses. That by itself opens up an entire realm of nasties, from Were-worm to True Fire Drake to Lure of Nature gone berserk. Both versions are considered Ruins & Lairs for purposes of hazards, so both invite the wealth of creatures that one might find lurking about in old ruins. But let's take a closer look at each version seperately, and see how similar they really are. Or are they? 

--- 

The minion version is basically a Ruins & Lairs that acts as a Haven in the same way that Minas Tirith would with a White Tree. You can heal there, and that's about it. Then again, being a ruins & lairs, I've never had a Cave-drake played on me at Minas Tirith either, because the White Tree also gives Minas Tirith the Haven status for the purposes of hazard play. Talk about roughing it. This site is probably the nastiest Haven you'll ever see. 

Geann a-Lisch is also the only Haven that has a site path for the purposes of playing hazards. Now, let's think about what that really means to such a site. There are a few hazards that target sites with certain site paths, and normally, none of these hazards affected Havens. Cards like Drowing Seas, Foul Fumes, Fell Winter and Dragon's Desolation come to mind. Now, bear in mind, not all of these cards affect Geann a-Lisch, but somewhere in all that environment mirk I would guess there is a nasty combo I am not seeing. Like I said before, something sinister. 

Besides the regular fare of creatures playable with up to 3 wilderness in the site path or creatures playable at Ruins & Lairs (and there are quite a few believe me), here are some other hazards that you might have missed: 

Corsairs of Umbar, Dragon's Desolation, Pukel-Men, Earcaraxe Ahunt, Rain-drake, Doubled Vigilance (w/Doors = Detainment Orcs), Sleepless Malice (w/Doors), Neeker-Breekers, Saruman the Wise, Rats!, Dwarven Travellers/Maia combo and finally, Stout Men of Gondor. Some of these you may have expected, some of them you may not have. But the thing to remember from this list is how UNsafe this Darkhaven really is. 

So why did it appear in the game? Good question. My guess is to give minions a 4th place to rest up, but man what an unsafe place. And I'm sure it's no surprise that no one I have played has ever gone there for any reason. Nor is there a character who's home site is Geann a-Lisch. Now you might be saying...what about Tuma, Burat, and Wuluag? Can't they come in at any non Under-deeps Ruins & Lairs? Well yes, but Geann a-Lisch is a Ruins & Lairs only for the purposes of playing and interpreting hazards, so as I see it, there are no characters or agents (currently) who can come in at Geann a-Lisch. 

--- 

The hero version of Geann a-Lisch is decidedly nastier, and for one simple reason: the "Special" liner note on the site..."Any Man hazard creature can be played at this site". If I have to explain how positively nasty THAT is, then you haven't experienced any serious competition yet, and you haven't been playing any of the really hot decks that utilize man hazards. 

Man hazards remain some of THE nastiest hazards in the game, period. I mean, they are bad enough, but this site allows ANY of them to be played here. Don't believe that could hurt bad? Try going to this site without getting hit by an Assassin. Except NOW, he doesn't HAVE to wait at a Border or Free-Hold to gut you, nor does an Ambusher have to catch you going through a Border-land or Free-Domain. 

In case you haven't been keeping count, this includes (besides all the creatures keyable to 3 wildernesses or less or at Ruins & Lairs): Abductor, Ambusher, Assassin, Brigands, Corsairs of Umbar, Mouth of Sauron, Pick Pocket, Thief, Dunlending Raiders, Beorning Toll, Horse- Lords, Lawless Men, Pirates, Sellswords Between Charters, The Border- Watch, Lord of the Carrock and Stout Men of Gondor. I may have missed 1 or 2. 

Not to mention all of the cards that boost such attacks: Rank Upon Rank, Clouds, Night, Carrion Birds, Thrice Outnumbered, Pierced by Many Wounds (shudder), Fury of the Iron Crown, Something Has Slipped (brrrr!), Scimitars of Steel, Helms of Iron, and Two or Three Tribes Present (the possibilities with THIS card and the site positively give me nightmares!). Again, pardon me if I may have missed 1 or 2 cards. 

By the way, the site has an auto-attack of Men, 4 strikes w/8 prowess. And lest we forget all those Ruins & Lairs auto-attack pump cards such as: Arouse Denizens, Awaken Denizens, Choking Shadows, Eye of Sauron, Incite Denizens and Tidings of Bold Spies. 

Here's a tasty combo for you to munch on: Imagine you are actually going to Geann a-Lisch, and your opponent has Rank Upon Rank in play, as well as Scimitars of Steel. With a hazard limit of three, your opponent decides to play, Arouse Denizens, Awaken Denizens and Incite Denizens, in that order. You are now facing the following attacks at Geann a-Lisch (if you are so bold to actually go in at this point), 10 strikes at 13....twice. 

So, what do we get for all these ulcers? Not much in the way of playable stuff, just Information, and Minor or Major items. Seem a bit out of whack? Well, for all the trouble you'll be facing, it is. If you are going to this site unprepared, you are asking for a sword up the kazoo. 

Save yourself a whole lot of heartache and heartburn by finding some other site to raid, unless you really really want to try out every site. But fair warning, you'd better be packing a lot of Dark Quarrels and other cancellers. 

As for me, I now have a new favorite site not to visit anytime soon. 

Radagast 

Middle-earth Card of the Day #648
Beorn's House (M), Beorning Toll, and Beornings (M)

"A terrain as advantageous to be occupied by the enemy as by me is a key-terrain." Sun Tzu, The Art of War. Free translation by Rafael Beltrao Bronzon. 

Beorn's House :: MELE :: Minion Site :: Free-hold :: U
Nearest Heaven: Dol Guldur.
Playable: Items (gold ring).
Automatic-attack: Men - Each character faces a 1@10 (detainment against covert company). 

Beorning Toll :: MELE :: Creature :: R :: 11/6 :: 2* MP 

Men. Each character in the company faces one strike (detainment against covert and hero companies). May be played keyed to Anduin Vales, Wold and Foothills, High Pass and Redhorn Gate; may also be played at non-heaven sites in these regions. may not be played against a company contaning a character with Beorn's House as home site. 

Beornings :: MELE :: Man Faction :: 3 MPs :: R 

Unique. Manifestation of hero Beornings. Playable at Beorn's House if the influence check is greater than 9. 

First the site: It's a free-hold in a border-land. Pretty dangerous. You will be risking some nasty encounters with Dunedain, Elves, Men, Maiar and with the Lord of the Carrock. You had better have some cancellers. 

The automatic attack isn't a piece of cake, either, for all characters will have to face a strike of 10 prowess, and someone must stay untapped. Orc Quarrels helps a lot here, as do some Strange Rations. Awaken Defenders makes the detainment attack normal against covert companies, but it didn't give any more strikes to the auto. Arouse Defenders makes an uncancellable 12-prowess attack (note that you may still cancel the strikes with the ever popular Ruse). Incite Defenders for an extra round of the automatic attack. Don't forget the threat of Tidings of Bold Spies - all together and you will face 2 attacks you can't evade, of 12 prowess against every character, no detainment and that's not the auto. If your opponent has played the Beornings with No Strangers at This Time, you would better just forget about it. And after all these problems you would be expecting some big MP item, but all you can play here are gold-rings (something like going to Barad-dur to play some healing herbs) and a 3 MP faction. 

Now the hazard: It's a man, so you can use Rank Upon Rank to increase the prowess (sorry, no extra strikes), Scimitars of Steel and Helms of Iron for more prowess and body, Thrice Outnumbered for a nice recycle ability and Fury of the Iron Crown for a everybody-faces-a-15-prowess-stike for the price of two MP, or nothing if used as detainment (everyone tapped or your money back). 

Unfortunately, you can only play in Anduin Vales (luckily central for both Minions and Heroes decks), Wold and Foothills, High Pass and Redhorn Gate (good to heros, but not so useful for minions) and in non-heaven sites in these regions. I think you can risk one or two Beorning Tolls in your deck, even with its restricted playability, especially in one-deck games, because you may tap all your opponent company with just one hazard. In longer games, you may just discard it and wait for the sideboard if you are facing a deck that does not go in these regions. As the Achilles's heel, you can't play Beorning Toll against a company with a character with Beorn's House as home site. At present date, that means Beorn and Wacho, both heros, so you have nothing to fear if you are playing against a Ringwraith. 

Now the faction: It's a man faction that's worth 3 MPs,better than minions standard, with all those 2 MPs factions, and you need to roll more that 9, high for a hero faction, but normal for minions. The Mouth will have no trouble to put them in play. 

Most important, it is the only minion faction that's playable in Anduin Vales. So what's the big deal, some of you may be wondering. Well, that's a very good focus to Trouble on All Borders. Every company that moves through Anduin Vales, Woodland Realm, Grey Mountain Narrows, Gundabad, High Pass, Wold and Foothills, Brown Lands, Southern Mirkwood and Western Mirkwood will face a man attack of 4@8 (you can enhance it to 5@9 or more), detainment against minions or normal against heros, for no MPs, and it will last until any play deck is exhausted, or your opponent plays Marvels Told/Voices of Malice (an average deck has 6-9 cards the opponent would like to discard, but he can put only three MT/VM in his deck). If your adversary is playing a coastal-deck, or one around Rivendell, no problem, play this nice faction, and choose one of his factions for Trouble on All Borders. 

The Beornings/Trouble on All Borders combo is very powerful against the right deck, and particularly in a 2-deck game. You may have some problems against an underdeep deck, but nothing serious. You always can divide it, if the circumstances ask for it. Beorning Toll is a very potent card for a 1-deck game, much worth the risk of your opponent playing a deck that's doesn't pay a visit to Lorien and doesn't pass through Anduin Vales, since a tapped company can't make much, you have high chances to double your factions, allies or even items points, with an extra turn. As advice, try out this really annoying Detainment & roadblock concept in your next 1 deck game, just to see what you can accomplish with it. 

Treebeard 

Reader Comments

Findegil: Beorn's the only character that provides protection against Beorning Toll - Wacho's from the Woodmen-town. 

Middle-earth Card of the Day #649
Skin-changer

"He is a skin-changer! He changes his skin; sometimes he is a huge black bear, sometimes he is a great strong black-haired man with huge arms and a great beard." The Hobbit, p 118 (Ballantyne pb ed.) 

Skin-changer :: METD :: Resource Short-event :: r2 

Only playable on Beorn. Until the end of the turn, his prowess and body are each modified by +2. If Beorn is chosen to be the target of a strike from an attack, he may choose to face a second strike from that attack (he faces a seperate strike sequence for each strike). Beorn makes a corruption check modified by -2 after any attack made against his company. If still in play at the end of the turn, place Beorn in your hand. Any items he bears may be transferred to unwounded characters in his company (no corruption checks are required). 

Art by Heather Hudson. 

Beorn is one of the most popular starting characters, rivaled only by Glorfindel II. He is also one of the most enigmatic character created by Professor Tolkien. Some literary critiques argue that Beorn was replaced in the Lord of the Rings by the more powerful and more weird (in both senses of the word) Fangorn (Treebeard). Beorn is an extremely bright perfectionist, who has a weakness for good tales well told but no tolerance for blundering fools and people who treat animals poorly. He and his relatives long to return to their mountain homes from whence they were thrust by the population boom of Orcs. 

This card's art is fine, appealing to me in that it is close to my mental image of Beorn when he came to the rescue of the Dwarves/Elves/Men at the battle of Five Armies. The Lord of the Carrock is more fantastical, but less true to my mental image. 

Card review? You want a card review? Ok, fine. Here I was all set to lay out a cross-index and concordance of every reference (explicit or implicit) to Beorn and his folk, then delve into their genealogies and the linguistical aspects of bear-speech, but NO, you want a card review. Fine. You probably don't like bag-pipe music either. Mutter... 

Skin-changer is a powerful card, neither unique nor restricted in the number which can be played in a given turn. It is balanced by both the corruption check which occurs at the end of each attack upon his company and the "returns to hand" clause in the card. 

To make this card work in your deck, you really will need to build your deck around Beorn and Skin-changer. Movement should not be too far from Beorn's House, as you will need to either travel there to meet up with him, or risk him travelling by himself. Do not anchor allies to him, nor plan on using Fellowships on his company (except perhaps as a last moment grace before Council.) 

This is not a skill card, so it can be combined with Risky Blow and Dodge plus any spells should your wizard be present and ready to either kindle spirits, ignite his flame, or just fire off some hot sparks for deadly effect. Tap your three Black Arrows and have him wield either Aiglos, Wormsbane or Orcrist, and you have a truly have a bear of a fighter on your side. Just be prepared for the corruption checks with either Old Friendship, Emerald of the Mariner, A Friend or Three, etc. 

Also, if you have a sage in the company and Fireworks in your deck, you should consider Beornings and Trouble on all Borders (ToaB.) Check out CotD # 648 by Treebeard for an in-depth look at the fun you can have with Beornings, their Toll charge and similar thematic fun. 

Back to Skin-changer. This card is an anticipatable Call of Home or a great way to off-load a corruption encumbered Beorn. Play Skin-changer on him after the movement/hazard phase (and after the automatic-attack, if applicable) and thereby avoid the corruption check required by the card if Beorn's company faces an attack. Beorn can even off load any and all items to unwounded characters in his company without having to face a corruption check. You can thumb your nose at the corruption points on Orcrist or Aiglos and corruption cards played on Beorn by your opponent. 

Should you find that you are short on influence, play this card on Beorn to gobble up some MPs and then have him take his leave of the company. This doesn't even cost you your one org phase character in or out of play allotment (the other exception being An Unexpected Party; see p 123 -- a card which had to be mentioned here considering the context.) 

If you want Beorn back in play, you need to how to bring him back repeatedly. The best method combines three (3) A Chance Meeting with either meeting him at his home with your wizard (if in play), or if you can, bring him in to play at his home site and then have him meet up with your company. 

This last option is riskier to plan on, but because Beorn is travelling from home in his jerkin and beard, Alone and Unadvised does not phase him, nor does Enchanted Stream (he did tell the Dwarves to avoid all contact with the water from the one stream in Mirkwood, being black and strong [p 133].) If you wizard is in play, though, you will have a tough time generating enough direct influence by a non wizard who is at the site. I believe the following is permissible, as the language on the cards says "to one influence check", and we know that one must check a given character's DI at the time he or she makes the attempt to bring another into play as cards like Shut Y'er Mouth affect the DI available. [Yes, some of that was tongue in cheek.] So, going out on a limb... 

You can have an elf ruler (Cirdan, Elrond or Galadriel) strike up a New Friendship with this fierce leader of one of the houses of the Edain, or have someone like Thorin II, Theoden, Legolas, Imrahil, Gloin, Gimli, Dain II, or Arinmir draw upon their Old Friendship with this fine man. 

Lastly, he has the ability with the card to act as a bodyguard, while avoiding the card slot penalty associated with Many Foes He Fought. Use up the Cram or Waybread during the attack, so that he faces a reduced CP value for the corruption check. The untap permits you to take the first strike tapped (9/11) and then do it again for the second strike. Otherwise, you _only_ offer a convenience store defense against those succeeding waves of hazard creatures (7/11). Were I to intend to use in the bodyguard mode Beorn in his aspect as a Skin-changer, I would probably include Many Foes He Fought, as this would enable greater flexibility of response. 

So, Skin-changer is a card for the gizzled veteran players of Beorn. Defensively (anti-corruption) or offensively (hunting parties), this card can really bear fruit when played well. 

Ohtar 

Middle-earth Card of the Day #650
Down Down to Goblin-town

Down Down to Goblin-town :: MELE :: resource short-event :: U 

Playable during the organization phase on a moving company. If the company moves to a Ruins & Lairs, no hazard creatures may be played (by type or name) keyed to regions against his company. 

Art by Liz Danforth 

This card is an exact duplicate of the hero card Secret Passage, so it's worth only a quick review, as the general benefits of the card are probably well-known to everyone. The reason I bring it up is that it is far more useful for minions than Secret Passage is for heroes. I can think of two reasons why: 

1. At least from where I stand, two of the very common hazard strategies against minions are wolf-spider-animal and elves, and Goblin-town can evade both rather nicely. Elves (and especially the nasty Elf-lord) tend to be keyed to regions, not sites, and thus a deadly trip through multiple wilderness can be rendered harmless by one simple card, allowing you to save your Hides and Ruses for another day. With the exception of Lesser Spiders, wolves & spiders also tend to get played keyed to regions, not sites, so those too can be easily avoided. Granted, there are hazard strategies that Goblin-town simply can't touch (like Undead), but it works very well against two of the most common ones, which is something worth shaking a stick at. 

2. Heroes, no matter how much ruins & lairs hopping that they do, will always (well, not always anymore, but still close) have to go to a border-hold or free-hold for their factions. And if they have a number of factions in their deck, they'll have to do that several times, so any Secret Passages will only be usable for a portion of their destinations. But for minions, it's possible and perhaps even lucrative to do all their faction and item collecting exclusively at Ruins & Lairs. Both dragon and wolf factions are playable at ruins, so a minion company has a couple different options in that regard, and Goblin-town will almost always be useful, no matter when you draw it. 

There are other cards like this, too - easily glossed over because they duplicate hero cards that aren't often used. But with the subtly different ways that minions operate, some of those cards are definitely worth revisiting. Keep your eyes open. 

Gimli 
Middle-earth Card of the Day #651
Angmar Arises, In Darkness Bind Them, and Reaching Shadow

"It was in the beginning of the reign of Malvegil of Arhtedain that evil came to Arnor. For at that time the realm of Angmar arose in the North beyond the Ettenmoors. Its lands lay on both sides of the Mountains, and there were gathered many evil men, and Orcs, and other fell creatures. [The lord of that land was known as the Witch-King, but it was not known until later that he was indeed the chief of the Ringwraiths, who came north with the purpose of destroying the Dunedain in Arnor, seeing hope in their disunion, while Gondor was strong.] - LotR, Appendix A, (iii) The North Kingdom and the Dunedain 

Angmar Arises :: MEDM :: hazard permanent-event :: c 

Any creature that can be keyed to a Shadow-land may be keyed to Forochel, Arthedain, Angmar, Gundabad, or Rhudaur. Any creature that can be keyed to a Dark-domain may be keyed to Angmar or Gundabad. Discard this card when a creature keyed to one of these regions (not to the region symbol) is defeated. 

"...the power of Angmar arose again, and the Witch-king came down upon Arthedain..." - LotR 

Art by Douglas Chaffee 

--- 

In Darkness Bind Them :: MEDM :: hazard permanent-event :: c 

Any creature that can be keyed to a Shadow-land may be keyed to Ithilien, Harondor, Horse Plains, Khand, Imlad Morgul, Nurn, Gorgoroth, Udun, or Dagorlad. Any creature that can be keyed to a Dark-domain may be keyed to Khand, Imlad Morgul, Nurn, Gorgoroth, Udun, or Dagorlad. Discard this card when a creature keyed to one of these regions (not to the region symbol) is defeated. 

Art by Donato Giancola 

--- 

Reaching Shadow :: MEDM :: hazard permanent-event :: c 

Any creature that can be keyed to a Shadow-land may be keyed to Anduin Vales, Northern Rhovanion, Southern Rhovanion, Grey Mountain Narrows, Woodland Realm, Western Mirkwood, Heart of Mirkwood, Southern Mirkwood, Brown Lands, or Dagorlad. Any creature that can be keyed to a Dark-domain may be keyed to Heart of Mirkwood, Southern Mirkwood, Brown Lands, or Dagorlad. Discard this card when a creature keyed to one of these regions (not to the region symbol) is defeated. 

Art by Ted Naismith 

--- 

I will readily admit that my favorite set of METW so far is MEDM. Dark Minions has so many cards in the set that bring much more of the sinister side of Middle Earth (like that's hard to do) to the fore. Cards like Out of the Black Sky, Durin's Bane, Nameless Thing, and these three, Angmar Arises, In Darkness Bind Them, and Reaching Shadow. 

If you think about it, Orcs really aren't that hard to key, whether to region type or site type. I mean, a few cards here and there, and you've got yourself an orc parade. 

What about other creatures keyable to Shadow-lands and Dark-domains? Here is a listing: 

All Nazgul, all Trolls but Tom, all Undead, Crebain, Mouth of Sauron, Wargs, Dire Wolves, Lesser Spiders, Marsh-Drake, Lawless Men, Landroval, Elf-Lord Revealed in Wrath (w/no Doors), and Ent in Search of the Entwives (w/no Doors). (For the ease of writing, any further mention of creatures keyable to Shadow-lands and Dark-Domains will be limited to Trolls & Undead.) 

Most of these are keyable to Shadow-land & Dark-domains if not to others like Shadow-holds or Dark-holds. Their playability limit allows them to be big usually from the get-go, and their pumpability is relatively easy. Well, you may think otherwise, but having a heavily boosted creature doesn't do you any good if your opponent never goes to the regions that your creatures lurk in. 

So what exactly am I saying? 

Let's put it another way. As far as we've seen so far, creature- hazard prowess and toughness, along with number of strikes (and MPs) are pretty much dependant upon playability. I am the sort of person who will hold on to a card for a really long time, biding my time, waiting for the moment when it's limited playability will pay off with it's big punch. 

Dragons fit this bill, and there are ways to extend their playability such that the "big punch" is much more frequent, and requires less of a hold of your cards in hand. 

This is where these three cards fit in and what makes them so useable. It takes the limited playability range of some of the harder creatures to play and extends it out quite a bit. And anything that allows me to manage my hand better as far as hazards go is a welcome addition in my deck. Notice all of these extentions come from the Dark-domains. A sort of "creeping doom" effect. 

In fairness, these cards usually only work against a hero deck, though with some tweaking, even minions can find these cards really annoying. 

Now, if we look at these cards closely, we see that they do not include Dark-holds or Shadow-holds. So, while the playability of some of the bigger creatures is extended somewhat, it still allows the relative balance of playability/power. 

One immediately nice thing about these cards is the keyability to regions, not region types, so cards like Elven-cloak or Shadow-cloak (for the minions) simply do not work. Nor do card effects like tapping Gollum or Goldberry to stop an attack keyed to wilderness. However, Tom Bombadil and similar cards may still prevent attacks keyed to certain regions by name. 

It's the region keying that's so important with these cards. Most of the Dark and Shadow domains are usually avoided, or they are directly targeted. So you are either facing a deck not suited to these regions, and therefore avoiding them, or one suited to these regions. Either way it can be frustrating to try to hit a company that rarely goes to these domains, and just as frustrating trying to hit a company that feeds off of strife, or to whom these attacks are sometimes merely detainment. 

But much more often you will find a company skirting the edge of these domains. Wouldn't it be nice to hit a company going through Rhudaur with a big fat ambush of Olog-Hai? I mean, who ever expects that? 

Even though these cards have been out for about a year, no one really expects Olog-Hai to come crashing down on them traipsing through Rhudaur to get to Rivendell. Nor do they expect the same from regions like Anduin Vales, Woodland Realm, Ithilien or even Harondor. Usually they are expecting drakes, Orcs, men hazards, or other wilderness and Border-land creatures. Hey, even the Undead can get nasty down in Rhudaur with these three cards in play. 

The only drawback that I can see is the removal of these cards when a creature already keyable to these regions is defeated. (Example: if Angmar Arises is in play, and someone defeats the Dunlending Raiders. I have already sent an email to Ichabod concerning this, so look for the answer on the mailing list soon. I will send an update as needed). 

If you manage your probabilities right, the chance that these cards will leave play because such a creature is defeated is really, really low. How easy do you think it would be to defeat Olog-Hai at 4 strikes at 11/5? And with the right cards in play, something like 4 strikes at 12/6! 

Rogrog goes from 1 strike at 13/8 to 2 strikes at 15/9! Gothmog goes from 1 strike at 14/9 to 2 strikes at 16/10! Starting to sound like Nazgul, aren't they. 

Well, the point is, with the right combo, these creatures can be very difficult to kill at best, and downright brutal at worst. Make your creatures big, then send 'em out to pound. 

And here's an interesting tidbit. The current errata to these cards state that they do not allow creatures keyable to 2 shadow-lands to be played otherwise, like Wild Fell Beast. And while that's too bad, Morgul Night extends the playability of your Trolls, Undead and other whatnot tenfold. With Morgul Night in play, ALL wildernesses become Shadow-lands, and ALL Shadow-lands become Dark-Domains. I smell a combo. 

The point is, give your heavy hitters the boost they REALLY need. Playability. What good is a big fat troll or undead if your opponent never goes to any of the sites or regions these creatures are in? Don't wait for the party to come to you, take it to THEM. 

Radagast 

Middle-earth Card of the Day #652
Earcaraxe Roused

Earcaraxe Roused :: MEAS :: Dragon Faction :: 4 MP :: r1 

Unique. Manifestation of Earcaraxe. Playable at Isle of the Ulond if the influence check is greater than 11. Modifications: influencer discards a major item (+2) or a greater item (+5). All attacks by manifestations of Earcaraxe against any of your companies are canceled. Any company moving in Andrast Coast, Bay of Belfalas, Eriadoran Coast, and/or Andrast faces one attack: Dragon - two strikes at 17/7 prowess/body (attacker chooses defending characters). 

Art by Omar Rayyan 

Earcaraxe has always been the anomalous dragon, living in a completely differen corner of Middle-Earth as the others. She is also one of the biggest and the best, hazard-wise. Similarly, Earcaraxe Roused is one of the best dragon factions, but is unusual enough that it takes special planning to make her worth the trouble of recruiting. 

The first thing to note is that her numbers are good - she's worth 4 MPs, but is easier to recruit than the other dragon factions at that level. At greater than 11, she's just as hard to recruit as Bairanax Roused (who's only a 3 MP faction), and easier to recruit than Leucaruth or Daelomin. The Hillmen, a faction that gives equal MPs, requires only 1 less to bring into play, and Earcaraxe Roused has the additional benefit of her attack. 

That attack is formidable - 2 strikes at 17/7, with attacker choosing. The question is, will it come into play? Against a minion company, probably not - there are far fewer reasons for minions to operate with a coastal strategy. The coastal ruins & lairs force minion companies to tap characters when theyre revealed as sites, and they don't have any compensating bonuses. The Stones is still an easy place to score greater items for them, but greater items in general don't pack the punch for minions that they do for heroes. However, coastal strategies are still very common for heroes, and The Stones and Isles of the Dead that Live are commonly-visited sites - and sites that get hit by Earcaraxe Roused's regional attacks. Even if the heroes in question are buffed-up to handle dragons, her ability to choose defending characters can usually help to target a weaker character and prevent the chance of losing her (to say nothing of the insurance that her 7 body provides). So I'd strongly recommend using her against a hero opponent. 

Attractive as a faction as she is, it can be a little tricky. That 11 requires some sort of supporting cards to pull in the faction - even a Horseman in the Night with a Blazon of the Eye needs greater than a 6 to recruit her. You can always use the items to help, but as far as I'm concerned that's still a last-resort sort of measure. And the problem is that there's not many other factions in the area, so the Gifts as Given or whatever else that you stock in the deck for her may not be easily used elsewhere. She isn't a no-brainer faction that you throw into any deck that works in that area. You have to build a deck that's designed to get her in play, and since designing a deck around just one card is often asking for trouble, you also have to have other significant things to do in the area. Is she worth all the trouble? Is such a deck doable? I'm working on it . . . 

Gimli 

Middle-earth Card of the Day #653
Horseman in the Night

Horseman in the Night :: MELE :: Warrior/Diplomat Man :: 4 MI :: 2 DI :: 1 MP :: 3/7 prowess/body :: c 

+1 direct influence against any faction.
Home Site: Any Dark-hold 

Art by John Howe 

Let's face it, minions have it tough. Not only do items lack the MP-punch that heroes get for them, their factions are across-the-board more difficult to raise. They lack some basic support cards in this department, too - for example, there's no equivalent to Lordly Presence. Even when there are helping cards, they are markedly inferior to their heroic counterparts (compare Threats and Join with That Power to Muster and A Friend or Three). 

But there is hope, oh yes, there's hope for the beleagured cause of the bad guys, and he has no name, and he has no home, but he's a mean, lean, horse-ridin' machine, and he's come to make sure that you and all your soldiers are still on Sauron's side. He's the Horseman in the Night. 

His closest analogue on the hero side is Adrazar, who has one less mind, one less direct influence, and one less body. Those are three awfully harsh one-lesses, though, and they make the difference between a good character and a bad one. 

You're wounded:
6 body: chances are you'll fail your body roll.
7 body: chances are you'll make your body roll. 

You're trying to influence a faction, need greater than 9.
3 d.i. vs. factions: odds are in your favor.
2 d.i. vs. factions: odds are against you. 

Need I say more? Well, hold on to your hats, because there *is* more. While building up influence can still be a problem, diplomats can take advantage of Ruse, the card to rule all covert companies. And as a warrior/diplomat, the Horseman can take full advantage of the one minion card that belongs in all minion decks, regardless: the High Helm. With that sucker on his head (he'll have to throw back the hood of his cloak for the full effect), the Horseman is a much more respectable 4/8, and with 5 d.i. against factions at that point, things are suddenly looking very, very good. 

And, just when you thought that that was enough - it turns out that he's non-unique. And that's a big thing, because especially in a world that's rampant with Foolish Words, having two different options when it comes to the site phase and the dice have to roll can be a great advantage. At 4 mind, you get all of the Horseman's power at a bargain-basement price, and throwing 2 of them into your starting company for good measure isn't that bad an idea. At the very least, you can have an extra 1 or 2 Horsemen in your play deck to replace the one that might get smushed along the way. 

It's true, it's true, at 3/7 and as cool as they are, Horsemen tend to walk around with big crosshairs on their foreheads. But when people refer to certain characters as 'targets,' I tend to play them more, not less - it indicates how cool they are. And a good deck can protect its walking targets. I'd be lying if I said that every single one of my covert starting companies include a Horseman in the Night. But the majority of them certainly do, and even when I don't, they're definitely in the play deck. 

Gimli 

Middle-earth Card of the Day #654
Stench of Mordor

Stench of Mordor :: MELE :: hazard permanent-event :: u 

Environment. At the start of its site phase, each company at a site in a Dark-domain (or Shadow-land, if Doors of Night is in play) must tap one untapped character if available. Discard when any play deck is exhausted. Cannot be duplicated. 

Art by John Howe 

A number of Mordor-affecting and dark-domain-affecting cards were specifically prohibited from being played against minion companies when MELE came out, but this is one that was deliberately introduced. I guess the place smells bad for orcs, too. 

Stench of Mordor is primarily a stopper card against certain kinds of strategies, although its annoyance factor against other decks can still be pretty high. Its main purpose is to cause trouble for Mordor-faction-raising decks, especially those that use a single Orc or Troll leadaer sitting safely in Udun or Gorgoroth or what have you, merrily raising factions without the slightest opposition. If you're foolish enough to have that Orc or Troll leader be *alone*, then this card will completely shut your strategy down. 

And so, like Call of Home and Muster Disperses against heroes, Stench of Mordor is probably more important simply because it *exists*, and not necessarily for when it's in play. Because it exists, a wise minion player will at the very least through an Orc Brawler beside those stationary leader to take the heat (or, in this case, the smell). 

For a long time this card was a shoo-in for my sideboard, but in a recent tournament I actually had it in my play deck, and was glad that I did on a couple of occasions. YMMV, but if Mordor-hiding decks are in vogue where you are, this card is very helpful. 

It's also transient, though - as an environment, it's vulnerable to Twilight, although by the same token it's not vulnerable to Voices of Malice or Marvels Told. Plus it's lost when a deck cycles, which doesn't usually stop you from playing it, but might if you're in that endgame period when both decks are close to cycling. 

That's the basic schtick, but the card has more potential as well. Against heroes it may seem too obscure to have much effect, but on the other hand, how many times have you seen Beorn & Glorfindel traveling to Mount Gundabad on the first turn out? And against either alignment, SoM's potential greatly increases when Doors of Night is in play. With Doors, SoM targets shadowlands as well, which broadens its effect considerably and *really* rains on a minion parade. Suddenly the Horse Plains and Khand are trouble spots (sources of easy factions for minions and valuable ones for heroes), as well as a number of other places. Working in concert with a general tapping strategy (Waiting Shadow and Darkness Under Tree are both auto-tappers that benefit from and need Doors, respectively), SoM can become an integral part of your hazard strategy. 

It's a simple card, a sideboard staple, but its potential beyond that runs deep. 

Gimli 

Middle-earth Card of the Day #655
Imrahil

Only Imrahil, Aragorn and Eomer ended the day of the Battle of Pelennor Fields unscathed. This prince was the uncle of Boromir and Faramir. He saved the life of Eowyn, as he recognized that she was not (yet) dead and she was attended to in time for her to be healed. Later, his sister married King Eomer. 

Imrahil :: METW :: Warrior/Diplomat Dunadan :: 6 MI :: 2 DI :: 2 MP :: U 5/8 :: Home Site: Dol Amroth 

Unique. +2 direct influence against the Knights of Dol Amroth faction. 

Art by Donato Giancolo. 

Descendant of Numenorean and elf maiden, the prince of Dol Amroth is staunch fighter and a good diplomat. 

He is a 2 MP character with a lot arguing for his inclusion and little arguing against it. His home site is well placed if you plan on having him trapsing about Gondor marshalling factions (start him off with a Horn of Anor). His diplomatic skill and his 2 DI go a long way in ensuring a healthy number of Free Peoples join your side in the struggle against Sauron. Alternatively, he can control 23 characters. 

His prowess and body also encourage his use in battle or hunting. He can wield any weapon for good effect; ranging from a Dagger of Westernesse, to a Barrow-blade against undead and Nazgul), to a Valiant Sword, to the potent Anduril/Narsil combo, by which because of his race, he can untap any Dunadan in the company, including himself. My preference in light of his home site and his body is to travel to the Isle of the Ulond and pick up a Valiant Sword to boost both his prowess and body. Alternatively, with the advent of Biter & Beater! he would be good candidate for a Sword of Gondolin, where he can pop off a B&B surprise and because of the lowered body, bring home something to show for his efforts. 

If he doesn't feel like duking it out with an assassin, he can always use offer Tokens of Goodwill. With other influence enhancements, Sentinals of Numenor makes Imrahil a strong contender in a wizardless deck. 

Finally, he can always use Athelas and benefit from the Star of High Hope, etc. 

When this review is placed in the archive, it will explore more indepth the genealogy of the princes of Dol Amroth and their fiefdom. 

Ohtar 

Middle-earth Card of the Day #656
Stay Her Appetite

Stay Her Appetite :: MELE :: hazard short-event :: r 

Playable on an ally. Make a roll (draw a #). If the result plus the ally's mind is greater than your opponent's unused general influence plus its controlling character's unused direct influence plus two, the ally attacks its controlling character (detainment attack against a hero). This attack has 1 strike and prowess equal to the ally's normal prowess plus a dice roll (drawn #). Discard the ally if it attacks and is not defeated. 

Card Erratum:
* Change "plus two" to "plus five."
* If Stay Her Appetite is played on an ally with no prowess, there is no attack, but all other affects of the card apply. 

Art by Omar Rayyan 

This card, pre-errata, was a devastator, a way-too-powerful lurching hulk of a card that never should have seen the light of day. At least *I* think so, because one of my 2 losses in the U.S. Nationals is directly attributable to it. 

First off, recognize the fact that if the roll is successful, you're going to lose the ally, no matter what. If it attacks you and kills you, you're dead and the ally is discarded. If it attacks you and wounds you, you didn't defeat it - it's discarded. If it attacks you and you beat its body, it's out of play. If it attacks you and you beat it but don't beat its body - you didn't defeat the attack, and it's discarded. Heroes have the luxury of not having to worry about actually getting killed from the attack, but once you've failed the roll, believe me, it's a small comfort. 

Note that the higher the mind of the ally, the easier it is to lose him to this card. Now, ally minds don't tend to run very high in the first place, but it's the higher-minded ones who, of course, are the ones it sucks to lose. This one card can sweep away Tom Bombadil or The Balrog or the Last Child of Ungoliant in an instant (and you don't even want to think about how much it would hurt for one of the latter two to attack). 

But it all comes down to the numbers, so let's look at what the odds are (pre-errata first). When I had Gollum swept from under my feet at Nationals from this card, it was Gandalf that was his master, but Gandalf also had Thrain II as a follower, leaving him only 2 unused direct influence. I had only 3 unused general - far less than I usually like to have. So my opponent's target number was 7, and remember that he got to add Gollum's mind (4) to his roll. In other words, he needed to roll greater than a three. Cakewalk. 

Granted, I was walking around with far too little general influence, but 2 unused direct is a fair amount to expect, especially considering that it's not always going to be your wizard who's handling the ally. A more typical situation might be a 2 mind ally, 1 unused direct influence, and 5 unused general influence. There the target number is 8, and the hazard player has to roll greater than 6 - the odds are still in his favor. 

Considering that Stay Her Appetite results in an *automatic* loss of the ally, that was way too powerful. But ICE is wise, and ICE is groovy, and they changed the magic adding number from 2 to 5 - and that makes all the difference. In the above 'typical' situation, the hazard player would need to roll greater than 9 - the odds are no longer in his favor. With a little bit of effort to protect your allies, the resource player can prohibit this card from hurting him in all but the worst of circumstances. 

And that's how it should be - this is a punishing card, one that bites the person who walks too close to the influence edge, trying to cram too much onto the psychic schedule of the Wizard or Ringwraith in question. Post-errata, Stay Her Appetite probably belongs in the sideboard, ready to be pulled out if you see that your opponent is treading too close to that edge. There's still room for it in the play deck, of course, if you're pursuing a strategy that clogs up your opponent's general influence. 

Finally, could someone explain to me the point of the second errata? Since there's no attack, the ally won't discard, and so there's no 'other effects' that I can see that the card has. 

Gimli 

Middle-earth Card of the Day #657
Firiel

Firiel :: MEDM :: Sage/Diplomat Dunadan :: 6 MI :: 3 DI :: 2 MP :: r2 3/8 

Unique. Agent. Can use shadow-magic. +2 direct influence against Dunedain and factions that can be played in Anfalas, Anorien, Belfalas, Lamedon, and Lebennin.
Home Site: Pelargir, Vale of Erech 

Art by Brian Durfee 

Firiel, along with Surion and Elwen, is a member of the trio of diplomatic agents that, as agent hazards, can give trouble to hero Gondor decks. But these days there's always the bigger question of what agents can do for you as minion characters . . . 

Let's look at Firiel first as an agent hazard. At 3/7, she's not much in combat, and without warrior or scout skill, there's no easy way to boost her fighting ability. She's no ranger, so Seek Without Success is right out, and her sage ability is useless. She has two things going for her: her formidable direct influence and bonuses, and her ability to use shadow-magic. At the moment shadow-magic only allows her to use Shadow Out of the Dark, which isn't useful at freeholds, and she hangs out mostly in freeholds. Mark this ability 'W' for 'weak'. Her 3 direct influence is nice, though, and it becomes a quick 5 against Dunadan characters. Because of her home sites she stands a good chance of influencing away Anborn or Damrod - whoopee. 

No, if anything, she's there to play Twisted Tales and swipe your opponent's factions from under him. Let's take Knights of Dol Amroth as a typical example: with Twisted Tales, she'd have +6, +3, +2 for a total of +11 against it. That's to beat the basic target number of 8, so if your opponent has 3 unused general influence, you have an less-than-even chance of pulling it off, since you have to beat his roll. It'll take a little more - a Good Sense Revolts thrown in for good measure - to give yourself a truly good chance of success. 

Like all the diplomat agents, it's difficult to pull off an influence attempt, and you're always stuck with the possibility that your opponent won't be traveling to where your agents are. So, like all diplomat agents, Firiel is sideboard fodder - bring her in the moment you see your opponent playing a Gondor deck (at the very least she can steal the Men of Lebennin automatically and swipe Sentinels of Numenor out from under him). For a minion player this is pretty easy, since you can even used Weigh All Things or The Lidless Eye to move her into your play deck. 

Firiel is more formidable as a agent character than she is as an agent hazard. Her low stats are still a bit of a bother, but her diplomat skill means that she can use Ruse, making her a valuable addition to any covert, cancellation-heavy party. And her sage ability, useless as a hazard, opens up wide possibilities for her as a character. Best of all, 3 direct influence has *much* wider applicability, making her ideal for recruiting factions. Her bonuses against southern factions become moot, but her ability to use shadow-magic becomes un-moot, albeit to a small degree. Since she's going to be in a covert company, there's not likely to be too many situations where she'd want to use Deeper Shadow, something like A Malady Without Healing could be nasty. 

The best and happiest thing about her is the +2 direct influence against Dunadan. This allows her to easily hold some relatively high-mind characters as followers (like Ciryaher, if you wanted to go all-out on the shadow-magic route), freeing up general influence for more characters (and, thus, more MPs). 

She's no Elerina, to be sure, but Firiel could come in handy once in a while. One of my dreams is to see her come across Arwen with Aragorn as a follower and have her successfully steal him away. Someday, someday . . . 

Gimli 

Middle-earth Card of the Day #658
Memories Recalled

Memories Recalled :: MEDM :: Hero Resource Short-event :: c2 

Playable on a character with a sage in his company. All dark enchantments on target character are discarded. 

Alternatively, a sage can tap and you can discard this card from your hand to fulfill the requirement that Lost Knowledge be discarded for any card played with the sage's company. 

Art by Daniel Frazier. 

I like the art. I like the concept of the card. Does it deserve a slot in competitive decks? Probably not. Marvels Told is a much easier solution to dark enchantments. Still, I am not entirely sure that the second ability does not qualify this card for a chance in the competitive scenario tournament. 

Countering dark enchantments:
This card counters dark enchantments. You need only have a sage present in the company; no tapping and corruption checks required. The following are all the dark enchantments currently available: Pale Dream-maker (MEDM), Endless Whispers (MEDM), Memories Stolen (METD), Dragon's Terror (METD), and Dragon's Curse (METD). I don't know about your neck of the woods, but in mine, none of the above has been played in our group in at least the last six months. I like the concept of Enchanted Stream and Memories Stolen and Dragon's Blood with a Cave-drake being played on a character far from home (haven), but because of the combination required, these cards seem destined for casual night rather than tournament play. 

Therefore, Memories Recalled, because it rarely has a target to affect, would seem doomed to the card storage boxes, except for its second ability. 

It can act as a substitute for a Lost Knowledge card.
With Into the Smoking Cone and Fate of the Ithil-stone, you are required to discard a lost knowledge card. This requirement is usually met via an item: Lost Tome or Forgotten Scroll. Both items carry a booby-trap, so Memories Recalled avoids the ignominity of being wounded by an item (or even worse, having a 9 body character or wizard fail his body check.) This card can be used as a corruption free substitute, and you don't telegraph your intentions to your opponent more than can be infered from your destination. On the other hand, it does consume a slot in your hand and requires a sage's untapped presense. The negative effects of the slot requirement can be gotten around somewhat if you are either playing with an increased hand size, or by using smoke rings and a nearly exhausted deck. The sage's untapped presence requirement is rather burdensome, as often parties traveling to Mt. Doom or Barad-dur are pummeled to pieces or at least tapped out. If you are giving your opponent the heebie-jeebies by running to Mt. Doom with Bilbo, Frodo, Sam and Fatty Bolger, you will need some manner ensuring that Bilbo is untapped during the site phase. Sure there are short-events and minor items that can work, but these requirements are starting to overcome your other deck goals. 

In summary, Memories Recalled is a fun card, and can work in mission decks. If you are playing a scenario tournament, then this card really ought to be evaluated for inclusion. If your company(ies) are going in search of dragon's teeth to make into necklaces, then having some of these either in the deck or in the sideboard (and some way of getting them into your deck and then hand in a timely manner) can save you wasted turns and much grief. 

Middle-earth Card of the Day #659
Into the Smoking Cone
Into the Smoking Cone :: MEDM :: Resource Permanent-event :: (6) MP :: r2 

Playable on a company with a sage during the site phase at a site where gold ring items are playable. Tap this card if the company plays a ring special item; this card never untaps. If this card is tapped, the company can discard (for no effect) a Lost Knowledge card it controls during its site phase at Mount Doom and invert this card on the playing surface (rotate it 180 degrees). If inverted, you can store this card at a Haven-only if stored do you receive its marshalling points. If stored, all ring items give one less corruption point. Once inverted, no other copy of this card can be inverted. 

Art by Angelo Montanini. 

Why would a tournament player seek to play Into the Smoking Cone (ItSC)? If you are a wizard, then because you are intending to play with a lot of rings (or alot of ring -- dwarven). If you are a fallen-wizard, then because you want to lessen your corruption while seeking to master the ONE RING. 

First, let's examine the mission (we choose to accept it) from the valiant wizard perspective. Of the mission cards, in my opinion this is the third most difficult to pull off; the most difficult being Fate of the Ithil-stone. ItSC is probably tied with Pass the Doors of Dol Guldur if you are playing a minion player. 

Valiant wizards who like to play with rings (other than Lesser Rings) always have the spectre of corruption and ring specific hazards looming over their heads. This card nudges the odds of surviving a game full of corruption checks in your favor. 

Many of us love to play those party-minded, musically inclined bearded folk in thematic decks. Every dwarf is raised knowing that it takes gold to breed gold, and so desires to reclaim the heritage of his forefathers, particularly one (or more) of the Seven Rings. This can be done, but five (5) corruption points are hefty, especially if you want to use the ring's special ability. I, too, am lured by the potential treasure trove at a single site made possible by Durin's Ring. A corruption check at two is much less likely to occur statistically (my companies defy the odds of probability and roll twos and threes for CCs all too often) than at three: You have a one in thirty-six chance of rolling old snake-eyes (2) whereas you have a one in twelve chance of rolling acey-ducey (3) or snake-eyes. This is just to use the special ability. If you are forced to make a corruption check, you are staring 5 CPs in the face (or four with this mission accomplished.) The difference of one CP can mean either success or failure (discard or elimination) or the tapping of one less character. 

Your opponent is unlikely to be sleeping on the job, and just the mere addition of Saruman the Wise as a permanent-event means your chances just increased to the next Fibonocci level. The Ring's Betrayal and Corpse-candle also loom big as likely hazards (in the literal sense of the word, too) for wearers of rings. 

For non-conformists [wry humor might be present]:
Admit it. You like to tweak your opponent's nose. Make them wonder whether you are running a ONE RING DECK, or something else. This mission is ideal. You are playing your Barliman Butterbur+Halbarad/Ring of Stealth & Ring of Nature deck. You are attached to your beer buddies, and don't want them to suffer a premature demise. Run your company first to Ost-in-Edhel to pick up the ring. What, you are tapped out (those wolves really bite!) in entering the site that turn? Despair not! You can have something to show for your efforts this turn; play this card. Next turn (or whenever), enter the site, beat off those oversized puppies and pick up a ring. Tap the ItSC. Now you can give your opponent a severe case of worry, run for Mt. Doom. What these two cannot avoid, have them beat up with their Map to Mithril enhanced Sword of Gondolin (for Barliman) and Valiant Sword (for Halbarad) and let fly the Risky Blow and Dodge you have in hand. Upon arrival at Mt. Doom, enter the site and then pitch a Memories Stolen (see CotD # 658) or a Forgotten Scroll or a Lost Tome and rotate ItSC an additional 90 degrees so that it is inverted similiar to a wounded character. Finally, saunter back to a haven to store this card. Upon storing, you have 6 miscellaneous MPs and all rings impose one (1) less point of corruption. Now you can use Halbarad to convert the rings into Magic Rings of Stealth, Nature, and whatever else strikes your fancy. 

Silly examples aside, note that this mission gives you two direct benefits and a secondary benefit: 6 MPs, -1 to ring CPs, and a great way to balance out your MP sources. In the last tournament I had more than half my total MPs from items (having lost several characters,) so painfully had to drop their value to 15. Something like this card would have really helped out. 

Fallen wizards pursuing their own agendae:
Your name is Saruman and you have copped a major attitude. No more Mr. Niceguy. You are better qualified, better educated and all around better than anyone else in Middle-earth, so to you belongs the ONE Ring to make Middle-earth into an artificer's paradise. Now if only you can lay your hands on it and then master it... 

As one of your victory conditions is to master Sauron's pet tool, you probably will be churning through the rings. You definitely won't be dunking the ONE RING at Orodruin, so why not run a company there for the benefits? AH, but you reply "I only receive 1 MP for my troubles." If that was all the benefit and you went out of your way to get this, then ItSC is not for you. However, if you are playing a ring intensive resource strategy, you are accumulating Lost Tomes and Forgotten Scrolls for their info adding special ability, then merely adding one card (ItSC) will really benefit AND give you a MP. 

So, if your companies are practiacally untouchable (avoidance or prowess) and you like to give your opponent a fright, this mission is just what you want. Although you could play it with a ONE RING deck, that is truly just gilding the lily. On the other hand, fallen wizards have a vested interest in having this mission succeed while seeking to master the ONE RING and become The New Ringlord. 

Ohtar 

Middle-earth Card of the Day #660
Alatar, Lord of the Hunt (ME:WH Preview Part I)

This is the first of a six installment preview of the White Hand expansion. 

Like the other reviews of this type, what follows are some purely speculative comments on some White Hand cards, made well before I've actually had a chance to -play- with them. After a while, individual reviews of many of them will no doubt appear, seasoned with experience. 

Alatar, Lord of the Hunt 

Alatar :: MEWH :: Warrior/Scout/Ranger/Sage Fallen Wizard :: 17 g.i. :: 10 d.i. :: 7/9 prowess/body :: c4 

Unique. Hazards your companies defeat (even with *) are worth full kill marshalling points. If you have more than 7 stage points, all detainment attacks against your companies attack normally instead. If at one of his Wizardhavens when a hazard creature attacks one of your companies, he may immediately join that company. Alatar must face a strike from the creature (in all cases). Following all of the creature's attacks, Alatar must tap (if untapped) and make a corruption check. Home Site: Any non-Dragon's lair Ruins & Lairs in a Wilderness). 

It's all buzz right now, of course, before most of us have even had a chance to play with the new cards. And while, at least around here, "Radagast" seems to be the word spoken with the greatest amount of fear & trembling when it comes to the White Hand expansion, Alatar is my favorite. But that's nothing new, he's always been my favorite wizard ... 

The fallen Alatar himself falls right in the middle when it comes to his general/direct influence spread - 17/10 for those doesn't make him as strong in general influence as Radagast, but neither is he a big micromanager like Saruman. What's most remarkable is that he earns himself an extra point of prowess - now it's 7. That means that, barring enhancements, he's going to be tougher than any of his followers (since no one with less than 6 mind has a prowess that high), which is as it should be. 

His special ability, taken all by itself, isn't much to look at. I'm not sure how useful getting MPs from * attacks will be - unless he's moving with orcs & trolls, * attacks against his companies will be detainment, and thus undefeatable. He also gets full kill points, but since the vast majority of hazard creatures will have only 1 MP in the first place, it's an ability that won't always come into effect. On the other hand, if your opponent is playing Nazgul and Dragons and your set up to defeat them, you'll be in for a treat. 

One last note on Alatar the man: his home site is great - he has more choices than anyone else. I'm already dreaming of plopping him into play at The Stones and grabbing a greater item first thing. 

On to the wiz-specific cards: 

Bow of Alatar :: MEWH :: stage resource permanent-event :: 2 SP :: r2 

Unique. Alatar specific. Place this card on Alatar if he is in play. If on Alatar, you may tap Bow of Alatar to allow him to face a strike from an attack against his company regardless of the attack's normal capabilities and his status. If such a strike fails, the attack's body is reduced by 1. 

Huntsman's Garb :: MEWH :: stage resource permanent-event :: 1 SP :: u3 

Unique. Alatar specific. Place this card on Alatar if he is in play. If on Alatar, you may tap Huntsman's Garb during your end-of-turn phase to take Risky Blow, True Fana, or The Hunt from your discard pile to your hand. 

Squire of the Hunt :: MEWH :: stage resource permanent-event :: 2 SP :: +1 d.i. :: u3 

P/B: +1/+1. Unique. Alatar specific. Warrior only. Playable on one of your warrior characters at one of your Wizardhavens (or in your starting company). +1 to his direct influence. This character requires 2 points of influence to control and may only be controlled by general influence or Alatar. 

Join the Hunt :: MEWH :: stage resource permanent-event :: 2 SP :: u3 

Unique. Alatar specific. Your weapon/shield/ armor/helmet items in Alatar's company are each worth full marshalling points. Your allies with a prowess attribute in Alatar's company are each worth full marshalling points. 

Orome's Warders :: MEWH :: stage resource permanent-event :: 3 SP :: r2 

Unique. Alatar specific. Your weapon/shield/ armor/helmet items in Alatar's company are each worth full marshalling points. Your allies with a prowess attribute in Alatar's company are each worth full marshalling points. Your Elf factions are each worth 2 marshalling points. 

The Great Hunt :: MEWH :: stage resource permanent-event :: 3 SP :: 1 MP :: r2 

Alatar specific. Playable if you are Alatar and have at least 12 stage points. Your opponent reveals cards one at a time from his play deck or his discard pile (your choice). Any hazard creature revealed immediately attacks Alatar's company. This process stops when 5 creatures or all cards of the deck (or pile) have been revealed. Reshuffle play deck if used. Thereafter, your opponent discards face-up. Whenever your opponent discards a creature during your turn, you may choose to have it attack Alatar's company instead. Cannot be duplicated. 

Alatar's Cool Utility Item is the Bow of Alatar, which taps to let him face a strike on his company regardless of its normal abilities. A nice ability, especially considering his prowess, but its usefulness might be limited depending on the hazard creatures your opponent is playing. It'll be great for luring Assassins toward him (who'll probably have a much greater chance of killing them (and will score the full 2 MPs for it, to boot)), or for letting him fight stuff even after his tapped. A pretty good card. 

Alatar's Cool Cycling Item is the Huntsman's Garb, which lets him grab back a True Fana, Risky Blow, or The Hunt at the end of his turn. The Hunt gains some effectiveness in fallen Alatar's hands, since it lets him go after the cards that will give him the most points (2+ MP creatures). True Fana is considerably less risky corruption-wise for fallen Alatar, and since its effectiveness is based on his prowess, he can use it far more effectively than other wizards, fallen or otherwise. And Risky Blow, of course, needs no introduction. 

Alatar's Cool Buddy Card is Squire of the Hunt, which, like the others, allows someone to be controlled with only 2 influence and gives him a point of direct influence to boot. That person has to be a warrior, which really isn't that much of a disadvantage - what's unique about it is that it also gives the recipient +1 prowess AND body. Very, very nice. With this card, you can have, in your starting company, a 7/8 Boromir with a point of direct influence who only costs 2 to control. Wow. 

Alatar has two other specific cards that allows his company and others to garner more marshalling-point opportunities. Join the Hunt lets Alatar's company get full credit for weapon/shield/armor/helmet items (i.e., the coolest ones) as well as hero allies with prowess. I can't really envision playing Alatar without using this card, since it gives him points for the cards that will be most helpful to him in his main quest, i.e. toasting hazard creatures. Its companion, Orome's Warders, extends the bonuses to all his companies, and also allows Elf factions to count for 2. It requires Join the Hunt to be there first, though. 

I've saved the best for last: Alatar's Cool High-Stage-Point Kick-Ass Card is The Great Hunt, my favorite card (pre-actually -playing- with them, of course) of the whole set. Building up to 12 stage points seems like a big risk, since it opens you up to some nasty, nasty hazards, but oh, the possibilities! Since by that time (hopefully) your company will have some decent prowess boosters, your chances of wading through 5 hazard creatures from your opponent's deck are pretty darn good. If they're piddly ones, it's easy points, and if they're big ones, well, you have the chance for the big money. It can be risky, though - maybe your opponent is playing Dragons, and sure, you manage to defeat Bairanax easily enough, but after that you're obligated to keep on facing more creature, and the subsequent Smaug and Itangast could potentially rip your company up. Fortunately you can choose to face the discard pile or play deck, so you have some leverage about handling all that. Best of all, it doesn't end there - from then on out, you get to go after the future creatures your opponent discards, if you want. 

Other stage resources Alatar should watch out for: 

Gatherer of Loyalties :: MEWH :: stage resource permanent-event :: 3 SP :: c3 

Playable if you have more than 3 stage points. Your unique factions are each worth 2 marshalling points. If you are Alatar, your unique Dragon factions are each worth 4 marshalling points. If you are Pallando, your unique factions normally worth 3 or more marshalling points are each worth 3 marshalling points. Cannot be duplicated by a given player. 

Gatherer of Loyalties lets Alatar score 4 MPs for Dragon factions. That's -very- helpful - Alatar is the least able to bring in factions easily, but ironically he has the greatest potential to score big faction points. And those dragons are right near his stomping grounds . . . 

All of this implies some pretty interesting deck possibilities - the main question being just how far you want to go, how many SPs you're willing to stack up. Me, I don't think I'll be able to resist building up toward the Great Hunt every time. :) 

Gimli 

Reader Comments

Farmer Maggot: It was erroneously pointed out that his ability to gain marshaling points for hazard creatures with an asterisk wasn't that useful. His other text states that if he has more than 7 stage points ALL detainment attacks against your companies attack normally. If anybody plays one of the wizard manifestations on you, they are one strike of 10/9 who attack normally, and if you manage to beat their body, give you 5 MP's. Do I smell some Istari stomping? Or even better, Durin's Folk will give you 2 MP's for only five strikes of 6. Of course your opponent has to be playing with the Free-People hazard cards, but that is another story.
Middle-earth Card of the Day #661
Gandalf the Careworn (ME:WH Preview Part II)

Gandalf :: MEWH :: Warrior/Scout/Sage/Diplomat Fallen-wizard :: 18 g.i. :: 9 d.i. :: 6/9 prowess/body :: c4 

Unique. Fallen-wizard. Can use spirit-magic. May untap at the end of your organization phase. Your characters and hero allies are each worth full marshalling points. Gandalf may tap to "test" a ring in his company. Home Site: Any Free-hold. 

Trying to imagine Gandalf as a fallen-wizard is a difficult task, and I've heard some people say unequivocally that they will -not- play fallen Gandalf on principle alone. It makes a certain amount of sense - after all, he was the one who stuck to the path. Playing the other wizards as fallen is natural - in the books, that's what they were. But Gandalf? 

ICE has done a great job of thematic speculation when it comes to this expansion, envisioning just what these fallen wizards might be doing, and keeping it in the spirit of Tolkien. Similarly, their take on Gandalf, while obviously an extrapolation from LotR, is a good one. Fallen Gandalf is tragic - he has lost hope of defeating Sauron and, despite insurmountable odds, is continuing the good fight as best he can. All the other Istari fall in the direction of selfishness, but not the Grey Wanderer. This interpretation captures the essence of Gandalf as the tortured soul among the Istari because he was the one who took the job truly seriously - a crucial element of his character in the books. 

On to his abilities. Fallen Gandalf has less direct influence and general influence than the non-fallen, but that's par for the course for the fallen (by the way, shouldn't there be a cool elven word for 'fallen wizards'? Elven linguists, speak up!). His skills, his stats, and his ring testing ability are all the ones we know and love. To take his other new advantages in order: 

He can use spirit-magic. The first card that leaps to mind as far as this goes is Words of Menace and Deceit, a serious boon when it comes to faction raising. And, fortunately enough, there is indeed a 5-mind character who can also use spirit-magic: Belegorn. I have a feeling we'll be seeing those two together on more than one occasion. 

He can untap at the end of his organization phase. Let me say that again. HE CAN UNTAP AT THE END OF HIS ORGANIZATION PHASE. This is basically the same thing as getting a free trip to the sideboard every turn he is in play, but with the added flexibility that it doesn't -have- to be used for that - he can tap to help a corruption check and then untap, for example, or heal from wounded status and then untap. This ability is, as they say, HOT. 

His character and hero ally marshalling points are worth full. This is not by any means the best of the starting-MP-bonuses among the fallen, although you can make good use of it if you're careful. The reason it's not too much to shake a stick at is that the higher-mind (and thus, higher-MP) characters are unavailable to Gandalf in the first place. Characters with 4 and less mind are only worth 1 MP in the first place, so it's only 5 mind characters (worth 2 MP) that Gandalf can use this ability to take advantage of, as far as characters go. Allies are a bigger boon, since this card allows him to take full advantage of Gollum, the Ents, and others. 

But, lest we judge him too quickly, let's not overlook his very unique home site: any Free-hold. This is grand, truly grand - a great bonus for the inevitable faction-raising that he'll be doing, it also positions him ideally for popping into a site and bringing in a character with that home site the next turn. 

On to the Gandalf-specific cards: 

Ring of Fire :: MEWH :: stage resource permanent-event :: 2 SP :: r2 

Unique. Gandalf specific. Place this card on Gandalf if he is in play. If on Gandalf, you may tap Ring of Fire during your organization phase to take Narya from your discard pile to your hand. 

The Grey Hat :: MEWH :: stage resource permanent-event :: 1 SP :: u3 

Unique. Gandalf specific. Place this card on Gandalf if he is in play. If on Gandalf, you may tap The Grey Hat during your end-of-turn phase to take New Friendship, Wizard's Test, or Hobbit-lore from your discard pile to your hand. 

Gandalf's Friend :: MEWH :: stage resource permanent-event :: +2 d.i. :: 1 SP :: u3 

Unique. Gandalf specific. Playable on one of your characters at one of your Wizardhavens (or in your starting company). +2 to his direct influence. This character requires 1 point of influence to control and may only be controlled by general influence or Gandalf. 

Chambers of the Royal Court :: MEWH :: stage resource permanent-event :: 1 SP :: u3 

Gandalf specific. Playable on one of your hero Free-hold sites in play. This site becomes a Wizardhaven for your companies, loses all automatic- attacks against your companies, and is one of Gandalf's home sites. 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. Other Fallen-wizards may not use this site as a Wizardhaven. Discard this card when the site is discarded or returned to its location deck. It cannot be discarded otherwise. Cannot be duplicated on a given site. 

Give Welcome to the Unexpected :: MEWH :: stage resource permanent-event :: 2 SP :: r2 

Unique. Gandalf specific. Place this card on Gandalf if he is in play. If on Gandalf, your unique non-character cards normally worth 1 marshalling point are each worth 2 marshalling points. 

Grey Embassy :: MEWH :: stage resource permanent-event :: 3 SP :: u3 

Unique. Gandalf specific. Place this card on Gandalf if he is in play. If on Gandalf, your unique hero factions normally worth 2 or fewer marshalling points are each worth 2 marshalling points. If on Gandalf, your unique hero factions normally worth 3 or more marshalling points are each worth 3 marshalling points. 

Await the Onset :: MEWH :: stage resource permanent-event :: 5 MP :: 3 SP :: r2 

Gandalf specific. Playable if you are Gandalf and have at least: 12 stage points, two protected Wizardhavens, 4 factions, and 6 characters. Each faction you play after Await the Onset is worth 1 marshalling point regardless of other cards in play (place these factions under Await the Onset). Each of your marshalling point cards in a company not in one of your Wizardhavens when the game ends is worth 1 marshalling point regardless of other cards in play. Cannot be duplicated. 

Gandalf's Cool Utility Item is the Ring of Fire which, as long as you can keep Bane of the Ithil-stone and Flotsam and Jetsam out of the way (as if Marvels Told -needed- to be more indispensable), can allow Gandalf to set out every single turn with +4 prowess, +1 body, and +2 direct influence. That's mind-bogglingly powerful, albeit risky. For Gandalf the un-fallen, the -5 check with his +1 bonus was more than a risk than I was every willing to take, personally. Fallen Gandalf loses the corruption bonus, but also rolls for corruption as a minion, and thus he's only eliminated on a 2 or 3. Still risky, but at least we're in the realm of possibility here. Best of all, you can play the card during the org phase and if he fails on a 4 or 5 on the Narya check, tapping, you can untap him at the end of the org phase. Better yet: tap him for something else first (say, oh, to move a couple Naryas from the sideboard to the discard pile), tap Ring of Fire, cycle a Narya into your hand, play it, and untap him at the end of the org phase. The possibilities are positively dreamy, but if you're going to be doing it often I'd recommend having a stalwart servant present to support his corruption checks each time. 

Gandalf's Cool Cycling Item is the Grey Hat, which allows him to bring back New Friendship, Wizard's Test, and Hobbit-lore. I'm underwhelmed by this one. Hobbit-lore is, well, Hobbit-lore, the lamest of the old MEDM wiz-specific cards. New Friendship is nice, but Wizard's Test only becomes useful with additional stage resource to help the G-man get full benefit from rings. For a MP-gathering strategy these cards aren't much, but consider - they're an ideal batch if your plan is to become A New Ringlord. 

Gandalf's Cool Buddy Card is Gandalf's Friend, and it's the best of the buddy cards. Unlike the others, there's no limitations on who you can play it on, the character bearing it only requires 1 influence (instead of 2) to control, and he gets +2 d.i. (instead of 1). I'm picturing, say, Belegorn, now a 2 MP character that only needs 1 mind to control and now has 4 d.i. Impressive indeed. 

Chambers of the Royal Court capitalizes on Gandalf's ability to come into play a free-holds by allowing him to make one of them a wizardhaven. Like similar cards, it renders things 'unplayable as printed on the site card', but that doesn't prevent him from, say, playing factions or the palantir at Minas Tirith. I thought this card was much cooler when I was envisioning card after card being played at a Chambered site in concert with Fireworks, but then I realized that, once the site becomes a wizardhaven, it's no longer a free-hold. Still, this card can create a valuable base of operations for Gandalf from which to carry on. 

It will take me a little while to catalogue cards to which this can apply, but at a glance, Give Welcome to the Unexpected is very, very nice. Basically, Gandalf is the everything man - he can get 2 MP from all unique (and that's the important word) non-character sources. Everything will help him a little. This can be a great insurance card if a hazard should take out one of Gandalf's main stage resources, allowing him to recoup his losses. The other obvious thing to use this with is unique sources that normally only give 1 MP anyway. Although my mind is blanking on what those would be, besides the hero allies for which he already gets full credit . . . 

The Grey Embassy is a staple card for Gandalf - I find it hard to believe that it won't be in most if not all his decks. It makes factions viable MP-sources for him, which (with his free-hold home sites and easy access to characters) is the natural way for him to acquire g Gandalf a try. When all is said and done, it's his untap and the end of the org phase that impresses me the most. This means I can keep a lot of the stage cards in my sideboard and bring them into play one at a time once Gandalf arrives, freeing up deck space for other valuable cards. Very nice. 

Gimli 

Reader Comments

Findegil: As pointed out in a later review (#720) Give Welcome to the Unexpected also gives you an extra marshalling point from those allies that normally only give 1 MP. 

Middle-earth Card of the Day #662
Radagast of the Greenwood (ME:WH Preview Part III)

About 2 months before The White Hand hit the shelves, I began to hear some stories about some of the new cards and abilities that ICE had assigned to Radagast. I was guardedly excited then, and now that I have seen the cards and witnessed the FW Radagast version in play, I must say that I am more than excited. I was lucky enough to receive an early copy of the spoiler list so that we as the CotD crew could begin to review the cards and decide how we wanted to split the duties up. As an experienced player, I know the difference between card theory and card play. I decided to wait a bit longer than normal to get a better idea how the combos would work out. And to be honest, I'm glad I did. 

Here first is Radagast and the cards specific to him. Afterwards I will give a brief overview of each card, and then go into more detail how they work together and how they fit into the larger picture of Middle Earth: Collectable Card Game. 

Radagast (the Fallen Wizard) :: 22GI :: 5DI :: 6/9 :: Warrior/Scout/Ranger/Diplomat F-W 

Unique. Your unique factions that are neither Man, Dwarf, Dunedan, Hobbit, Orc, nor Troll are each worth 2 marshalling points. Your hero allies each are worth full marshalling points. Hero allies Radagast controls have no movement restrictions. When Radagast's new site is revealed, he may draw one additional card for each Wilderness in his company's site path. Home site: Rhosgobel. 

Friend of Secret Things :: FW Permanent-Event :: 2SP :: U3 

Unique. Radagast specific. Your companies with a company size of 2 or less may play allies at tapped sites. 

Girdle of Radagast :: FW Permanent-Event :: 3SP :: R2 

Radagast specific. Playable on one of your protected Wizardhavens if you are Radagast and have at least 12 SP's and 6 allies and/or unique factions in play (the factions must be playable at sites in the Wizardhaven's region or adjacent regions). The Wizardhaven's region and all adjacent regions become Wilderness. Cannot be duplicated. 

Glove of Radagast :: FW Permanent-Event :: 2SP :: R2 

Unique. Radagast specific. Place this card on Radagast if he is in play. Any non-unique ally with 1 mind (a copy of which he does not already control) is considered playable with Radagast at his site. This ally may be taken from your discard pile or hand. 

Master of Shapes :: FW Permanent-Event :: 1SP :: U3 :: 1DI :: 25GI :: 9/10 

Radagast specific. Shapeshifter. Place this card on Radagast is he is in play. Return this card to your hand: when you play another Shape- shifter card or, if you choose, during your organization phase. In addition to adopting the given attributes, Radagast's skills become Warrior/Ranger. Radagast's prowess is only modified by -1 when not tapping to face a strike. Radagast may bear, but may not use items. Pocketed Robes :: FW Permanent-Event :: 1SP :: U3 

Unique. Radagast specific. Place this card on Radagast if he is play. If on Radagast, you may tap Pocketed Robes during your end-of-turn phase to take Crept Along Cleverly, Wizard's River Horses, or Herb- Lore from your discard pile to your hand. 

Radagast's Black Bird :: FW Scout/Diplomat Ally :: 3SP :: U3 :: 1MP :: 3DI :: 2 Mind :: 2/8 

Unique. Radagast specific. Playable at one of your Wizardhavens. You may return Radagast's Black Bird to your hand: during your organization phase or if it's controlling character leaves active play. Radagast may play this ally at any site (tapped or untapped) and need not tap himself or the site to do so. This ally may attempt to influence factions if he were a character. He may cancel a strike directed against him - tapping afterwards if not already tapped. 

Shifter of Hues :: FW Permanent-Event :: 2SP :: R3 :: 3DI :: 27GI :: 6/10 

Radagast specific. Shapeshifter. Place this card on Radagast if he is in play. Return this card to your hand: when you play another Shape- shifter card or, if you choose, during your organization phase. In addition to adopting the given attributes, Radagast's skills become Warrior/Diplomat. Radagast may not move. You may keep one more card than normal in your hand. Radagast can tap to give +2 to the corruption checks of the characters in one company through your next organization phase (this company must be moving with at least one Wilderness in their site path). Radagast may bear, but may not use, items. 

Winged Change-Master :: FW Permanent-Event :: 1SP :: R3 :: 8DI :: 19GI :: 3/9 

Radagast specific. Shapeshifter. Place this card on Radagast if he is in play. Return this card to your hand: when you play another Shape- shifter card or, if you choose, during your organization phase. In addition to adopting the given attributes, Radagast's skills become Scout/Diplomat. If no other characters or allies (except his Black Bird) are in his company: Radagast may move to a new site with no region card maximum, he has no site path, and he is considered to move through no regions. Radagast may bear, but may not use, items. 

Rhosgobel :: FW Wizardhaven :: Site :: 1SP :: C3 :: Southern Mirkwood :: Draw Opp 2/You 2 

Special: Only Radagast's companies may use this card. This site is a protected Wizardhaven. If one of your companies is at this site, all attacks against it are cancelled. Any of your companies moving to or from Rhosgobel is not considered to be moving through Southern Mirkwood (including one less Dark-Domain in its site path). You receive the stage point if any of your companies are at this site. 

I am sure by now most of you have noticed a few of the loopholes that these cards present to a Radagast player. For one, his ability to lead a hero ally anywhere is very, very powerful if used correctly. Allies such as: Tom Bombadil, Treebeard, Leaflock, Nenselde the Wingild, Mistress Lobelia, and Skinbark. 

These allies have movement restrictions for one reason or another, and more often than not it is because of a singular ability that may be too powerful or abused if allowed to roam about the lands unfettered. I will return to this topic a bit later, but first, the cards themselves. 

Radagast: This new version of Radagast turns an already keen wizard into a virtual powerhouse. Used to be, if you wanted a wizard to help you dunk the One Ring, Radagast was your man. If you wanted to be sure you got the cards you needed when you needed, Radagast was your man. His card drawing ability alone can easily turn the tide in a close game, no questions asked, and back then they gave him a nice convenient +1 to his corruption checks just to counteract those who tried to corrupt him with Lure of Nature. 

So what's new? Well, for one thing, each Fallen Wizard has some new special ability that is specific to him. These seem to be more detailed manifestations of abilities that these wizards would probably have in the stories translated into a card game mechanic. Alatar's buffed hunting abilities, Pallando's diplomatic ability gone haywire, Saruman's twisted machinery and fell breedings, Gandalf's generic influencing ability, and Radagast's ability to affect the things found in nature, and to shapeshift. Of all these abilities, it is my humble opinion that only Radagast, Alatar, and Saruman are worth considering, and in a slightly more biased opinion, that Radagast is the wizard to play of these three. 

For what reason you may ask? Speed and the ability to adapt. Pure and simple, Radagast's combo of card draw and shapeshifting put him head and shoulders above the other Wizards. And granted, this has not even taken into account the other neat little loopholes that we can find. 

Friend of Secret Things: Similar to the minion allies played at tapped sites, such as Regiment of Black Crows, or any of the Wolf allies, this allows Radagast to play allies at tapped sites. The only requirement is a company size of 2 or less. This could be convenient if there is more than one thing to play at a site, which is a bit less frequent with hero cards. With minion allies, especially the ones playable at Ruins & Lairs, this ability is usually not needed. But bear in mind that normally the only time you may choose minion sites are when you are going to a Ruins & Lairs. So this would be a nice little ability when you need, say, Goldberry and Tom Bombadil in one trip to The Old Forest. Or something else like Knights of Dol Amroth and Nenselde the Wingild in one trip. Goodness knows we all hate having to waste a trip if you have two cards playable at the site. 

Girdle of Radagast: As the Fallen Wizards are treated as Wizards in most respects, the hazard mix against Fallen Wizards is quite a bit different that against minions. For example, Shadowland creatures are somewhat less dangerous vs minions than vs heroes. Somewhat. So it makes sense that an Elf-Lord Revealed In Wrath vs a hero company is only detainment (an example of a wilderness creature. I am aware that there are others that can be very nasty). Still, there are other things keyable to wilderness that can get you. So far that I can see, the places Radagast can use as a Wizardhaven are Rhosgobel, any Border-Hold (with Michief in a Mean Way [and 10+ stage points]), any non-Dragon's lair Ruins & Lairs in a Wilderness, Border-Land or Shadow-Land (with Hidden Haven), and although they cannot be protected by Radagast, The White Towers and Isengard. Let's assume that you are using Rhosgobel as your WizardHaven. With this card, Southern Mirkwood and all adjacent regions become wilderness. This means also Anduin Vales, Brown Lands, and Dagorlad along with Southern Mirkwood are now wilderness. Playing this card at Buhr Widu (with Hidden Haven) allows Southern Mirkwood, Dagorlad, Horse Plains and Dorwinion to become wilderness. In any case, this region-changing ability is nice and convenient for both restricting hazard play and for allowing Radagast to draw plenty of cards while moving locally. 

Glove of Radagast: Another card affecting Radagast's ally-playing ability, this one allows you to continue to play non-unique 1 mind allies at his current site. The allies that are affected include: Noble Hound, War-Warg, War-Wolf, Great Bats, Regiment of Black Crows and Noble Steed. Who says you can't go around with a bunch of pets? This card also allows you to pull this ally from your discard pile as well. There are times when you have to discard such an ally when you aren't quite ready to play it, and it otherwise would clog your hand. This card lets you use your discard pile as another hand that holds your smaller allies until you need or wish to play them. 

Before I go into any detail about Master of Shapes, I'd like to talk a bit about the Shapeshifting cards in general and their useage and restrictions. 

All of the shapeshifting cards can be played at any time during your turn, and returned to your hand during either your organization phase or when you play another Shapeshifting card. Each of these cards give different abilities and adjust Radagast's skills and prowess a bit. As such, each Shapeshifting card has specific uses. Because they can be played at any time during your turn, they make Radagast very versitile, and either tough, influential, or even nomadic if the need arises. 

Let's say you are on your way from Rhosgobel to Lossadan Cairn by using Winged Change-Master. Since creatures can only be played keyed to the site because of Winged Change-Master, your opponent decides to play a Cave-Drake, or because of the play of Dragon's Desolation, a dragon - which for argument's sake we will say is Smaug. Smaug is 2 strikes at 17/7, so a lone Radagast faces 1 strike at 18. Normally, Radagast is a 6 prowess and the only hope aside from cancelling the attack that he has is rolling a 12 to make the strike ineffectual, or by playing a Risky Blow and rolling a 9 or better. Not very good odds. To make matters somewhat worse, with the Winged Change-Master, Radagast is a mere 3 prowess, and rolling a 15 is not possible on 2 d6's. With the Shapeshifting cards available, you can change "on the fly" so to speak, and face each situation better suited than usual. You can play Master of Shapes immediately to make Radagast a 9/10, much better suited to facing a dragon that usual. Winged Change-Master goes back to your hand in the meantime. And with a Risky Blow, he is a 12/10 and has a lot better chance of defeating Smaug all by his lonesome. When you are done with the Dragon, you can play Winged Change-Master again to be able to continue on your way to Lossadan Cairn as if nothing had barred your way. 

Having one or two of the Shapeshifting cards in your hand at any one time will allow you to face each situation prepared for the worst. 

Master of Shapes: Unless your wizard has a weapon on him, or is using a spell of some sort, he is usually not that tough against all hazards; most, but not all. The difference between Orcs and Itangast is very great indeed. And there are many times when a Risky Blow or a Bold Thrust would greatly help. With this Shapeshifting card, you now have one built in. Probably the best time to play this card is during your movement/hazard phase. This keeps it safe for when you need it, and keeps your opponent guessing as to what protection you have for Radagast. Giving him +3 prowess and +1 body is protection indeed, and makes him bigger even than Glorfindel himself. 

Pocketed Robes: This, along with the other such cards specific to the other wizards, allows Radagast to cycle certain cards from the discard pile to your hand. The cards you can get with this card are: Crept Along Cleverly, Wizard's River Horses, and Herb-Lore. All of these go a long way to helping Radagast along his merry way. Crept Along Cleverly is one of the more powerful cancelling cards, as it cancels a Wolf, Animal, Spider, Dragon, Drake or Undead attack, AND, it doesn't tap your character. Talk about covering your bases. Wizard's River Horses is useful as you will find Radagast all by himself on more than one occasion, and it's nice to be able to either do away with all Nazgul events or to cancel an attack against Radagast if he is by himself. And finally, Herb-Lore is Radagast's specific card from the Dark Minions set. It's a nice card that lets you heal AND untap all characters in his company if he taps when this is in play. Refer to these cards for more specifics. 

Radagast's Black Bird: A perfect ally for Radagast, this little bird can protect himself in just about all situations, and is an influencer besides. With his 3 mind and ability to influence factions, this Black Bird can bring in factions if Radagast is tapped, and leave him free to play other things if he isn't. Much more conveniently, he can cancel any strike directed at him, tapping afterwards if not already. This also means that he can continue to cancel such strikes even when tapped. One of the frustrating thing about allies is when their controller leaves play, they leave play too. Not so with the Black Bird. He can return to your hand if this happens and save you the trouble of having to recycle your deck to get him back out. 

Shifter of Hues: In the event that you decide not to move your wizard, you can play this card in the meantime and tap Radagast to help one of your other companies moving through wilderness with their corruption checks until your next organization phase. Also, you can keep an additional card in your hand while this card is out. With an untapping card like And Forth He Hastened, Radagast can stay put, tap to help your moving company, untap with And Forth He Hastened, and still be able to either play something or influence something at the site where he decides to stay. 

Winged Change-Master: One of the more powerful Shapeshifter cards, this allows Radagast to go anywhere he chooses, and not use either a site path or region movement besides. When he gets to whatever site he is headed to, he can play another Shapeshifting card to perhaps give himself a better chance to fight the automatic attacks, then maybe Winged Change-Master again to take advantage of his direct influence. Very convenient. 

Rhosgobel: This site, specific to Radagast, is much safer than the original version, as it allows your companies to go to and from Rhosgobel without officially using Southern Mirkwood and it's nasty Dark-Domain status. Attacks on your companies at this site are cancelled. 

Having taken a quick look at all the Radagast cards, we can begin to look at how they can be played and used with all the other cards available in MECCG. 

In recent postings on the MECCG mailing list and locally, I have heard and seen uses of the FW Radagast that seem both powerful and broken, but we will see just how true that is. 

Radagast's ability to drag hero allies beyond their normal restricted movement gives their abilities a much more powerful range. Nenselde the Wingild can now move to dry land, and still retrieve environment resource long-events or short-events back to your hand from your discard pile. Note that since you are playing the Fallen version of Radagast, you can retrieve both hero and minion resource cards this way. 

Tom Bombadil is already a large ally at 12/11, and now that he can move about, his prowess becomes a greatly needed help against the nasties that your opponent is sure to throw against you. Remember his ability to target a hazard affecting his company cannot work beyond his stated regions of affect. The ents can now walk about the land freely, and bash and smash what they will. 

And finally, in a bizarre twist of card combos, Mistress Lobelia becomes one of the more powerful cards in the game. Since she can now go to any site on the board aside from her usual stomping grounds near the Shire, she can use her ability to much greater effect than ever before. For those of you who don't know, Mistress Lobelia can tap to allow you to search your play deck or discard pile for any item, ally, or faction playable at her current site. Now you never have to worry about having something in your hand to play at a site no matter where you go with her. All you have to do is get there and make sure she's untapped. Then you can decide what you wish to play once you're there and tap her to get it. 

I have spoken to a few people who have already begun to sideboard against the Fallen Radagast and combos such as these, with cards like Reluctant Final Parting, Lure of Nature, etc etc. With the right preparation, you can be prepared for these cards. First, Tom Bombadil can target and discard and hazard effect targeting his companny while moving to a site in Arthedain, Cardolan, The Shire, and Rhudaur. Leaflock (the ent) can do the same anywhere on the map, and his company doesn't have to move. Or if things don't turn out as planned, play Smoke Rings and place the ally back in your deck. 

In the scheme of the Fallen Wizards, Radagast in my opinion has recieved the better cards and a more useable theme than the others. When deciding what to do with each of the Wizards (or Ringwraiths for that matter), normally you decide how to achieve a victory, what cards to put in your deck to achieve this goal, and how to play them once the game begins. In the search for a solid plan, many players go for the not-so-obvious angle in the hopes of surprising their opponent. With Radagast this simply is not the case. You know what to put in, and how to win simply by reading the cards. This is both a blessing and a curse for those who choose to play Radagast, as not only do you see how to play him, but your opponents do as well. 

Regardless of who prepares for the Fallen Radagast and in whatever way, the fact is that this new Radagast is very powerful and is still very fast, something most opponents cannot keep up with. There is no question in my mind who will be the most popular Fallen Wizard once the tournaments begin to allow them. 

There will definitely be more written about these cards as we see them in play. But for now, I remain... 

Radagast (who else?) 

[A Few Days Later...] 

DOH! 

In my overexcitement trying to salivate over this wizard, I have an oversight with my review. 

The combo played during the movement hazard phase with rotating Shapeshifter cards does not work as you can only play these cards (Stage Resource) during the Organization Phase. 

Silly me!! 

Middle-earth Card of the Day #663
Darkness Under Tree

A pause in the fallen wizard reviews while Ohtar tries to catch up with work. Imrahil helps the triumvirate out with a commentary about picking an arborial source of shade; better make sure it is an apple tree, or worse than an apple might fall on your head. 

People think of wood when they think of trees, wood that is cut down in some manner, such as wooden tables or chairs. They've never met an ent. They had better hope they never do. 

Darkness Under Tree :: MELE :: Hazard Short Event :: R 

Playable on an untapped Orc, Troll, or Man character if Doors of Night is in play. Tap the character. 

Art by David Monette 

I had a hard time attaining this card, for it was very elusive. I ended up trading an important double for it, and when I received it, I thought it was not a good trade. However, as time moved on, I began to see the many advantages of this powerful card. 

So what does it do? Well, it taps a character. Big deal. Actually, more than a big deal. They tap all their characters but need that last one to get the faction, or play it perfectly so they have enough characters to cover the automatic attacks at a site and still grab an item when suddenly their plans fall apart. That is the main advantage of Darkness Under Tree. It is similar to River in the sense that it is meant to slow down the opponent's momentum. Placed on guard, it does the trick just as well. Your opponent thinks your bluffing, and faces a dragon auto attack, but loses, having a character wounded. But they're in at least, eh? Wrong. Then you use the Darkness Under Tree to tap the character that would be gaining the faction/item. That is especially handy when your opponent is playing with The Mouth. 

A second and less used ability of this card is to tap a final untapped character in a company so that the attacker can choose strikes. This is often a nice ability, for many companies have guardians protecting smaller, more vulnerable specialists. So you have a nice single strike, 13 prowess attack, and they have Grimburgoth still untapped, with Hendolen hiding behind him. So, you tap Grimburgoth, and smack Hendolen around. 

This card has tremendous usefulness. However, it is restricted, as all cards must be balanced in some way or another. First off it can only target Men, Orcs, and Trolls. Seeing as how the heroes have only men out of that selection and many other races, this makes the card much more viable against minions. So, this is basically an anti-minion card. It also needs Doors of Night in play, which is pretty common, even nowadays. If they are playing minions, they will probably either put Doors of night out for you, because it saves them from some elves, or at least won't mind you putting it out. Finally, the card is a Rare, which does make it hard to obtain three copies. Unlikely as it may seem, those are the only drawbacks. 

So when do you put this card in your deck? Well, definately put it in with a Doors of Night strategy against minions. If you're not going to play Doors of Night yourself, don't risk it and hope they play it. If they influence factions with any man, orc or troll (which account for almost all of the minion characters), then this card will successfully waste them a turn. And if they have small parties with a few big and a few small characters this works as well. Basically, its two uses make it a good card to toss in. Heck, why not toss three of them in and really mess your opponent's strategy up. 

Imrahil 

Middle-earth Card of the Day #664
Dwarven Travellers

With this first foray into card reviews, we welcome Hamfast to the ranks of the guest authors. Dwarves can be hazardous to your health, as Bilbo sweated the Unexpected Party's efforts to clean up. 

Dwarven Travellers :: MEAS :: Hazard Creature :: 8/- :: 1* MP :: c3
Playable: w, b, R, B 

Dwarves. Three strikes. Detainment against hero and covert companies. Maia hazard creatures may be keyed to Border-holds or Ruins & Lairs against any company that has faced Dwarven Travellers this turn. 

"We must away, ere break of day ... To find our long-forgotten gold."
The Hobbit. 

Art by Christina Wald 

This one is a nice addition to any Maia hazard deck, giving those hardy wizards a little more room to act and wreak havoc on those poor orcs and trolls. Your opponent remains safe only in Dark Domains, Shadowlands and Coastal Seas, as long as he stays away from any Ruins and Borderholds in said regions. Pretty scary for medium sized groups, who are in danger of facing some big hitters in a single turn, even if they canceled the Travellers. These not-so-sturdy travellers are playable almost anywhere, making them easily played - and alerting your opponent to expect some major trouble. 

On the downside, they are (almost) guaranteed MPs for the average overt group, and are only part of a combination including at least one unique card. This greatly reduces their versatility. A remedy to consider is Chill Them With Fear. 

All said, I would certainly include them when I plan to play my Maia hazards as creatures - most of them are more useful to me when played as events. I would include one in the deck and two in the sideboard, thereby allowing me to change intentions when my opponent wanders off into my territory (a.k.a. the southwestern parts of Middle-Earth). 

{Editor's note: The detainment against covert companies is actually a very powerful concept, no risk of elimination or bestowing MPs/trophies on your opponent and implying that the dwarves will possibly come back to haunt a player susceptible to their effects. Until the dwarves get a dwarf hazard recycling permanent-event comparable to the Master of the House or the Nazgul are Abroad (plus Doors of Night), keep Uvatha the Horseman and the Mouth of Sauron in mind to give you the ability to make the combo on demand, provided you have room left in the hazard limit.} 

Middle-earth Card of the Day #665
Buthrakaur the Green & Umagaur the Pale

"Trolls, or 'Tereg,' are huge, foul creatures. Like Giants and Ents, Trolls, comprise one of the so-called 'Giant Races.' They are also true monsters, for they were bred by Morgoth in mockery of the Onodrim. Their exact origin is clouded, although all Trolls owe their spirits to the essence of the Earth. The Black Enemy contrived them during the Elder Days by remaking captured Ents and imbuing them with the nature of fiery stone from the Underdeeps."
Lords of Middle Earth, Volume III - Hobbits, Dwarves, Ents, Orcs & Trolls (ICE, 1989) 

Buthrakaur the Green :: MEDM :: Hazard Creature :: 2 MP :: r
15/6 (prowess/body) :: keyable to shadow-holds. 

Unique. Troll. 1 Strike. Also playable at Moria and the Under-Gates. If Doors of Night is in play, playable at any Under-Deeps site. Any non-unique Orc or Troll hazard creature can be played (not counting against the hazard limit) on a company that has faced Buthrakaur this turn. 

"The Uruk flew to the floor and offered the troll-king anything and any kin in return for his pitiful salvation."
-Kuduk Lore 

Art by Omar Rayyan 

Umagaur the Pale :: MEDM :: Hazard Creature :: 2 MP :: r
14/8 (prowess/body) :: keyable to shadow-holds. 

Unique. Troll. 1 Strike. Also playable at Moria and the Under-Gates. If Doors of Night is in play, playable at any Under-Deeps site. Any non-unique Orc or Troll hazard creature can be played (not counting against the hazard limit) on a company that has faced Umagaur this turn. 

"Then came Umagaur the Warlord, 'Werewolf-slayer,' self-proclaimed 'Troll- king of the Hitaeglir'. And in his wrath he slew most of the Dwarf- company."
-Kuduk Lore 

Art by Omar Rayyan 

After my recent review of the shadow-land stretch cards (Angmar Arises, In Darkness Bind Them & Reaching Shadow), I began to look at some of the troll hazard creatures available for play. Having recently made a deck consisting mostly of big buffed-up troll hazards, I noticed a slight gap in the strategy, that these two, Buthrakaur & Umagaur, might be able to shore up. Now, these two aren't in and of themselves really nasty creatures, but in the right environment, they can be both gruesome and very playable. 

A quick note: Buthrakaur and Umagaur are solely detainment vs minions except for the few Ruins & Lairs Under-Deeps sites (with Doors of Night in play) as they will mostly be keyed to shadow-holds and dark-holds. The exceptions being Moria, the Under-Gates, and other sites that specifically allow attacks to be normal, not detainment. Still, a 15 and 14 prowess can just about guarantee SOMEone being tapped. 

Except for prowess & body, these two have the exact same playability and marshalling points. But the differences are important. Buthrakaur has a buff prowess at 15, but an awfully weak body for a big troll at only 6. And as anyone knows, any decent hero party with a few Black Arrows can cut Buthrakaur up in a matter of a few seconds. 

How to protect him? How about Minions Stir for starters. He becomes 2 strikes at 16/6. Still weak in the body category, but hopefully the extra strike will allow you to target a weak character to crunch. If you are really concerned about the body of these two, try Helms of Iron. This gives a +1 to all your Trolls (as well as Orcs & Men), and a body of 4 to those that don't have any. 

So with Buthrakaur at 7 body instead of 6, he has the same body as the dragon Earcaraxe, and only 2 prowess less. Umagaur has a decent body to begin with, and Helms of Iron boosts it to 9, a difficult number to beat in any roll consistently. 

What really makes these creatures worth considering is the other ability they both bring to the table: allowing any non-unique Orc or Troll hazard creature to be played at no cost to the hazard limit. And the Troll chieftains themselves can even be cancelled for this to be allowable. All any company has to do is face these brutes and its off to the races with uglies. 

Now, a recent card I have seen floating in a few decks and one that a few local people have been asking for is Uruk-Lieutenant. Think about how nasty an Orc-Lieutenant would be after following an Uruk-Lieutenant, after folloing an Orc-Watch, after following either Buthrakaur or Umagaur, with Minions Stir & Doors of Night in play. First, either Buthrakaur or Umagaur would be at 2 strikes at 16/6 or 15/8 respectively. Then the Orc-Watch would be 5 strikes at 11, then the Uruk-Lieutenant would be 3 strikes at 12, then the Orc-Lieutenant would be 3 strikes at 14. And the last 3 are free hazards. 

As most of you know, quite a few of my reviews have been about trying to squeeze the most out of the cards you have, or about finding the big opportunites in the little cards. Granted, both Buthrakaur and Umagaur aren't all that playable in and of themselves, but there is usually a way to make something seemingly difficult to play deliver it's punch unexpectedly, which, as I'm sure all of us know, can easily be the difference in a tight game. 

So what can you do to make both Buthrakaur and Umagaur more playable? My first and most important advice is to be patient. Secondly, there must be some way to turn sites from other types to Shadow-Holds, right? Well, there is. The easy way is Choking Shadows. It turns a Ruins & Lairs into a Shadow-Hold. But Doors of Night must be in play. Or, you can take a further stretch and play Gloom then Choking Shadows, turning a Border-Hold into a Shadow-Hold. Or, as an even harder-to-imagine stretch, play New Moon, then Gloom, then Choking Shadows to turn a Free-Hold into a Shadow-Hold. And finally, as a laughable combo that I am sure someone is going to try, play Balrog of Moria, then New Moon, then Gloom, & then Choking Shadows to turn Lorien into a Shadow-Hold if Galadriel isn't home. 

The point is, cards like Buthrakaur & Umagaur require patience. And if you can use that grey matter upstairs, you can pull off some very, very nasty combos. 

Radagast 

Middle-earth Card of the Day #666
Saruman of Many Colours (ME:WH Preview Part IV)

This CotD's number is ill omened. Appropriate for the topic of discussion, a fallen istar. 

Curumo the Maiar, student of Aule. Curunir of the Ithryn, first of that Order. Saruman the White. It is said that pride goeth before the fall. As Saruman had as much pride as he had skill, far was his fall. 

Succombing to jealousy and believing himself to have the only goal worthy of pursuit. Saruman believes himself capable of becoming the best ruler of Middle-earth, succeeding where the efforts of the first and second Ages failed, and setting everything in order -- his order. This is respresented by his -1 to all corruption checks. 

His skills after his fall from grace are no different than when he was truly the first of the order: scout, ranger, sage, diplomat. Because of who he was and what he represented, his direct influence is greater than all the fallen manifestations of his brethren; 12. However, the wise noted his flaws and now are aware of his betrayal; his general influence is 15. 

Having studied his former superior (such was the case before the treason of Sauron, pupil of Aule, who then allied himself with Morgoth) in both arcane knowledge and in technological developments, Saruman the Fallen can use sorcery. Now available to him are the minion repertoire of ensorcelments: Bitter Cold, Some Secret Art of Flame, The Water's Tithe, Veils of Shadow, Riven Gate, The Tormented Earth. The White Hand expansion added the following ensorcelments: Govern the Storms and White Light Broken. If he decides to focus his time and skills on learning Spells of Discord, he can add spirit-magic and shadow-magic to his abilities. This is counter to Saruman's obsession with rings, but may open up some surprising activities by the wanna-be Sauron at the center of his web. 

Saruman also gets full MPs for items not intended for combat; rings, palantiri, the Scroll of Isildur, Saplings of the White Tree, Emerald of the Mariner, the Arkenstone, the Necklace of Girion, Gems of Arda, Noldo Lanterns and Dwarven Light-stones, Mithril, the Book of Mazarbul, Blasting Fire, Liquid Fire, Vile Fumes, the Red Book of Westmarch, Earth of Galadriel's Orchard, Mallorn, Keys of Orthanc, Keys to the White Towers, the Iron Crown, Torque of Hues, Armory (ok, it is not an item, but contains minor items), Magical Harp, the Red Arrow, and because of a quirk in the presentation of specialist weapons (which are not weapons under the rules) the Bow of Dragon Horn and the Bow of the Galadhrim. I am unsure whether the Wizard's Ring (which is not a ring) can be obtained by a fallen wizard. Thematically it makes sense, but ... 

Saruman only loves rings (one in particular) more than he does palantiri. He can use palantiri as can his unfallen manifestation. Too, he can recycle one spell or, now in his fallen state, recycle one sorcery from the discard pile to your hand. 

It seems that to play the fallen Saruman, you, like he, need to emulate Sauron. I.E., the spider in the web approach, gazing into the seeing stones, sending out agents and flunkies, gathering all into your cozened warehouses and storerooms. 

Fallen wizard resources tailored for Saruman include Fortress of the Towers if he takes up residence at the White Towers. Hey! It has an ocean view, moderate climate, and is not troubled by busy-bodied neighbors. If you would rather a residence that overlooks your future dominions and lands, then The Fortress of Isen is what you need. You can prevent others less noble than you (but who have also fallen) from using Isengard as a Wizardhaven. Further, cards that give marshalling points are not playable here by any opponent, wizard, fallen wizard or ringwraith; e.g., no palantir of Orthanc! Wormtongue will have to use something else to heave at your heads. Also, a company moving to or from Isengard is no longer open to events that target the Gap of Isen, AND the border-land in their site path is removed. For instance, if I am moving my company from Isengard to Hermit's Hill, you can only target the two wildernesses or the regions by name, excluding Gap of Isen. This exclusion of region by name is important if you are trying to avoid Cave worms. 

Being a Man of Skill, you can leverage those info requiring permanent-events to 2 MPs, even When You Know More, When I Know Anything, Dragon-lore, Reforging and Anduril. An evil chuckle is necessary here; imagine Aragorn was about to have Elrond's noldo smiths reforge Narsil, when suddenly, the necessary knowledge was noted as being locked up in Saruman's fortress. 

In Saruman's pursuit of the One Ring and seeking to sway and dominate those around him, his Many-coloured Robes permit him to tap at the end of his end-of-turn phase (after the hand resizing has taken place) and reclaim to his hand from the discard pile Ringlore, Lordly Presence or First of the Order. 

Saruman invests much of his skill and essence into his ring. Saruman's Ring permits with the tapping of this permanent-event the reclaiming from one's discard pile to hand any ring other than The One Ring. 

Saruman's fascination with technology caused him to use flame traps, explosives, and acid traps. Saruman's Machinery permits him to recycle one of these items per turn on the targeted protected Isengard or protected White Towers. Further, Saruman, as Forge-master, can personally equip (extracting the item from the discard pile, the sideboard or from one's hand) any of his non-hobbit sages or any Man with an awe inspiring non-unique weapon, armor, shield, helmet minor item at a Wizardhaven. This action leaves the bearer free (and untapped) to go forth and conquor in the name of Saruman. Saruman's toady's DI is boosted by one point; however, he can now only be controlled by general influence or by Saruman himself. 

Once Saruman has built up his stockpiles and forces (stagepoints, too), by raising the standard of The White Hand, he can boost his MPs by 6, his influence by 2 (I presume direct, but could be wrong in the limitation), and his prowess by 1. 

Of course, there are general fallen wizard resources to be used, including the planting and growth of The White Tree at one of your wizardhavens, making the place a place for healing AND garnering you the 5 MPs associated with The White Tree. 

Ohtar 
Middle-earth Card of the Day #667
Echoes of the Song

Echoes of the Song :: MEWH :: Hazard Short-event :: c4 

If your opponent has more than one stage card and 4 or more stage points, he must discard one stage card of his choice. Alternatively, force a target character to make a corruption check. Remove this card from the game. 

Art by Brad Williams. 

I have a feeling this card will turn out to be another staple hazard, at least in the sideboard, and depending on your hazard strategy, in the deck as well. You can look at it two ways: as another corruption-check forcer (in addition to Weariness of the Heart) that has a secondary ability to drop stage cards, or as an anti-fallen wizard card that can double to force a corruption check. 

The forcing-a-corruption-check part is rather straightforward. There are a couple of new corruptoin cards that target wizards specifically, and one (Inner Rot) that can really rain on a fallen-wizard's parade if he's accumulated a fair number of stage points. So corruption is stil lon e of the best possible strategies, and now it's theoretically possible to put 6 check-forcers in your deck -- 3 Wearinesses and 3 Echoes. But that's too many. Opinoins will vary, but given the other voices calling for slots in the hazard side, I wouldn't bother with more than 3 check-forcers at all. Now, though, we have a choice, and choice is good. 

Echoes of the Son's other ability has a much greater chance of being used. Let's assume you're playing corruption -- what are the chances that, upon playing Weariness of the Hear, there will be a situation where forcing a -1 to someone's prowess works better for you than forcing a corruption check? Not too likely. On the other hand, if you're playing aginast a fallen-wizard, chances are much better that forcing the discard of a stage card will be -very- useful to you -- at least as useful as forcing a corruption check. If your opponent is unwise enough to be in a position where his only stage cars are ones that are absolutely vital to him (e.g., all ones that boost his MPs,) then he's in serious trouble if he has to lose one. 

Against a fallen-wizard, Echoes is great, because even if its stage card ability isn't useful, you can always force a check on someone. So it's a definite cadidate for vs.-fallen-wizard sideboards. In a tournament setting, it also might be a decent replacement for Weariness, since most times in a general-opponent format your vs.-hero deck will also be your vs.-fallen-wizard deck. 

Two final notes: 

1. The card has a significant disadvantage compared to Weariness in that it leaves the game after you play it. In a two-deck game, or in a deck that makes use of Unexpected Outposts, that can be rather harsh. But if you won't be cycling much anyway and if your opponent is likely to be fallen, Echoes is stil the way to go. 

2. This is one of those cards that influences the game simply by -being- and not necessarily by -being played-. To wit: if you're playing a fallen wizard, be advised that you should have at least one stage resouce that, while helpful to you, is expendable in case someone should play Echoes on you. You don't want all those hard-won marshalling points crumbling to a bevvy of 1's on you in an instant. 

Gimli 

Middle-earth Card of the Day #668
A Malady Without Healing

A Malady Without Healing 

"So at last Faramir and Eowyn and Meriadoc were laid in beds in Houses of Healing; and there they were tended well. For though all lore was in these latter days fallen from its fullness of old, the leechcraft of Gondor was still wise, and skilled in the healing of wound and hurt, and all such sickness as east of the Sea mortal men were subject to. Save old age only. For that they had found no cure; and indeed the span of lives had now waned to little more than that of other men, and among them who passed the tale of five score years with vigor were grown few, save in some houses of purer blood. But now their art and knowledge were baffled; for there were many sick of a malady that would not be healed; and they called it the Black Shadow, for it came from the Nazgul. And those who were striken with it fell slowly into an ever deeper dream, and then passed to silence and a deadly cold, and so died." 

- LotRV, pg 894 (Alan Lee Illus. ed.) 

A Malady Without Healing : MELE : Minion Resource Short-Event : r 

Magic. Shadow-magic. Playable during the site phase on a non- Ringwraith, non-Wizard character at the same site as a shadow- magic-using character. Target character must make a corruption check modified by -1 followed by a body check (modified by +1 if tapped). If target character is a hero and is eliminated, by these checks, you receive his kill marshalling points. Unless the shadow-magic-user is a Ringwraith, he makes a corruption check modified by -5. 

Art by Brad Williams 

Most of you were probably like me when I first read this card. "Huh?" It took me a bit to understand this card, and at the time I only had one of them, so I basically ignored it for a few months. That is, until I decided to put together a spell deck for the minions. I came across this one again and it sounded interesting. If you're playing against a hero deck (or even a minion deck), you just might be able to kill a big fat character without having to fight him in company vs company combat, and perhaps remove some item points besides if he corrupts away. 

First, you need a shadow-magic using character, which aren't too readily available. The possibilities are: Akhorahil, Ren, The Witch-King, Ciryahir, Elerina (agent), Firiel (agent), and Taladhan (agent). So from the starting possibilities, only Ciryahir begins the game able to cast shadow-magic. All the others require getting them in after the start of the game. With 3 Ringwraiths however, you just might be able to start slinging magic fairly early. 

Now, since you have to be at the same site as the character you wish to kill (poison), you need a character which can be used specifically to go after your opponent's party. And with a limit of 3 of these in the deck, you only get 3 chances to kill (without using cards like Weigh All Things to a Nicety). UNLESS 

...you use Akhorahil. Why? Well, he's bigger than your normal characters, so he's safer to move around than Ciryahir, and any spell he uses immediately get shuffled back into the deck. ANY spell. And good ol' Akhorahil can use any spell. ANY spell. 

Well, how to move a Ringwraith around? It isn't easy, I admit, mostly because you need mode cards to get to the non-Dark-Haven sites. But here's an alternative: 

True story. In a recent Ringwraith vs Ringwraith tournament, I had a covert company using spells, and Akhorahil moving from Carn Dum to Dol Guldur and back every turn. If you think about it, most minion companies use Dol Guldur and Carn Dum for their Dark-Havens exclusively. My opponents all began in Dol Guldur, go somewhere west, then drop by Carn Dum to either store something or heal, depending on how the game was going. I counted on that as I watched were they went. When and if one of my opponent's non-Ringwraith characters ever dropped by Carn Dum or Dol Guldur, I simply moved my Ringwraith there during my turn and I would play A Malady during my site phase to try to kill their character. Most times, the character has some sort of an item on him, so the corruption check was a bit better for me than just a -1. 

Usually after I played this card the first time my opponent's jaw would drop in surprise and ask if A Malady was really a resource. More than one opponent complained that this card should be a hazard. Anyway, with each time I played A Malady, I got 2 chances to kill a character. And, if that weren't enough, Akhorahil allows me shuffle it right back into the deck to hopefully try again next turn. All told, in 3 rounds of playing, I killed like 7 or 8 characters outright, many of them losing items and allies as well. This card was the turning point in 2 of the games. In one game alone I killed 4 of my opponent's characters in 2 rounds. 

Now, some of you might not use Akhorahil, and now since the release of White Hand, you can possibly use this card with Pallando or even one of your Fallen Wizards after playing Spells Born of Discord. But a word of warning: Ringwraiths don't have to make a corruption check for playing this card, and others do, at a whopping -5. 

If you aren't playing a heavy spell deck, you would still do well to put this card in or place it in your sideboard to use nearer to the end of the game when such a loss of a character for your opponent would be much more devastating. The loss of a character isn't just character points, but the ability to gather other points. Myself, I would try to eliminate a character as soon as possible to limit my opponent's ability to get his game going and clog his hand with resources that he can't play because he has no one to play them with. 

Also, depending upon the number of characters at the site with your shadow-magic-user, you may be able to decide who to kill first. It's also the easiest way to kill a big character who has otherwise been able to defeat your creatures, or with the back-up from sages, they have been able to shrug off your hazard permanent- or long-events. 

Nothing beats a simple body check against a Lieutenant with a straight roll, and at +1 if he's tapped. There are cards out there that reduce the body of such characters, like Nothing to Eat or Drink, but since A Malady is a resource, you cannot use it in conjunction with hazard short events like tapping Akhorahil the Nazgul as a permanent event to reduce the body by one. But another route to consider is the corruption side; throw in corruption cards and perhaps a Balance of Things to make the corruption check from A Malady even nastier. Nothing like having to make a corruption check at like 6 or 8. 

This is definitely a surprise card, and can easily persuade your opponent (in the case with a Dark-Haven hopping Akhorahil) to avoid Dark-Havens once he sees your nefarious plan. This could also bode well in the piling up of corruption for your opponent or in the fact that some characters may never get to heal. In the tournament in which I played this card to great effect, after the first time I played this card, it became a threat merely for it's existence in the deck. There were many times in which my opponent avoided the Dark-Havens in order to keep his character, but set himself up for my Balance of Things - Ren the Nazgul corruption wiping strategy by hoarding too many items from not storing. 

A Malady can allow you to shepherd your opponent into your hazard strategy, which can speed up the playability of your creatures. All in all, a nasty card that can have an immediate effect on the game simply by being a threat in the deck. 

Radagast 

Middle-earth Card of the Day #669
Galadhrim

"But trust is the sound of the grave-dog's bark Trust is the sound of betrayal in the dark Trust is the sound of a soul's last breath Trust is the sound of death" 

Robert Jordan - The Wheel of Time book six: Lord of Chaos 

A quote from Robert Jordan's excellent Wheel of Time series to start this review? Excuse me, what game are we playing here? Is this the Middle Earth Collectible Card Game Card of the Day? It is. There's one creature in this game that guards its dwellings well. Very well. And it doesn't trust anyone. 

Galadhrim - Hazard - Creature - 3@11/7 - 2* MP's - MEAS - C 

Elves. Three strikes. Detainment and -2 prowess against hero companies. Playable keyed to Lindon, Rhudaur, Wold & Foothills or Anfalas; or at non-Haven sites in these regions. Each character wounded by this attack must discard all items he bears. 

Art by Rebecca Gray 

ICE have decided that Elves are the prime adversaries of Sauron and his forces. And also they have found a remarkable analogy concerning Elves and softdrinks. They're both best served Chilled. And so, MELE introduced a number of Elf creatures and one attack boosting event that rocks the world. But the great popularity of an Elf hazard strategy against minions was really only based on three cards: Chill Them with Fear, Elf-lord Revealed in Wrath and Elves upon Errantry. Because of limited keyability the other Elf creatures in MELE and their Dunedain friends found their way to the decks less easily. This made for decks that were very similar around the world, and were easily countered by attentive minion players. Luckily, with the release of MEAS the Creatures of the Light were boosted enormously: nine Nazgul counterparts, new Dwarves and Dunedain, and one Elf creature: the Galadhrim. 

Looking at their stats, and special ability, you'd get the impression that the Galadhrim make for an awesome creature: 3@11 gives you a great opportunity to tap two buff guys and wound a weakling, or to finish all the hard work you began with your other hazards in style. A body of 7 makes it unlikely you'll lose the two points. If Chilled, 5@13 turns them into a Double Bairanax On The Rocks. Now that's attackin' for ya! Even better, if you manage to wound someone bearing an item, he loses that too. And given the fact that most of the high-scoring minion items do not give any prowess bonuses (Palantiri, Rings), this is indeed a very nasty ability. But there's more. A lot of the hero creatures' have some pity left in them, or are just naive, and therefore don't kill covert companies. Not so the Galadhrim. "Trust is the sound of Death" indeed, and thus ends another covert company's tale. 

The catch, of course, is their playability. You can key these Elves to the four regions that contain the four Havens for heroes. And those are not exactly the regions most frequently visited by minion companies. Especially Lindon, in the far west, which is probably the least visited region of them all (apart from the Coastal Seas). That leaves three. Anfalas? Cards like the pillage cards' have lured people into designing minion Gondor decks. But those decks hardly ever venture as far as Anfalas. And most companies on their way to The Stones take the route north of the White Mountains through the Gap of Isen, because of a better supply of Wolves and shiny glass balls. What about Wold & Foothills then? Well, it is a neatly positioned region, blocking one of the two ways through the Misty Mountains from the east. But again, most companies going to the other side take a different route (north through Gundabad), and companies heading for Moria nearly always start from Dol Guldur, which is a Darkhaven, which makes Wold & Foothills not a part of the sitepath. So, that leaves Rhudaur. And if you're going to play this card, chances are it will be played in Rhudaur. The region is home to one of the most popular minion factions (the Hillmen of Cameth Brin), and companies do move through it when exploring the west. 

So, does this justify the Galadhrim's presence in your anti-minion deck? I think not. It's sideboard stuff. So, that's it? Another card that will never make it to the ranks of the basic utility cards? Oh no. In fact, there's one type of deck that should always include the Galadhrim. It's called: anti-hero deck. 

"Excuse me, dear author", you may say, "Have you ever heard of Detainment? I mean, I do like to KILL once in a while". Well, dear reader, you're right. But look at it this way. The Galadhrim, not the kind of people to trust someone easily, can be played to every region in the game that contains a Haven. So, the probability that you'll be able to play them is close to 100%. And although this game is very balanced in the way that greater playability means less punch (yup, that's beverage joke #3), that is not altogether true for the Galadhrim. Don't let that -2 prowess against hero companies' fool you. It's actually a +1. Why? Well, the only sensible thing for a hero character to do when facing the Galadhrim's strike is trying to remain untapped. This gives him a -3 mod, and so this basically means that the number to beat for the character becomes 12. Now, if you can give me the name of any other card in this game that can be played on every single company that just started moving from a Haven and gives you an excellent opportunity to tap up to three characters (up to five if served Chilled) at once, consider this review to be never written. It can be really damaging to have your low prowess scouts all tapped after just one hazard. With Chill Them in play, even Glorfindel needs to roll six to remain untapped, and this gives you an excellent opportunity to march in with the creatures your opponent did actually expect. And played against heroes, the Galadhrim come at no cost, since they can't be defeated. As a hero player, I've been the victim of a Chill/Master of the House/Elf-lord detainment strategy. Had my opponent been using the Galadhrim as well, I would have suffered an even heavier defeat. 

So, if you want to use the Galadhrim, surprise your hero opponent. And don't bother when he plays minion. Now, the question remains, was that the designers' intention? 

Fram Frumgarson 

Middle-earth Card of the Day #670
The White Hand: Overview of the Hazards

In the White Hand set, hazards are groupable. There are cards which short-circuit resources. There is a card which shuts down deck manipulation. Of course, there are new sources of corruption AND more ways to cause corruption checks. There are ways to monkey around with influence and influence attempts. Sites, including havens in the case of fallen-wizards, can become unfriendly and downright hostile. You also have a couple of ways of reducing your opponent's stage cards in play, or making his or her stage points much higher than he or she had prepared with which to deal. You can even rob your opponent of marshalling points, depending on the type of hazard creatures he or she has slain. 

Many of these cards offer dual options. Get more mileage out of your deck designs by incorporating MEWH hazards as many of them offer dual options. 

Joining the ranks of cards which affect cards which have not resolved; i.e., Twilight, Wrath of the West, and Many Sorrows Befall (MSB), are Blind to the West and Ire of the East. I like the concept. Mr. Fallen-wizard tries to tell some marvels. Bzzzzt! No such luck. He loses his temper and with malice dripping from his voice, he again tries to get rid of whatever. Bzzzt! Have him sing off key in praising Elbereth. Bzzzt! No discarding the carefully played squadron of Nazgul. No Friend or Three to the rescue. That Nice Place to Hide is not so nice. Just say No! to magic (spirit, shadow, etc.) ANY resource short-event will do as a target if your opponent is a fallen-wizard. These cards can be played AT ANY TIME and don't even count against the hazard limit!! Unfortunately, you only get to use each one once, then it leaves play. 

Deck manipulative heroes detest Bane of the Ithil-stone. Minions of the same mind loathe the Lady of the Golden Wood. If your deck does not use card flow manipulation beyond perhaps boosted drawing, then gather up some Floatsam and Jetsam and kick your opponent regardless of orientation (hero, minion or fallen-wizard) in the shins just as he or she really starts to massage the deck/discard/sideboard. 

As it is, fallen-wizards may only bring into play five (5) mind or less characters (absent Thrall of the Voice). Really make life uncomfortable for them by playing this card and then issuing a Call of Home to your opponent's relatively high minded character. 

The next group can be played on any avatar (wizard, fallen-wizard or ringwraith), but it really encumbers a fallen-wizard. 

First is the erosion of prowess and direct influence as a result of embuing artefacts with your power; the more you Power Relinquished to Artifice, the less you can fight your way out of a paper bag or get some faction or character's attention. Iluvatar arranged events such that it was Bilbo who put his hand down upon the One Ring that had betrayed Smeagol. When there is Somethign Else at Work, your best laid plans of winning friends, influenceing people or getting a hold of certain rings will go awry. 

Next is when the White Hand marked on the pillar is perceived to have blood red fingernails. Cruel Claw Perceived reduces general influence. Fool's Bane makes the act of influencing hero factions, allies, characters and items difficult. 

Gandalf offered a chance at repentance and redemption to Saruman when he asked him "Will You Not Come Down?" The fallen-wizard can either leave off pursuing his own agenda (discarding from play enough stage cards to reflect remorse and an effort to help out the original plan) OR fall even further away. 

Abandoning the goals of the West may result in your Heart Growing Cold. No longer are you welcome in elven havens, instead you must use the minion version of the sites. The more cold your heart, the less warm your welcome; next the minion version of free-holds, then the minion version of border-holds. Another way to roll up the welcome mat in the face of a fallen-wizard's presence or representatives is to have him be Cast from the Order. This public event is not only humiliating to the fallen-wizard, but word gets around and covert representation is no longer possible. Say an avatar has some cherished trees chopped down and causes the waterways to become polluted. That is enough to get Whole Villages Roused against them. Even minions in the service of their ringwraith masters can incautiously offend the very faction they are trying to muster. Another thing to the local kelvar at border-holds, shadow-holds and non-protected wizardhavens alone. It's not wise to fool mother nature, else you might run into Nature's Revenge. 

Now what expansion would be complete without some additional sources of corruption? Wizards, fallen or not, who loose focus on where they are going may begin Longing for the West. Like the elven Burden of Time, your wizard had better hotfoot it into a haven or wizardhaven else at the end of each untap phase submit to a corruption check. At two points of corruption, that amount is what we are used to seeing. Less for unfallen, but quite invidious for fallen-wizards are corruption cards like Inner Rot and In the Grip of Ambition. The first scales up your corruption in sync with your stage points and requires a corruption check EVERY time the controlling player plays a stage card. The second only imposes one corruption point, but two stage points from the moment it resolves, and an additional stage point is imposed as soon as you exceed seven stage points. Ambition is rather nasty in that it requires an eight (8) to shed the card 

Foul Tooth Unsheathed means that you get zero, zip, nada, zilch marshalling points for defeating slayers and assassins, superspiders, dragons, balrogs and nazgul (except in the case of Alatar.) No ifs, ands or buts from other cards, either! 

For those of you MECCG players that have problems deciding whether to play men boosters or orc boosters, play them both and watch the fun as Goblin-faces gets the boost from both. Of course, there are drawbacks to being half-orc, half man. You cannot think of any? Well, go ask Gildor, Elladan or Elrohir to explain it to you when Doors of Night and Night are in play. 

Rolled down to the Sea. Ah, yes. Too bad it is unique. Your opponent will have nightmares of his or her carefully wrought and played rings slipping into the gutter drains and rolling right on down to the sea. Did he or she just far-sight for it? Stip it right of his or her hand. Even if you don't know but suspect (Gee, there's a party of four hobbits (or orc scouts). What could they be up to?) The added benefit if your opponent is not able to oblige you is a double edged sword. Watch out for Will Shaken (not stirred). 

These are really well thought out additions to the hazard pool (IMNSHO). With the increase in sideboards to 30 and the additional 10 to be added if playing a fallen-wizard, the sideboard is almost too tempting to pass up! More on the pitfalls of too much sideboard action in a later review. 

My vote goes to Echoes of the Song as best evocative title recalling a passage in the Ainulindale. The "Must Have" award goes to Rolled down to the Sea. Now to go scare up some work for my lawyer so he can buy me some of these... 

Ohtar 

Middle-earth Card of the Day #671
Wielded Twice

"That which is worth doing well once, is worth doing to excess."
Rumored to be a saying of Barliman Butterbur 

Wielded Twice :: METD :: Resource Short-event :: c2 

Ritual. Tap a sage to untap an item in his company. Sage makes a corruption check. 

Art by April Lee. 

If you build a deck which uses items which tap, why not use them twice per round? 

Easiest implimentation is with haven lodged sages; e.g., Ioreth and Halbarad being the first two that come to mind (having little of it, themselves.) Say the two of them are keeping Saruman company at Lorien. He is amusing himself with a palantir. Ioreth wants to keep him happy, so combine Wielded Twice And Forth He Hastened to double Saruman's fun. Even if she is wearing an elf-stone or holding on to some other item, she will pass her corruption check with nary a twitch. Alternatively on an Aligned Palantir held by Halbarad, Ioreth could ask for a repeat performance of Halbarad's use of the seeing stone. 

Another use which has seen print is having Ioreth and her pal Tom Bombadil taking up residence at the White Towers, using the Palantir of Elostirion to keep your elves and wizard out of trouble. Tom doesn't worry about things like corruption (he is not tempted at all), and can help Ioreth get two shots of the Elendil stone in a given turn. 

A more difficult use to bring off is to have a sage accompany the sisterhood in their quest to slay nazgul. Someone in the party has two or three Black Arrows, and the huntresses have Barrow-blades and Scabbards of Chalcedony. If your opponent tries to be wily, sending out a medium nasty to soften up the sisterhood before pouncing upon them with a nazgul, then tap the arrows to take the out the punk (Olog-hai or whatever), and then tap the sage and play Wielded Twice to surprise the Nazgul that came calling. Of course, this depends on keeping your sage alive and untapped through the process. If you are hunting nazgul down south, you run the risk of a Sand-drake targeting your sage, should your opponent suspect you have such plans. 

A more reasonable implementation of Wielded Twice is in a company containing Bilbo. He could be carting about five (5) corruption points worth of items (or corruption or both), and still toss off this card without a care. Whether he is untapping Black Arrows, or something more corruption laden like The Iron Crown or a Dwarven Ring, no skin off his nose. The Torque of Hues, the Magic Ring of Stealth, and minor items like elven-cloaks are well combined with Wielded Twice, particularly in a hobbit avoidance deck. 

Should you be intent on an influence war just before the council commences, and your opponent has a Magical Harp, fire off a Slipped Treacherously, influence away the Harp, and then play Wielded Twice to have the Harp ready for use, and let the council begin. 

There are 13 minion resources which can be tapped, and 23 hero resources. With fallen wizards, keeping this card in mind for getting the most mileage out of a minion item is only good sense. 

The problem with this card, beyond its prerequisites for play are the perennial problem of only having three in a deck (or hand) and having them in your hand to play when needed. Even though there are some ways to finesse this, it really should be treated not as a staple for your deck, but rather as an anticipated benefit when one shows up in your hand. 

This is not a card for the sideboard, as that would take too long to get into your hand to make a difference. The possible exception to this would be if you like to thin down your deck, and then cycle into your deck via your wizard some resources that because your deck is so small, you know you will get them more or less the turn you want them available. 

So, though this card can be fun, its use and value is in surprise. Plan on it taking place sometime, but don't depend on it. 

Ohtar 
Middle-earth Card of the Day #672
Hendolen

Just back from the Council of Endor, Gimli presents the following: 

Hendolen :: MELE :: Sage/Diplomat Elf :: 2 MP :: 6 mind :: 2 direct influence :: 3/7 prowess/body :: r 

Unique. May tap to cancel a detainment attack against his company. +2 direct influence against Elves and Elf factions. Home Site: Minas Morgul 

Art by Stephen Graham Walsh 

Hendolen is the last of the MELE minion elves to remain unreviewed, and according to some people, he's the best of them. I wouldn't go exactly -that- far, but he's definitely a gem for covert, cancelling decks. 

Like the others, he's 6 mind, but at 3/7 he's the weakest and most killable of the three. Given his mind and abilities, he's very vulnerable. He has a built in cancellation ability, true, but not one that's useful against killing attacks. He's a diplomat, and the first thing you should think of when you see that is "Ruse, baby, Ruse!" Oh yeah - that also helps him get factions and stuff. As a sage, he can test rings and play the all-important Voices of Malice, although his own special ability is cooler. 

Tapping a detainment attack isn't going to be guaranteed to be helpful against all hazard decks, so you'll want to make sure that it will come up in your own resource pursuits, It's probably most useful in getting rid of the bevy of detainment auto-attacks against covert minions. The southeastern auto-attacks like that are pretty tame and usually big enough to beat anyway, but if you're going to the more-difficult (and potentially more rewarding) southern free-holds, cancellation those attacks is a very important thing to do, and not having to play Not Slay Needlessly to do it is a serious help. 

His +2 direct influence is of pretty limited usefulness. He's unlikely to successfully steal an elf away from a hero character, and it's relatively unlikely that an opponent minion will be playing with one of the other elves to go after. That ability has more helpfulness-potential if, with Thrall of the Voice, Hendolen is played by a fallen-wizard. He has by far the most directly influence versus elves available to a fallen-wizard, although with only 2 elf factions and all the cool elves with more than 6 mind, I think there's many cooler candidates for inclusion into f-w decks. 

Gimli 

Middle-earth Card of the Day #673
Rumor of the One

Rumor of the One :: MELE :: resource permanent-event :: r 

+1 to the corruption points and the marshalling points for all ring items. Discard when any play deck is exhausted. Cannot be duplicated. 

Art by April Lee 

This card was crucial to one of my tournament decks in the World Championships, so it's only fitting and proper to give it some attention... 

Ring items are one place where minions have an opportunity to really cash in on item marshalling points. They can be a little harder to get than the hero versions, but minion gold ring items are actually worth -more- than hero gold ring items, and that's nothing to ignore. Rumor of the One turns them into seriously viable sources of points: with Rumor, a basic ring that's been tested into a Lesser Ring is worth 3 MPs and only provides 2 points of corruption - very, very impressive. Spirit Rings are worth 4 MPs, as high as most items (and they're -very- powerful), and the Dwarven rings a whopping 5. It's easy enough to make a ring-heavy strategy, and if you're consistent with it and manage to pick up 4 or 5 rings over the course of the game, the value of Rumor becomes considerable. 

Yes, it does work on Mind Rings, making it possible to start the game with one or two minor items that, by the time the game is done, will be worth 1 MP each. Nice bonus. 

All these benefits are offset by two things: the corruption bonus that all the rings get, and the careful timing that's required to make sure the card is in play at the important time - when the council is called and the fat lady sings. 

First, the corruption. For tested rings, +1 cp isn't much of a problem. minor, magic, and spirit rings with +1 cp are only giving 2, 3, or 4 cps respectively - all very manageable numbers for minions. Dwarven rings (especially if held by dwarves) start to get to be a bit trickier, perhaps even necessitating some anti-corruption cards that you might not need otherwise. Untested rings, on the other hand, are very vulnerable. The bonus gives them 5 cps, and with their automatic corruption checks during the untap phase, you're just asking for one unlucky roll or one corruption card spelling doom for one of your characters. Therefore you're going to want to test your rings, and quick, when playing with Rumor. One of the best ways to make this worth your while is to play with the more difficult rings (like Bright Gold Ring and Perfect Gold Ring) that allow you to root out a lesser ring from your play deck or discard pile when you fail your roll. This requires you to narrow where you're getting your rings from (in my case, I looted the southern free-holds for Brights), which in turn limits which special rings you'll be going after (in my case, Spirit-rings). But it's well worth it, because you can throw off your Test of Fires confident that in the best case you'll get a killer ring and in the worst you'll get a low-corruption item that will net you 3 MPs. 

A more difficult issue is the timing one, since Rumor is discarded when either deck is cycled. This means that you -don't- want to play it, at least in a 2-deck game, until at the very least one of you has already cycled your deck. If you and your opponent are moving through your decks at roughly the same speed, you'll want to wait until you've -both- cycled before playing Rumor. The good news is that once that's happened, you can lay it down without much worry, since the game will likely end before one of you cycles again (especially in tournaments, which have time limits). 

The next question, then, is where to put Rumor. I put one in my sideboard, and since I was playing with The Lidless Eye, it was a simple enough affair to cycle it into the play deck on my last turn before I cycled, thus having it in-hand to play at the right moment. I'd say that's the way to go with it, although if you're not playing with The Lidless Eye you'll have to be a little more careful to have a Weigh all Things or an untapped Ringwraith to bring Rumor in at the last moment. And in any case, you -cannot- forget to cycle it in when the time comes. It's a high-maintenance card when it comes to keeping track of when to bring it in, so players that don't like to have too many things bouncing in their head at once would be wise to stay away. 

In retrospect, I should have put a second Rumor into my sideboard is well. In one of my games in Barcelona, my deck was going so fast that I actually -did- cycle twice before the game was done, and as a result, I lost Rumor and 5 MPs at the time of the council. If I had had a second Rumor in the sideboard, I could have easily cycled it in and played it immediately after cycling the second time. 

One final note - the card is unplayable by fallen-wizards, so it's strictly a card for minion interest. In a world where the Fallen can steal the cool strategies from the other alignments, it's nice to have something that's off-limits to them. 

Gimli 

Middle-earth Card of the Day #674
Schwertmeister

The Germans currently have a set of 9 special cards circulating around, and this is one of them. Lest you think reviewing this card is frivolous, be advised - these same cards -will- be printed in English, so don't be surprised down the line if someone suddenly plays . . . 

Schwertmeister :: Permanentes Ereignis :: 1 MP 

Nur fur Weise. Spielbar in der Ortsphase auf einen ungetappten Weisen an einem ungetappten Ort, an dem Information spielbar ist. Der Ort und der Weise werden getappt. Der Weise erhalt den Beruf des Kriegers. Ist her bereits Krieger, kann er zwei Waffen einsetzen (beide Boni gelten). Wenn er zwei Waffen benutzt, kann er kein Schild einsetzen. Kann fur einen Charakter nicht verdoppelt werden. 

Translation (with my paltry German - apologies in advance for mistakes): 

Swordmaster :: (special) :: hero resource permanent-event :: 1 MP 

Sage only. Playable during the organization phase on an untapped sage at an untapped site where Information is playable. Tap the sage and the site. The sage gains the warrior skill. If he is already a warrior, he can wield two weapons (gaining both bonuses). When he wields two weapons, he cannot use a shield. Cannot be duplicated on a character. 

Art by Jo Hartwig 

As cool-sounding as the card is in German, the English title will probably end up being something different - something that doesn't evoke a cheese-fantasy mythos quite as easily. 

Let's start with an admission - it's a fun card, probably not one that's going to show up at too many tournaments (although I'd love to see someone try). This isn't to say that it's a bad card by any stretch - it's easy to play, it's worth a marshalling point, and it doesn't give any corruption. There are a number of similar light-enchantment-type deals in the game already, but while they give bonuses to corruption and influence checks and such, this one allows you to kick ass. 

If you're not a warrior, it makes you a warrior. Big whoopee deal. The real thing to do is to play this on someone who's already a warrior, so that he can use two weapons. 

Yes, this makes that person a corruption monkey. Still, if you can defend yourself adequately from that risk, it can turn an otherwise weak character into a dangerous fighting force. And it will probably have to be a weak character - this card does not overcome the maximum-prowess limitations that the weapons already bear. If Boromir is already bearing Orcrist, making him a Schwertmeister so that he can also use Glamdring isn't going to do anyone any good. Now Balin, on the other hand, with Orcrist and a Sword of Gondolin, turns from a relatively vulnerable Dwarf to a grinnin', swillin', killin' machine. 

Using Boromir as an example above is a bit disingenous, since, as I've translated the card, the card has to be played on the sage who taps, so the only viable targets are those who are already warrior-sage. There aren't many of those, especially not also with low prowess. Balin seems to be pretty much ideal, though if you're a fallen wizard, the options open up to guys like Nain, Dorelas, Pon Opar, etc. Then again, my translation could be kaflooey (or it could be done slightly different in the English version), so don't go making the decks for this card just yet. 

The card isn't limited to non-wizards, and wizards have the added bonus of a weapon available to them that has no prowess maximum (the Wizard's Staff). If you're willing to deal with the 4 points of corruption, therefore, anybody but Saruman can walk around with 11 prowess. If you're anything like me, the words 'fallen Alatar fallen Alatar fallen Alatar' are bouncing around in your head right now. 

Fallen-wizards can also take advantage of the resource-crossover by using Thong of Fire in connection with another weapon. Someone as strong as Elladan could wield a Thong with Glamdring to devastating effect. 

A little bird told me that another card that will be coming along down the pipe is "Knighthood", which will allow a Hobbit to become a warrior (a la Merry at Minas Tirith). I don't know about you, but I don't think I can say I've ever really lived until I've used these cards to give Bilbo Wormsbane and Orcrist and send him off after Smaug, alone. Someday soon... 

Gimli 

Reader Comments

Sly Southerner: The card Gimli refers to as Knighthood was eventually released as To Fealty Sworn in Middle-earth: The Balrog.
Contrary to what Gimli says in the introduction, the special German promo cards have never been printed in English. They are also not tournament legal outside of Germany. 

Middle-earth Card of the Day #675
Pallando Master of Doom (ME:WH Preview Part V)

The last in the previews of the fallen wizards is... 

Fallen-Pallando 

Having recently played Fallen-Pallando, I have discovered some very interesting changes from the original version of Pallando, and made some new discoveries as well. 

Here is Fallen-Pallando and his related cards: 

Fallen-Pallando :: MEWH :: 20GI :: 7DI :: 5/9 prowess body
Warrior/Ranger/Sage/Diplomat
Home Site: The White Towers
Unique. Can use spirit-magic. Your Man, Dwarf, Elf, Dunadan, Hobbit, Orc, and Troll factions are each worth 2 marshalling points. You may keep one more card than normal in your hand. 

Arcane School :: MEWH :: F-W Resource Perm-Event :: 1SP
Pallando Specific. Sage Only. Playable on a non-Hobbit, non-Dwarf sage at one of your Wizardhavens (or in your starting company). The character may use sorcery, spirit-magic, and shadow-magic. Cannot be duplicated on a given character. 

Pallando's Apprentice :: MEWH :: F-W Resource Perm-Event :: 2SP
Unique. Pallando Specific. Sage Only. Playable on a non-Hobbit, non-Dwarf characters at one of your Wizardhavens (or in your starting company). +1 to his direct influence. The character requires 2 points of general influence to control and may only be controlled by general influence or Pallando. This character may tap to use a palantir he bears. 

Pallando's Hood :: MEWH :: F-W Resource Perm-Event :: 1CP :: 1SP
Unique. Pallando specific. Place this card on Pallando if he is in play. If on Pallando, you may tap Pallando's Hood during your end- of-turn phase to take Gifts as Given of Old, Wizard's Voice, or Eyes of Mandos from your discard pile to your hand. 

Prophet of Doom :: MEWH :: F-W Resource Perm-Event :: 3SP :: 3MP
Pallando specific. Playable if you are Pallando and have at least 12 stage points and 5 factions in play. Pallando need not be at the appropriate site when making an influence attempt on an opponent's resource of character. Such an influence check is modified by half (rounded up) of Pallando's unused general influence (to a maximum of 10) instead of his unused direct influence. Subtract from the attempt the number of regions between Pallando's site and the site where the influence attempt would normally be made. Discard if you have fewer than 5 factions in play. Cannot be duplicated. 

Stave of Pallando :: MEWH :: F-W Resource Perm-Event :: 2SP :: 1CP
Unique. Pallando specific. Place this card on Pallando if he is in play. If on Pallando, you may tap Stave of Pallando during your end- of-turn phase to take a faction from your discard pile to your hand. 

Truths of Doom :: MEWH :: F-W Resource Perm-Event :: +6GI :: 4SP
Unique. Pallando specific. Your general influence is increased by 6 points. You may only use 2 of these points to control characters. 

A Strident Spawn :: MEWH :: F-W Resource Perm-Event :: 1MP :: 4SP
Playable if you are Pallando or Saruman and have 6 or more stage points and a protected Wizardhaven. Each of your Half-Orcs requires one less point of influence to control. During your organization phase, you may take one Half-orc character from your discard pile to your hand. You may play Half-orc characters at your Wizardhavens, and even if your Fallen-wizard is not there. Cannot be duplicated by a given player. 

Fortress of the Towers :: MEWH :: F-W Resource Perm-Event :: 3SP
Unique. May not be a starting stage card. Playable if you are Alatar, Pallando, or Saruman. Playable on The White Towers. The White Towers is protected. Other Fallen-wizards may not use the Wizardhaven card for The White Towers. Cards that give marshalling points are not playable at the site by your opponent in all cases. A company moving to or from The White Towers is not considered to be moving through Arthedain (including one less Wilderness in their site path). Discard this card when the site is discarded or returned to its location deck. 

There are a few other cards mentionable, such as Keys to The White Towers, Half-Orcs (faction), Greater Half-Orcs (faction), Gatherer of Loyalties, Great Patron, Thrall of the Voice and Legacy of Smiths. In the interest of some moderation, I will simply suggest that you refer to those cards when they are mentioned below. 

----- 

There are a few things fairly obvious about the new Pallando. First of all he, unlike all the other Fallen-wizards, retains his 20 GI even when he is in the game. His direct influence however is a paltry 7 (compared to the others). Also, he continues to allow you to hold an extra card in your hand than normal, which is always a plus, but your opponent no longer has to discard face-up. 

As I discussed briefly in my Radagast review, each wizard has his specialty, and Pallando's is factions. He automatically gets 2 for each of his Man, Dwarf, Elf, Dunadan, Hobbit, Orc, and Troll factions. That means, that all the 1 point factions, such as Hobbits, are worth 2 to Pallando instead of the usual 1. Pretty handy. Usually the 1 point factions are easier to bring in anyway. 

With all this influence, Pallando comes with a few handy cards that allow him to take great advantage of the ability to make rousing speeches. Prophet of Doom allows Pallando to use half of his unused general influence when making influence attempts, and he does not have to be at the required site. Granted, you subtract the number of regions he is away from the required site, but basically you can get close and be safe with the roll. Also, you need 5 factions and at least 12 stage points, which, nearer to the end of the game, will not be that difficult for him. 

Truths of Doom gives Pallando 6 more GI to use, for cards such as Prophet of Doom. Also, with the Fortress of The White Towers and A Strident Spawn, you can pull in factions (Half-Orcs, Greater Half- Orcs) while you sit at your haven, and they aren't unique. If you fail, use Stave of Pallando to get the faction back in your hand to try again next turn. And since these factions can be played at either a tapped or untapped Wizardhaven, multiple factions can be brought in during one turn. He would be relatively safe playing News of Doom, and hopefully remove your opponent's factions. 

Pallando's cards lend themselves to great deck manipulation. One of my current favorite combos is Eyes of Mandos/Pallando's Hood. I play Eyes of Mandos during my org phase, grab a card I need from the eight that I reveal, and shuffle the others back. During the turn I am hopefully able to play that card. At the end of the turn, tap Pallando's Hood to get Eyes of Mandos back to your hand and do it all over again next turn. Nearer to the end of your deck this becomes extremely helpful if there is a specific card that you are looking for. Eyes of Mandos will even allow you to get hazards. 

If there is a particular hazard you need, but it is trapped in the sideboard or discard, put it back in your deck with An Unexpected Outpost, then go get it with Eyes of Mandos instead of waiting to draw it. As this use of Pallando's Hood is done during the end-of- turn phase, as is Stave of Pallando, you will frequently have 11 cards in your hand at the end of your turn. This gives you a much better selection of cards to use for hazard play. Once you get Stave of Pallando in play, you can discard factions until you need them and save space in your hand for other cards. 

These two cards (Pallando's Hood, Stave of Pallando) also work well when used with Smoke Rings or Weigh All Things to a Nicety. Use Smoke Rings or Weigh All Things to cycle a resource back into your deck, and go get it with Eyes of Mandos. Then use Pallando's Hood to do it all over again next turn. One of the more frustrating things about playing a card game is a bad draw. Once you get this combo out you can go get the card you want instead of waiting for it to appear. 

Arcane School can allow a non-Hobbit, non-Dwarf sage to be able to cast any sort of magic. Also, it can be played as a starting stage resource on one of your beginning characters. Most times those characters who can cast such spells don't have such great prowess or body. Arcane School can allow a bigger character to be able to cast your magic and keep his toughness. 

Pallando's Apprentice gives a non-Hobbit, non-Dwarf sage Pallando's special stamp of approval. This changes the required influence to control this character to 2, and bumps his DI up by 1. This combined with Arcane School can make for a very interesting character. Try to imagine Celeborn (with Thrall of the Voice) with Arcane School and Pallando's Apprentice on him. He's now a 6/9 sage who requires 2 points of influence to control, can cast sorcery, spirit-magic, and shadow-magic, can tap to use a palantir he controls, and has 2 DI. A nice all-around solid character. 

One of the bad sides to all this however, is the lack of any points from sources like characters, allies, items, and kill points. But with a few cards here and there, you should be in good shape. All F-W decks aside from Saruman's should have at least 1 Legacy of Smiths in it. This gives you full points for your non-ring items such as Orcrist, Wormsbane, etc etc. Also, Pallando decks should include at least one copy of Great Patron to allow you to get at least 2 points from characters and allies. 

I played a game recently with my Pallando deck, and had a whopping total of something like 12 points from all my items, characters, allies, factions, and kill points. I had in play Orcrist, Wormsbane, Glamdring, Tom Bombadil, Ivic, Taladhan, and Celeborn. (I had more 1 point things, but those were the items and characters and allies that were normally worth more than one). I played two Eyes of Mandos, grabbed both Great Patron and Legacy of Smiths, and jumped from 12 marshalling points to 23 mp's during my organization phase. Quite a jump I can assure you. And if you can manage to hold your opponent down somewhat, that jump should skyrocket you past him if you aren't already. I love bringing these cards out right before I call the council. One minute I have a few points here and there, and the next I am ready to call the council. 

Playing Pallando as a fallen wizard allows you to build a deck closer to a regular hero deck than you might think. In a 2-deck game, it's simply a matter of waiting until you draw the cards that you need to give you all the MP's you would normally get. Other than that, it's not that difficult to go get your regular items and allies that you would normally go get. And a well-planned starting company will give you a much better chance. One sage or another is a requirement, either the much-played Ioreth or Halbarad will do. 

Pallando is also not that needy of travel. The more he sits and manipulates from his perch, the better off he is in the long run. With The Fortress of The White Towers in play, you can effectively move an extra region when you send your lackeys out to gather points. With this card in play there are at least 5 greater item sites within reach of The White Towers: The Stones, Carn Dum, Mount Gundabad, Moria, and Dol Guldur. Notice that 2 of these are Darkhavens, and can be useful to attempt to influence characters away from a minion player. And even with -5 to the attempt because of opposing align- ments, Pallando can get his DI up really quick with Wizard's Voice, Wizard's Ring, A Friend or Three, as well as other influence helpers. 

Another useful side effect of staying at The White Towers is the ability to play Palantir of Elostirion at the Wizardhaven. And with Pallando's Apprentice in play, you have a character ready to use it. 

In order to protect your White Towers, it would be good to eventually get the Keys to the White Towers in play and stored as soon as is possible. 

The real key to playing these cards is to take advantage of the angle that they force you to go. Get your characters out there looking for items, allies, and kill-points, and wait for Pallando to come in to get your factions. Eventually you will get the resources you need, and it will hopefully come together. Once you get your combos going things will speed up considerably. Be sure to think about cards such as Marvels Told, Weigh all Things to a Nicety, Smoke Rings, Voices of Malice, Crept Along Cleverly, etc etc. 

Cards to watch for: your own stage points. These rack up quickly, and can give meat to cards like Inner Rot and other stage dependant hazards. 

Radagast 
Middle-earth Card of the Day #676
Near to Hear a Whisper

Near to Hear a Whisper :: MEAS :: hazard permanent-event :: r2 

Any agent may attack a company at his site at the start of the site phase if the company chooses not to enter the site. May be revealed on-guard if the company chooses not to enter the site. Discard when any play deck is exhausted. Cannot be duplicated. 

Art by Ted Nasmith 

This card is a fairly useful boon for agent hazard strategies, one that enables you to attack your opponent at precisely the time when he least wants to be attacked: when he's tapped out during the site phase. 

If your opponent's resource pursuits are going well, this card won't have much of an effect even if it is in play. Let's say he's sitting at Edoras, with the faction in hand - even if he suspects there may be an agent waiting for him there, he'll probably still go in, especially if he has a large or expendable character to face the strike. It won't matter that you -could- have attacked him if he hadn't entered - if your resources are developing smoothly, you'll be entering the site -every- turn. 

But there are exceptions, and this is where Near to Hear can start becoming a serious problem for your opponent. If you've been fortunate enough to tap out or even wound his characters with hazard creatures during the movement/hazard phase, he certainly -won't- be entering his site, and that's exactly the point (when he's vulnerable) that you'll want to attack him. With Near to Hear, you can. 

And in most games there are plenty of situations where a player may travel to a site in the hopes of drawing something along the way, or maybe just stopping there in transit. I've seen many cases where a hero player travels to Goblin Gate on the way to the northeast, stopping there specifically because Gollum is somewhere in his deck and who knows, he might get lucky. If Near to Hear is in play and My Precious or Baduila is as well, though, his innocent little rest stop is going to get real nasty real fast. 

The psychological value of Near to Hear can keep your opponent away from sites he normally would have traveled to. If Anarin is revealed, your opponent will be very hesitant to go anywhere near Moria, because he'll know that he can be attacked even without entering. 

Speaking of Anarin, the best thing about Near to Hear is using it against hero players to attack them at the sites where they're most vulnerable and where they tend never to actually enter - the Havens. There's that limited number of Elven agents who are allowed to move to the hero havens, and with Near to Hear, they can attack whatever characters (usually the weaker ones, like Ioreth or Halbarad) are camping out there. 

Its ability to be revealed on-guard in a specific case is an added bonus. If you're planning on playing it anyway, make sure to play it on-guard against the company you have hopes of attacking. If you they don't enter, you reveal it and attack. If they do enter, you take it back into your hand, where it's immune to his Marvels Tolds in the interim, and you can do the same thing next turn. If you ever reach the point where you'd rather have the slots in your hand for other things, you can always play it normally. 

One final note - because Near to Hear doesn't target an agent specifically, it can be played against minion opponents. There are getting to be a number of pretty scary ways in which agents can be used by Ringwraiths against other Ringwraiths to great effect, and this is one of them. Unfortunately, the haven-striking danger that heroes face from agents isn't a problem for minions, because those attacks will always be cancelled. Still, those orcs hanging out a Mount Doom, figuring that it's a safe, free source of War-wolves and Snaga-hai for the foreseeable future, are going to be in for a shock when My Precious attacks them at 7 prowess + roll. Minion beware: there's always dissention in the ranks of Sauron's forces, and just because The Grimburgoth always wears the cool Eye tattoo doesn't mean he won't go after you in a second given the chance . . . 

Gimli 

Middle-earth Card of the Day #677
Cast from the Order

Cast from the Order :: MEWH :: hazard permanent-event :: r2 

Playable on a Fallen-wizard. Make a roll and add the Fallen-wizard's stage points. If the result is less than 16, discard this card. Otherwise, place this card with the Fallen-wizard. The Fallen-wizard's player must use minion sites for Border-holds, Free-holds, and hero Havens. Also, the Fallen-wizard's company is overt. 

Art by Tom Simonton 

This new card is the quintessential fallen-wizard hose card. Besides their relative difficulty in accumulating marshalling points, fallen-wizards are vulnerable to a sinister breed to new hazard permanent-event designed to gut their stats and cut their options. 

So just how hard is it to kick one of the bearded ones out of the club? It's flat-out impossible if all they have is their starting 3 stage points. Not until they have 9 stage points do they odds shift against them, and it takes 11-12 stage points (the range when they themselves can play their bomb cards) to turn the odds seriously against them. In other words, this is a card to play later in the game, when your fallen-wizard opponent is nearing the end of his long descent into self-absorbed dalliance. 

IF his stage points get that high. It's possible for a fallen-wizard to stay only a little fallen (Alatar: "OK guys, I'll keep on working for the cause of the Free Peoples against the Dark Lord, but can't I at least have the weekends off to hunt drakes? Pleeeeease?), and avoid this card altogether. So (to state the obvious) it belongs in the sideboard, to be brought in when and if needed, preferably with An Unexpected Outpost. 

If the card is successful and stays, it has two effects, ones that can really make things hard against the right opponent. Forcing a wizard to use minion sites for free-holds and border-holds means that he will no longer be able to play hero factions or hero allies at those sites. Often it makes the most sense for a fallen wizard to keep his factions all of one alignment, so that the support cards (like Muster) can all be useful. A fallen Gandalf deck operating in Gondor, for example, can be paralyzed if Gandalf gets cast from the order and can no longer recruit those factions. Best of all, the site changes happen immediately, so you can even nail someone en route to the Old Forest for Tom and force him to the considerably more inhospitable minion version of the site. 

On the other hand, a fallen-wizard already concentrating on minion resources, or one that avoids free- and border-holds altogether, isn't going to care very much if the other four give him a vote of no confidence. If that's the case, then Cast from the Order had better just stay in the sideboard. 

The second effect of the card affects only the wizard's company in particular, making it overt. Since all his companies already have to move to minion sites for havens, borders, and frees, the additional affect of this is simply that the wizard's company may now attack and be attacked by an unfallen wizard's companies. If you're a hero player with a stronger company than your wayward opponent, this could be just the break you're looking for. On the other hand, be careful - if it's the fallen wizard who has the buff guys in his company, then kicking him out of the order can prompt a quick retributive visit to wherever you are. 

Clearly, Cast from the Order needs to pick its battles. It should be played on a fallen wizard who's amassed a number of stage points and whose company isn't much stronger than yours and who also uses hero borderholds and freeholds with some frequency. It's a pretty narrow card. A definite shoo-in for the 10 bonus sideboard cards a hero can use against a fallen-wizard opponent, but if you're a minion or another fallen-wizard deciding what anti-fallen-wizard cards to put in your sideboard, there are definitely other ones to consider first when space is short. 

If you're playing a fallen-wizard who's planning on using those hero holds to gather resources, then the existence of Cast from the Order is just one more reason to stack your deck with 2 Voices of Malice and 2 Marvels Told, in case you weren't doing it already. 

Gimli 

Reader Comments

Findegil: Well, making his company overt does accomplish a little more than just letting you pick a fight - for one thing, it also affects the automatic-attacks of his suddenly minionesque (minionated? minionified?) free- and border-holds. Have Denethor receive Tidings of Bold Spies that Gandalf has been Cast from the Order, and watch your opponent squirm. It also lets you smack him with creatures like Landroval. Granted, Landroval probably shouldn't be in your vs.-fallen-wizard deck in the first place, but Galadhrim and Knights of the Prince might well be. 

Middle-earth Card of the Day #678
Orc-warband

All around the knoll on which the Orcs were gathered little watch-fires sprang up, golden-red in the darkness, a complete ring of them. They were within a long bowshot, but the riders did not show themselves against the light, and the Orcs wasted many arrows shooting at the fires, until Ugluk stopped them.
(Two Towers, p.71) 

Orc-warband :: METW & MELE :: Hazard Creature :: 4/- :: 1 MP :: ca & c
Playable: w, s, d, R, S, D 

Orcs. Five strikes. If played on a company that has already faced an Orc attack this turn, Orc-warband receives +3 prowess. 

Art by Heather Hudson (METW)
Art by Angelo Montanini (MELE) 

Orc-warband is a basic card in every set. It's a common in both Wizards and Lidless, and even the most novice player probably has one or two in his collection. This card in among the weakest creatures in the entire set. A promising five strikes is off-set by a terrible prowess of four. Even the lowest hobbit can easily beat a strike from the Orc-warband. 

So is this card completely useless? No, in fact, I have included it in many decks. First, it has good playability. About the only place a company is safe from an Orc-warband is in Gondor. Otherwise, between the single wilderness, ruin & lairs, and all the shadow and dark places you are bound to catch someone. An interesting aside for minion decks, Orc-warbands are NOT detainment when keyed to wilderness or ruins & lairs. 

Second, it's special ability bumps up the attack's prowess from four to seven. Five strikes at seven is beginning to become effective. In most companies, everyone will end up taking a strike. This means you may well tap those weak characters that the buff warriors normally protect. Since the weak characters wouldn't be there without a purpose - tapping them is generally a good thing. 

Third, five strikes is amazing. When your opponent faces five strikes, chances increase that he will blow at least one roll. For example, Gandalf is traveling with Bilbo, Frodo, Sam and Merry. The hazard limit is three. You play some medium strength orc like Orc-warriors. Then you follow with the Warband. Gandalf has six prowess but want to stay untapped, all the hobbits tap. So now your opponent has to roll a six or better with each hobbit and a four or better with Gandalf. The odds are good that at least one will fail. 

[Ohtar whispers "Left Behind" as a combo.] 

And that does not even take enhancers into account. Pierced by Many Wounds (MEDM) begs to be played with Orc-warband. A Minions Stir (METW and MELE) will increase the Orc-warband to at least six strikes at eight and seven strikes at nine with Doors of Night in play. Now we are cooking with gas! Helms of Iron (MEDM) will give every one of those five plus strikes a body of four making it even harder for your opponent to get the one M.P. 

Obviously, an orc hazard strategy works much better against Heros than it does against Minions. An overt minion company will generally have enough prowess to beat the warband without tapping. Still, I am experimenting with an orc/troll hazard strategy to use against minions. I think it is workable because they are so easy to play against minion companies. Whether they can be enhanced to the point of effectiveness remains to be seen. 

The thing I love best about orc hazard strategies is that anyone can build one. If you have bought even a few decks and packs, you will have enough cards for an effective Orc/Troll strategy. To play it effectively, remember two things. One, attack in waves, orcs rarely can seriously damage a party unless you play lots of them in a single movement/hazard phase. Two, if an opponent has nothing but high prowess characters, discard your lower power orcs, playing them will just be giving your opponent free M.P.s. That's what the TROLLS are for. 

Frerin 

Middle-earth Card of the Day #679
A New Ringlord
A New Ringlord :: MEWH :: stage resource permanent-event :: 3 sp :: r3 

Playable on your Fallen-wizard if he has The One Ring at one of your Wizardhavens. Only one A New Ringlord may be played in a given turn. Make a roll during each of your end-of-turn phases if your Fallen-wizard is bearing The One Ring and is at a Ruins & Lairs where Information is playable. Add 1 for each A New Ringlord you have in play. If the result is less than 6, your fallen-wizard is eliminated. If the result is greater than 9, you win the game. 

Art by Steve Otis 

I still get a tingle whenever I look at this card, for some reason. It doesn't simulate anything that actually -happened- in Tolkien, of course, but it's so close to what might have been. Reading LotR, Sauron is just a spirit in a tower far away, but the possibility of the Ring doing in somebody else was present every single step of the way. Gandalf wouldn't be Gandalf if he, too, wasn't just as susceptible to that threat as anyone else . . . 

Be prepared for a rough ride if you want to dunk the Ring as a fallen-wizard. "Dunking" per se no longer applies - I'll leave it to others to invent a new idiom. A New Ringlord results in a One Ring strategy that's somewhere between that of heroes and minions - the ring is harder to test than it is for a hero, easier than it is for a minion, and what you have to do afterwards isn't as difficult as what heroes must go through, but it isn't the minion cakewalk of leaving a parcel post at Barad-dur's door. 

First, a few brief thoughts about testing the ring as a fallen-wizard. All fallen wizards have a -1 as -player- to their ring test die rolls, so even though you can use the hero rings (which have better odds in general), you're still crippled. The only real gold ring option for a fallen wizard is the precious gold ring, which, all by itself, will test right on an 11 or 12. That's nowhere near good enough, of course. Fortunately, again, a fallen wizard can snag the hero Scroll to gain a plus two, giving you a success on a 9-12 - much better, but still a long shot. Even with a Wizard's Test and hence two rolls, the chance of testing successfully on 9-12 are -not- in your favor. 

Two factors can offset this. Depending on your wizard of choice, you can get access to some pretty impressive cycling abilities that will allow you to test rings with much greater frequency than other alignments. Even though you'll be stuck with only 2 Wizard's Tests and 2 rings, with cards like The Grey Hat (for Gandalf) or Saruman's Ring (for you-know-who) you can get the crucial elements back into your hand with relative ease. The big choice, then, is whether to go for multiple ring-tests until you get it right, or just bite the bullet and head down to the Under-grottoes, where 2 checks at 7-12 should be enough for all but the unluckiest dicemeisters. 

But once you have the big O, what then? Here's where things start getting tricky. First off, before you can even think about winning the game, you have to get to one of your wizardhavens. It's not until -after- you're there that you can start playing A New Ringlord at -all-. It's this slowness, this long process even after the ring is tested, that makes things tough for fallen wizard players. Unlike the others, you -have- to test the ring early - you can't wait to test it at Mount Doom or Barad-dur. This leaves you vulnerable to corruption, big time, for a long time. 

But there are ways to cut down on this. For a fallen-wizard, home is where you put your feet, and if you take care to test the ring in the right place, you can make that place a wizardhaven that very same turn. Let's say you play a Precious Gold Ring at Gladden Fields. During the next org phase, you successfully test it, play the One Ring, hand it to your wizard (preferably he should already have it - no sense making more corruption checks than you have to) and (drum roll) play -Hidden Haven- to turn the spot into a base camp immediately. That would allow you, without pause, to play your first A New Ringlord on your fallen-wizard right then and there. That's the ideal way to go, and while it's not going to happen every game, you should be prepared to take advantage of it. 

Once you've played your first A New Ringlord, you have a difficult choice. The final step will be to make a dash for Weathertop or some similarly informational ruin and there, at the end of the turn (you don't even have to enter the site, so it's relatively safe), make the roll that will make you or break you. Or make you break even - the process of becoming adjusted to all that power could take a couple of turns. Once you've left the wizardhaven, you don't want to have to go back for another A New Ringlord. You should stay at the haven, turn after turn, piling up to three of them up - IF you have the time. That will depend on how close your opponent is to cycling his deck, and how many marshalling points he has. More often then not, you probably won't have the luxury of waiting around for extra A New Ringlords, but if you do, they can clinch your chances of success. 

Keep in mind that each A New Ringlord boosts your corruption and skyrockets your stage points, so if you don't have a way to keep cards like Inner Rot off your wizard, don't even begin playing this game. Each one gives you a +1 boost to your bomb roll at the information site, so here's how those rolls breaks down: 

ONE A New Ringlord:
2-4 = eliminated. A fluke, but by no means an unreachable fluke. You're not allowed to blame the dice on this one.
5-8 = nothing yet. This will be the majority of rolls, so if you can at all avoid it, make sure there's a 2nd A New Ringlord to help out, or you could end up losing the game with the One Ring in your hand.
9-12 = win the game. The second most likely roll of these three. 

TWO A New Ringlords:
2-3 = eliminated. If you're not the sort of person who blames the dice all the time, you're allowed to blame the dice on this one.
4-7 = nothing yet. The oft-rolled 7 is still in this stretch, but things are looking better.
8-12 = win the game. A decent chance of success, now, but still not a greater than 50% chance. 

THREE A New Ringlords:
2 = eliminated. Yes, you are allowed to blame the dice.
3-6 = nothing yet. Fairly unlikely.
7-12 = win the game. Finally, and -only- here, are the odds in your favor. 

As you can see, to be really comfortable, you have to successfully test the ring with THREE turns to spare before the odds rest solidly in your favor. Which brings up the weird statistical question: assuming you have the three turns, is it better to play 3 Ringlords and get 1 chance at rolling for the win, or to just play 1 Ringlord and get 3 chances at rolling for the win? Or 2 and 2? Would the people with degrees in statistics please step forward, because this level of math is beyond my ken . . . 

With all that's involved, A New Ringlord may well be the most difficult way to win the deck with the One Ring. But while minion players only get one really crucial roll (the test), and hero players get one, maybe two (the test, Cracks of Doom), fallen-wizard players get a whole BOATload of rolls to make. If you're into that heart-thumpin', table-poundin', this-die-roll-determines-whether-I-go-to-Nationals kind of rush, then there isn't anything like it in the game. 

Gimli 

Reader Comments

Findegil: As requested, the breakdown of the options when you have three ANRs in your hand and three turns available: 

	
	Death
	Survival
	Victory

	1 ANR, 3 attempts:
	31,1%
	17,1%
	51,8%

	2 ANR, 2 attempts:
	12,5%
	25%
	62,5%

	3 ANR, 1 attempt:
	2,8%
	38,9%
	58,3%


Interestingly, the greatest chance of victory comes with playing 2 ANRs and getting two attempts, although this also carries a greater risk of dying than playing all three. Of course, this doesn't include the risk of sitting around with gobloads of corruption without a chance at winning yet, set against surviving the rolls and sitting in a risky Ruins&Lairs with gobloads of corruption. 

Middle-earth Card of the Day #680
Wizard's Trove

Wizard's Trove :: MEWH :: stage resource permanent-event :: 1 sp :: r3 

You may play The White Tree at one of your Wizardhavens if Sapling of the White Tree is stored there. Place Wizard's Trove with The White Tree - which is worth full marshalling points. Your Wizardhaven becomes protected. Ignore the text of The White Tree.
Alternatively, you may store one miscellaneous marshalling point card at one of your Wizardhavens. Any reference to the site where the card can normally be stored are transferred instead to the Wizardhaven. Place Wizard's Trove with the stored card - which is worth full marshalling points. 

Art by Andrew Goldhawk 

Fallen-wizard decks tend to write themselves: each wizard has such clear-cut advantages and disadvantages that you can usually make a pretty good guess as to what any given one will be trying to do. Wizard's Trove introduces one of the most potent way for the bearded, surly ones to get mucho MPs, and it also is a card that can support a wide array of different strategies. 

It's ridiculously easy to play - at only 1 stage point, it's not going to be a burden. Since there are no other play requirements, it can be one of your starting stage cards, filling in the required non-unique slot. If you need or want to play it later in the game, it shows up inconspicuously enough. 

The White Tree was a neat card for heroes to go get, but arguably one that, while thematically satisfying, wasn't up to tournament-level snuff. After all, as a hero player, you have to discard a stored Sapling to play the Tree, losing 2 points to gain 5 - a net of 3. Wouldn't recruiting the Woses be just a little easier? 

Wizard's Trove allows a fallen wizard to maintain all the stylistic flair -and- to score big MPs in the process. You can store a Sapling - easily acquired in various places all around Middle-Earth - at your wizardhaven, where there's far more likely to be someone hanging out than at Minas Tirith. Then, when you want to store The White Tree, you can. No sage is needed, since the text on the card is ignored. Also because the text is ignored, you don't have to discard the Sapling when The White Tree is played. This makes it a -real- 5 MP card, and nothing to shake a stick at. 

Given the relative ease of playing The White Tree, watch out for your fallen-wizard opponent to be trying to pull the same trick. If you're both going for it, then it'll be a race, pure and simple - once someone gets it stored, there's no way to shake it lose, short of Echoes-of-the-Songing Wizard's Trove itself, and that's not too likely to happen. 

So what about the second paragraph on the card? The nice thing about being able to store other miscellaneous-MP cards is that your particular strategy (say, Under-deeps) might be better-suited to your resources than going for a Sapling and trucking back to a wizardhaven. Only cards that could be stored in the first place qualify, so Wizard's Trove can't be used to get full effect from Mallorn, for example. For the best options, look back at MEDM - the various quest cards are playable with Wizard's Trove, and some of those quests are a heck of a lot easier for a fallen wizard player to pull off. For those who eyes drift underground, think about multiple Wizard's Troves with To the Uttermost Foundations and Mithril. 

Even as I'm writing this, I'm beginning to wonder why -every- fallen-wizard deck shouldn't have a Wizard's Trove, and something to take advantage of it. Maybe it's just me . . . 

Gimli 

Middle-earth Card of the Day #681
Lord of the Haven

Lord of the Falathrim, ruler of Forlond, Mithlond and Harlond and bearer of Narya from Gil-galad's departure to pursue his doom to Mithrandir's arrival on the shores of Lindon, Cirdan is the embodiment of elven wisdom. He has earned such wisdom at the cost of three ages, being older than nearly all other elves, and older than all known elves residing in Middle-earth. He and his folk journeyed from Cuivienen to the western shores of middle-earth, and there rested until the forces of Morgoth forced a desparate fighting withdrawl with Gil-galad. He and his folk conversed regularly with Ulmo, and loved the sea. They became shipwrights. 

In the second age, he and Gil-galad were nearly pushed into the sea yet again, this time by the forces of Sauron, but the might of Numenor came in their (and Elrond's) time of need and combined, all three eradicated Sauron's fighting forces from Eriador for that age. 

In the third age, his kingdom was both a refuge for the remanents of Arnor and a launching point for the joint elven and Gondorian breakout and anihilation of the Witch-king's forces; even if too late for Arvedui and his defunct kingdom of Arthedain. 

Lord of the Haven :: MEAS :: Hazard Creature or Short-event :: 3* :: r2 13/9 

Unique. Elf. Manifestation of Cirdan. One strike. Detainment against hero companies. 

As a creature, may be played keyed to Lindon or any Coastal Sea region; or at sites in these regions. 

As a short-event, tap up to two target characters in one company at a site in, or moving through, a Coastal Sea region. 

Art by David A. Cherry. 

Cirdan as a hazard is really best played in either a hero or fallen wizard deck. Against heroes, both his abilities are great in slowing down your opponent's pursuit of victory. The only problem is if your opponent (or you) have Cirdan in play as a character. Against a fallen-wizard, the same hobbling effect works, and should your opponent be pursing a headhunting policy against * creatures, a body of nine means there is little chance of collecting this wily old elf's head! 

On the other hand, playing him seriously in an anti-minion hazard strategy just is too unlikely to be bring off. For minions, even in the sideboard, you would need a nazgul to get him into the discard pile from your sideboard, and then either Mouth of Sauron, Uvatha the Horseman, Master of the House or Returned Beyond All Hope to get him into your hand, and then still have a hazard left in the limit to play him. How often do you see minions running through coastal regions? Or even trying to put the torch to Mithlond? Sure it happens, but not frequently enough to warrant placing him in your deck or sideboard absent other factors. 

These factors are namely a hostile land evironment (Snowstorm, Long Winter, etc. and dragons ahunt, Nameless Things and Durin's Bane) or an elven hazard theme (Chill Them With Fear, Master of the House, Returned Beyond All Hope, etc.) The first may either miss its timing or backfire in your face. The second is loads of fun to play, but against those lieutenants armed with a Thong of Fire and an Ancient Black Axe, you are likely to be handing over some significant amounts of marshalling points. 

Two modes of playing: as a hazard creature or as a short-event. 

First, the strongest applicable use of Cirdan: short-event. This is the strongest, hitting anyone using starer movement from the Grey Havens to Edhellond (and vice versa), anyone using starter movement from Edhellond to a site in Khand or Harondor, or any site in the four coastal regions that have sites, or my well worn path from Rivendell to the Stones in my first round if I get Orcrist, Wormbane or other greater item in my starting hand. Note that you can even play this card on guard. 

Second is as a hazard creature. One strike at 13/9 is respectable, but not fearsome. Chill him without DoN in play and three strikes at 15 is something to fear. He can hit anyone in or moving through Lindon, coastal seas, and sites in these regions: the Grey Havens, Himring, Isles of the Dead that Live, Isle of the Ulond, and Tolfalas. When he stops a hero company to ask them to explain themselves, they have little option but to obey this lord in his backyard. Unlike the maiar with whom he shares the same prowess and body, he has no penalty imposed on his prowess in facing heroes (true, he has less strike(s) but with Chill, he can match or surpass them in number of strikes and in terms of terminal prowess.) 

Also, Lord of the Haven's art is cool, though why Cirdan would be standing out amongst the breakers is puzzling. Also, is that a decoration on his tunic or is he wearing a massive torque? 

So, for collectors of elves, he is a must. For players who love elves, he is a must. For decks designed against heroes, he belongs in your deck or sideboard depending on how your other strategems interplay. And for fun, always. 

Ohtar 

Middle-earth Card of the Day #682
Bard Bowman

"But there was still a company of archers that held their ground among the burning houses. Their captain was Bard, grim-voiced and grim-faced, whose friends had accused him of prophesying floods and poisoned fish, thought they knew his worth and courage. He was a decendant in a long line of Girion, Lord of Dale, whose wife and child had escaped down the Running River from the ruin long ago. Now he shot with a great yew bow, till all his arrows but one were spent. The flames were near him. His companions were leaving him. He bent his bow for the last time. 

Suddenly out of the dark something fluttered to his shoulder. He started - but it was only an old thrush. Unafraid it perched by his ear and it brought him news. Marvelling he found he could understand its tongue, for he was of the race of Dale. 

'Wait! Wait!' it said to him. 'The moon is rising. Look for the hollow of the left breast as he flies and turns above you!' And while Bard paused in wonder it told him of tidings up in the Mountain and of all that it had heard. 

Then Bard drew his bow-string to his ear. The dragon was circling back, flying low, and as he came the moon rose above the eastern shore and silvered his great wings. 

'Arrow!' said the bowman. 'Black arrow! I have saved you to the last. You have never failed me and always I have recovered you. I had you from my father and he from of old. If ever you came from the forges of the true king under the Mountain, go now and speed well! 

The dragon swooped once more lower than ever, and as he turned and dived down his belly glittered white with sparkling fires of gems in the moon - but not in one place. The great bow twanged. The black arrow sped straight for the hollow by the left breast where the foreleg was flung wide. It it smote and vanished, barb, shaft and feather, so fierce was its flight. With a shriek that deafened men, felled trees and split stone, Smaug shot spouting into the air, turned over and crashed down from on high in ruin. 

Full on the town he fell. His last throes splintered it to sparks and gledes. The lake roared in. A vast stream leaped up, white in the sudden dark under the moon. There was a hiss, a gushing whirl, and then silence. And that was the end of Smaug and Esgaroth, but not of Bard." 

- The Hobbit, pgs 211-212 (Houghton Mifflin ed.) 

Bard Bowman :: METW :: Hero character :: Warrior/Scout Man
2 mind, 0 di, 3/6 prowess/body.
Home Site: Lake Town 

Unique. +2 direct influence against the Men of Northern Rhovanion faction. 

"Their captain was Bard, grim-voiced and grim-faced, whose friends had accused him of prophesying floods and poisoned fish, though they knew his worth and courage." - Hob 

Art by Angelo Montanini 

For all that he did, Bard Bowman is only a 3/6 in the METW game. Sound a bit low? Well, to me it does anyway. But I will review this card and get to the bitching later. 

As a scout character, Bard isn't all that bad really, only 2 mind for a warrior/scout man, but he has no direct influence, and his prowess and body leave a bit to be desired. 

Most of the common uses I have for Bard are to serve as both a warrior and a scout, as his skills imply. He can play both a Risky Blow and a Concealment, although thematically, I'm not sure how the scout part fits in. Still, it's always nice to have an extra scout around just in case. 

And, as his story befits, he usually gets two Black Arrows to have as both minor starting items. Being a man, they do not discard when he uses them in combat. And they will be used frequently believe me. With a body of 6, it's hard to feel comfortable about any body check made on Bard. 

Because he doesn't use too much mind with only 2, he is easy to throw in any starting company as an extra scout, and is easily controllable by your larger characters. 

Ok, now that I have finished that, I can vent a little. Why is it that the dude who killed Smaug has such crappy stats???? Can anyone explain this? I mean, I don't know which of you folks managed to read through all the arguments about Eomer's stats awhile back on the mailing list, to which I say hear hear, but I wish to add, what about Bard!? 

His line is still around in the Lord of the Rings, and his grandson Brand is still keeping things in line. But guess what...Brand is tougher than his granddad at a 4/9!! What's up with that?? If you ask me, something got overlooked. It's not as if Black Arrow is a Bard only card, hell, he doesn't get anything more from it than does say, Beorn or Brand or Fram or for that matter, Wacho. 

I say they come out with some rule that says Bard gets extra bonuses using the Black Arrow vs Dragons and Drakes as opposed to other characters. Even Fram has a better chance vs Dragons. And for pete's sake, make his body something more respectable like 7 or 8. 

Hmm. I think something like this will do: 

Bard Bowman Warrior/Scout Man (revised fictional version)
4 mind, 0 DI, 4/7 prowess/body 

Unique. +2 direct influence against the Men of Northern Rhovanion (and the Men of Dale for crying out loud, he is of the race of Girion after all). If Bard's company is facing a Dragon or Drake attack and he taps to use the Black Arrow against such an attack, modify the prowess and body of such an attack by an additional -1/-1 for each Black Arrow so tapped by Bard. 

Does that sound too out of theme? I don't think so. But this is just one man's opinion. 

Radagast 

Middle-earth Card of the Day #683
Folco Boffin

"Autumn was well under way before Frodo began to worry about Gandalf again. September was passing and there was still no news of him. The Birthday; and the removal, drew nearer, and still he did not come or send word. Bag End began to be busy. Some of Frodo's friends came to stay and help him with the packing: there was Fredegar Bolger and Folco Boffin, and of course his special friends Pippin Took and Marry Brandybuck."
- LotR, pg 80 (Alan Lee Illus. ed. Houghton Mifflin, 1991) 

Folco Boffin :: MEDM :: Hero Character Scout Hobbit :: c
3 mind, 0 DI, 0/9 prowess/body
Home Site: Bag End 

Unique. Unless he is one of the starting characters, he may only be brought into play at his home site. All of his corruption checks are modified by +2. You may discard Folco at a Haven to play any Hobbit from your hand with his company. 

"Some of Frodo's friends came to stay and help him with the packing..."
- LotR I 

Art by Quinton Hoover 

With the recent resurgence and steady play of Hobbit decks, Folco Boffin is a character to think about. I'm sure everyone has thought of Fatty in their 4 hobbit companies, but what about Folco? Being the only hero character from the Dark Minions set, it was hard not to have one Folco or another. But how to use him? Well, here goes... 

Folco is a decent hobbit with a mind of 3, and his only skill is Scout (naturally), with a prowess and body of 0/9. Cheaper than Bilbo or Frodo, he makes a good starting hobbit. 

Since most hobbits have to be in the starting party to be useful, it can be risky sometimes to have the cards you need at the beginning of the game. Also, you may have one of your prime hobbits die before you get rolling. 

Here's an interesting way to use Folco. Start with say, Folco, Sam, Merry and Fatty, but have Bilbo and Frodo in your deck. Play a few turns to get the cards you need in your deck, then go to a haven, and discard Folco to pull in either Frodo or Bilbo. This way you can keep them safe until you need them. 

A recent ruling on Folco's ability from Ichabod: it can be done at anytime that a normal resource can be played, and does not count against the one character per turn rule. So here's a scenario: 

Move Folco, Sam, Merry and Fatty to some sites, get a few items, then move to a haven. At the haven, play a Bridge, discard Folco, put Bilbo or Frodo in the company, and continue with your next movement hazard phase after Bridge. And Folco does not have to be untapped to use his ability. It's nice to switch out Hobbits on the fly. 

Or, you can use his ability during the Organization Phase to effectively bring in two characters. Bring in, say, Gimli, then discard Folco to bring in a Hobbit. 

With the dangerous hazards flying about, it's nice to be able to use a stand-in hobbit until you need your main ones to keep them safe. 

Radagast 

Middle-earth Card of the Day #684
Long Dark Reach

"Gandalf halted. Snow was thick on his hood and shoulders; it was already ankle-deep about his boots. 

'This is what I feared,' he said. 'What do you say now, Aragorn?' 

'That I feared it too,' Aragorn answered, 'but less than the other things. I knew the risk of snow, though it seldom falls heavily so far south, save high up in the mountains. But we are not high yet; we are still far down, where the paths are usually open all the winter.' 

'I wonder if this is a contrivance of the Enemy,' said Boromir. 'They say in my land that he can govern the storms in the Mountains of Shadow that stand upon the borders or Mordor. He has strange powers and many allies.' 

'His arm has grown long indeed,' said Gimli, 'if he can draw snow down from the North to trouble us here three hundred leagues away.' 

'His arm has grown long,' said Gandalf." 

- LotR, pg 306 (Alan Lee Illus. ed. Houghton Mifflin, 1991) 

Long Dark Reach :: MEDM :: Hazard Short-Event :: R 

Playable on a moving company with at least one Wilderness in it's site path if you have at least 10 cards in your play deck. Reveal the top seven cards of your play deck. One revealed Nazgul, Dragon or a non-unique creature (your choice) immediately attacks the company (regardless of its playability requirements). The creature must be playable in a region besides Coastal Sea. If the creature could not normally be played on the company, modify its prowess by -4. Shuffle all unused cards and return them to the top of your deck. 

Art by Rob Alexander 

Ahh, another really fun Dark Minions card that continues to make Dark Minions one of my favorite sets. The easy thing about this card is that getting company to move through one wilderness is not that hard at all. In fact, it's almost automatic. The creature played with this card does not count against the hazard limit (though Long Dark Reach does) and can override other card effects like Stealth and Sneakin as the creature is considered an effect of Long Dark Reach, not a direct attack. Pretty sneaky. :-) 

You might find yourself in a situation in which your big creatures just aren't playable, because your opponent isn't going within reach. Well, this card "extends" the Long Dark Reach and lets you fling something nasty at them wherever they may be. I knew this card could be a potential nasty one when it first came out. There are prime times to use it too. Here are a few. 

If your opponent has played Stealth or Sneakin' he may not be expecting a creature to be played. But since Long Dark Reach and the resulting creature attack (if there is one) override Stealth, you might be able to catch them unawares. And the modification to the creature's prowess only happens if the creature normally isn't playable. 

Well, let's give you a specific example, from a real turn in one of my games awhile back. I had an opponent going to Mount Gundabad, and he had played a stealth card to protect his company from the play of hazard creatures. Moving from Rivendell, the path was Wilderness, Shadow-land, and Dark-domain to a Shadow-hold. Doors of Night was in play, and his company consisted of 3 hobbits, one of which was already tapped from playing stealth. My first card was Long Dark Reach, and I managed to get both a Dragon (Smaug) and a Nameless Thing. I choose the Nameless Thing as it did not suffer from the prowess modification due to playability, and had more attacks in the long run. With both creatures, the ability to wound my opponent was never in question, and since the Nameless Thing had more attacks, it would require more cancellation to get rid of than the Dragon. 

Predicatably, he played a Concealment for the first attack, and had to face the next two. Having one Hobbit left, untapped, I choose the second strike of the first attack, and managed to kill a hobbit. The second attack wounded both Hobbits, but they escaped wounded. The third attack had been cancelled, and that still left me with one hazard to play, which was a Mouth of Sauron to get the Nameless Thing back into my hand. :-) 

Which brings up a good point: Long Dark Reach can be much more effective when played closer to the end of your deck, when you can be sure of more creatures, especially if you have prepared for just such a contingency. Use An Unexpected Outpost and Mouth of Sauron to keep loading your deck and hand with creatures and Long Dark Reach, and eventually somthing big, fat, and unlooked for will come crawling out of your deck to hit your opponent's company. 

A funny side note, I did have an opponent move to the Caves of Ulund, and I used Long Dark Reach and actually got Agburanar! It was really nice to be able to hit him like that with a Dragon with no prowess modification. But if you think about it, most Dragons and Nazgul are still nasty even if they are at -4. 

The difference between 3 strikes at 18 and 3 at 14 really isn't that noticeable, especially when you are choosing the strikes. Another fun card to pull with Long Dark Reach is Were-Worm. One strike at 9 can still be ruthless since you are choosing characters. Target a helpless low-prowess character and nab a huge item. Also, you can set them up by tapping them out first, then play Long Dark Reach to ensure that you will choose who gets the strikes. 

Also, since your opponent is moving, why not play Long Dark Reach on guard? No reason not to if you think you can pull something nasty to surprise them. Remember, the creature attacks regardless of its playability. How about an Assassin at Weathertop? Or even more fun, Smaug or Khamul at Gladden Fields! 

Since there needs to be an auto-attack to play such a card on guard, try playing Nature's Revenge on sites such as Cameth Brin, Lake Town, Dunnish Clan Hold, Southron Oasis, Henneth Annun, Bree, Lond Galen, Lossadan Camp, Old Forest, Woodmen Town, Wose Passage Hold, or any border-hold in a wilderness to give it an automatic-attack. Then play Long Dark Reach on guard and surprise him with a Nazgul coming to get him, even in Bree! What fun. 

The thing to remember with Long Dark Reach is it's potential to surprise your opponent, and the need to be sure it will have the most lethal effect. Good timing with this card can be utterly devastating to your opponent if he is caught with his pants down. And what an interesting visual that is. 

Radagast 

Reader Comments

Findegil: Excellent review of an excellent card (no, I don't have one, dammit ;-/), but can you really play it on-guard? Surely the company is no longer a "moving company" in the site phase? 

Middle-earth Card of the Day #685
The Oracle's Ring

Beren Erchamion makes his debut with a discussion appropriately focused on finger-wear. 

Oracles are always a two-edged sword. This is also true for an Oracle's Ring, but here one edge is sharper than the other.=20 

The Oracle's Ring :: MELE :: Ring Special Item :: 3 MP :: 2 CP :: r=20 

Spirit Ring. Playable only with a Gold Ring and after a test indicates a Spirit Ring. -2 to bearers mind (minimum of 1). + 4 to bearer's direct influence. Cannot be duplicated on agiven character. 

Art by Christina Wald 

A very important resource in the ME:CCG is influence. And in a Ringwraith vs. Wizard game, influence is even more important for the Ringwraith player since it is harder to benefit from the direct influence provided by the Ringwraith, than to benefit from the Wizard's direct influence. This is, I think, even true if you consider the five extra general influence Ringwraith players get under tournament rules. 

But here's The Oracle's Ring at hand to help you out. 

It brings a net-shift of 6 points of influence to your favor, which is more than The One Ring provides and is only beaten by a Dwarven Ring wielded by a Dwarf. 

With this you can free up your GI to defend against some of the more annoying hazards, or you can use it offensivly against your opponent and try to bring some of his (or her) resources to your side (this works better in Ringwraith vs. Ringwraith games). 

But what you really need direct influence for is mustering factions. Especially in a game versus a Wizard, where it is hard to keep with him gathering resources, factions provide a good source of marshalling points, and getting each faction after the first shot is vital, since you might not get a second shot before the game ends. 

Consider a company consisting of two Lieutenants (one of them should be Lieutenant of Dol Guldur because of his sage skill bearing an Oracle's Ring and Orders from Lugburz) and The Mouth, also wielding an Oracle's Ring. 

The Mouth can pretty easy influence almost every faction, and with a Blazon of the Eye even for mustering Itangast Roused, he only needs to roll better than three. And the two Lieutenants should be able to keep him untapped until the site-phase. Such a company would provide 15 MPs so that you could play another 15 faction points. And you even have 6 points of GI left, you can use for what ever you want. 

But if you're going this way, beware the Mouth of Sauron. This card forces The Mouth to your hand, which can be devastating if your not prepared for this. You might want to include a We have come to Kill, so that you can bring The Mouth back in the site phase, even at a different site than your Ringwraith is at. 

Of course it takes time to set up this company, and here is where the "sword" Oracle's Ring shows its second edge. Since it is a Ring Special Item it needs a three card combo to bring it into play: A Gold Ring, a ring test and the Oracle's Ring itself (it is NOT recommended to test the rings with the Ringwraith's ability). This needs space in your deck and brings the opportunity that you draw The Oracle's Ring before the other parts of the combo show in your hand, and so your hand is clogged. Therefore, I recommend using such a strategy only in two deck or longer games, and to leave the factions and The Oracle's Ring in the sideboard. Bring in the ring when you have played a Gold Ring and bring in the factions when you have cycled your deck for the first time. Then you should have no problems to get one high MP faction almost every round (even if you have to influence them away from your opponent). 

The Gold Rings that can be tested for a Spirit Ring are: 

Perfect Gold Ring (Roll better than 7): May be played at a Dragons Lair. This should be your choice if you're going for the Dragon factions in the second deck cycle, since you will have dragon cancellers in your deck anyway. 

Bright Gold Ring (Roll better than 7): May be played at a Free Hold. Therefore preferable in a covert strategy. 

Gleaming Gold Ring (Roll better than 9): May be played at a Border Hold. Should only be a back-up. 

All of the three Gold Rings give you the opportunity to play a Lesser Ring from your deck or discard pile if the roll for the spirit ring fails. A Minor Ring or a Trifling Ring is a good choice, since they both give bonuses to your influence (only against characters in the case of the Trifling Ring). 

This is it from the Minions point of view. 

But for the last four or so weeks now, we can enjoy another point of view, that of a Fallen Wizard. 

I haven't had the chance to play a lot of Fallen Wizards decks yet, but I can imagine one deck, where The Oracle's Ring could fit very well. I will call it: "Saruman's Voice gets them all". Because you can use Wizards Test to test a minion gold ring item, to get a Spirit Ring into play for a Fallen-Wizard is not as hard as for a Ringwraith. And with the (minion) Scroll of Isildur it becomes pretty easy. And Saruman's research work concerning rings comes in handy, too. With Saruman's Ring you can recycle a ring special item (other than The One). 

Therefore, you can discard The Oracle's Ring if you draw it too early in the game and bring it back when needed. 

Another good point is that you will receive the full three MPs as Saruman. And then his DI is boosted to 16! with only two CPs. Then you can start to butter up your opponents factions, characters or items up with Wizards Voice. Now Saruman's DI is at 22. This should convince most of your opponent's characters or factions that Saruman is a much nicer guy than it seemed at first glance. And Saruman's special ability lets you recycle Wizard's Voice every second turn (since he has to tap for the influence attempt). Just watch out for corruption if you try this, you might want to include First of the Order (which you can recycle with Many Coloured Robes). 

In conclusion it can be said that The Oracle's Ring can help you to manage your influence and provides a defense against some hazard strategies; but if you build a deck around it, it can really ruin your opponents day. 

Beren Erchamion 

Middle-earth Card of the Day #686
Like the Crash of Battering-Rams

"Fire lept from thatched roofs and wooden beam-ends as he hurtled down and past round again, though all had been drenched with water before he came. Once more water was flung by a hundred hands whenever a spark appeared. Back swirled the dragon. A sweep of his tail and the roof of the Great House crumbled and smashed down. Flames unquenchable sprang high into the night. Another swoop and another; and another house and then another sprang afire and fell; and still nor arrow hindered Smaug or hurt him more than a fly from the marshes."
- The Hobbit, pg 211 (Houghton Mifflin, trade edition) 

Like the Crash of Battering-Rams :: MEDM :: Hazard Short-Event :: R 

Playable on a strike. If the strike is succesful, the wounded character's body is reduced by one until the end of the turn for every complete increment of 5 the strike was successful by (subtract the character's prowess plus the dice roll from the strike's prowess, divide by five, and drop any fractions). 

"A sweep of his tail and the roof of the Great House crumbled and smashed down." - Hob 

Art by John Howe 

Yet another really fun Dark Minions card. Unfortunately, this one is not so easily playable. Usually, with Dragons and Nazgul, the wounding of the character is not in question. What frustrates many people is having a tough body check afterwards that will most likely fail. So what to do? 

This card allows you to take advantage of the difference in the prowess of the strike and the prowess+roll of your opponent's helpless character. Unfortunately, 5 is a big number, and I seriously doubt that anyone will ever get more than a -3 to a character's body. 

But, you might be able to get that and more with the use of cards such as Pierced by Many Wounds, or something of that sort. But how often do you get your dragon's and Nazgul to have more than their usual number of strikes? Not too often. Let's say you manage to be able to get Itangast to attack a Hobbit company and your opponent has run out of cancelling cards. Itangast has an 18 prowess, and your typical hobbit, we'll say Bilbo, has a prowess of 1; the difference is 17, which means a -3 to Bilbo's body (down to 6) when you roll your body check. Not too shabby. 

But more often, the character who faces the big creatures won't be so wimpy, and will have an average prowess of 5. 18 - 5 = 13, which means a -2 to their body. Still not bad, any body with a -2 is a welcome alternative to an 8 or 9. 

Like the Crash of Battering-Rams is one of those cards that require the patience of Job. It is absolutely critical to the success of this card that you wait for the right moment. With other cards, success isn't so cut and dry. But with this one, a poorly planned play of this card can be an utter waste of a golden opportunity. 

After all, why waste a good wounding if the body check is so tough? Creatures to enhance with this card include: Durin's Bane, any Nazgul or Dragon or Drake, a buff undead attack, or even more fun, the Orc-Lieutenant at 3 strikes at 16 (that involves a big combo, but sounds fun, doesn't it?). 

Since this card affects the body before the body check is resolved, cards like Healing Herbs and Foul-smelling Paste won't save their nice big character before you get a chance to wipe them off the table. Better to get them while they are weak than give them a chance to escape unscathed. And let me tell you, it is so frustrating to get to wound a big character like Lieutenant of Morgul or Angmar, and then allow them to escape because your dice just can't make it over 9. 

Radagast 

Reader Comments

Sly Southerner: I think Radagast's examples are wrong. In the case of Bilbo vs. Itangast, Bilbo's prowess would not be 1, but 1 + 2d6, or 8 on average. 18 - 8 = 10, which would result in a -2 modification to Bilbo's body instead of a -3 modification.
In the case of a character with a prowess of 5, his prowess + 2d6 would be 12 on average, and 18 - 12 = 6, so this would result in a -1 modification to that character's body.
All in all, considering most hazard creatures have a prowess less than Itangast's 18 and LtCoBr's effect is even less impressive than Radagast says, I don't think Like the Crash of Battering-rams is worth including in a serious deck. 

Middle-earth Card of the Day #687
Foes Shall Fall

"Under the Mountain dark and tall
The King has come unto his hall!
His foe is dead, the Worm of Dread,
And ever so his foes shall fall. 

The sword is sharp, the spear is long,
The arrow swift, the Gate is strong;
The heart is bold that looks on gold;
The Dwarves no more shall suffer wrong. 

The dwarves of yore made mighty spells,
While hammers fell like ringing bells
In places deep, where dark things sleep,
In hollow halls beneath the fells. 

On silver necklaces they strung
The light of stars, on crowns they hung
The dragon-fire, from twisted wire
The melody of harps they wrung. 

The mountain throne once more is freed!
O! wandering folk, the summons heed!
Come haste! Come haste! across the waste!
The king of friend and kin has need. 

Now call we over mountains cold,
'Come back unto the caverns old!'
Here at the Gates the king awaits,
His hands are rich with gems and gold. 

The king is come unto his hall
Under the mountain dark and tall.
The Worm of Dread is slain and dead,
And ever so our foes shall fall!" 

- The Hobbit pgs 221-222 (Houghton Mifflin, trade ed.) 

Foes Shall Fall :: MEDM :: Hazard Permanent-Event :: 1(2)CP 

Corruption. Playable on a non-wizard character facing a strike from a Dragon or Drake hazard creature attack. If the strike is defeated, discard this card. If the strike is not defeated, place creature's card with Foes Shall Fall - creature is considered off to the side. Target character's company faces an attack from creature at the start of each movement/hazard phase if creature is playable. Discard associated creature's card is Foes Shall Fall is discarded. Discard Foes Shall Fall if attached Dragon or Drake is defeated. If target character is a Dwarf, he receives 2 corruption points. 

Art by Ron Miller 

This is a card that fits much better in the Dragons set that some of the original cards from METD, Icy Touch being one I can think of right off the top of my head. 

Anyway, this is one of my favorite cards that I have never played. The ability it presents seems so wonderfully wicked that it still temps me to put it in a deck. Perhaps one day I will. 

Sometimes when you play a big Dragon, you just can't seem to kill the characters anyway. This card allows you to continuously target them each movement/hazard phase until perhaps you kill all the party, or they get lucky and kill the creature, or they manage to discard Foes Shall Fall, which is a more likely probability. 

And if your opponent manages to get stuck in Dragon country, this will definitely target him hard. The trick is to play this card as they are entering Dragon country, not exiting. Then it will possibly hit them on their way to heal, and again if they ever decide to meander back. 

As an added bonus, it's a corruption card, and can serve the purpose of helping you corrupt the character away. But then, Foes Shall Fall would then leave as well. At least you won't have to fool with a body check that way, right? 

Note that in order for this card to take effect after you have targeted a character, the character's company merely has to have faced the Dragon or Drake. Cancelling the attack will not stop the placement of the Dragon or Drake off to the side with Foes Shall Fall. Only the defeat of the creature will do that. So they can hide one time, but there is a good chance that the dragon will eventually find them and hunt them down. 

Try to use a Dragon or Drake that allows you to choose defenders so you can pick off the other characters one by one, leaving the one bearing Foes Shall Fall to wonder what the hell is wrong with everyone but him. Each turn that the creature attacks you can pick off troublesome characters and eliminate any annoying skills that might be getting in your way, Sage being the one I can think of right away. Also, be sure to think of a Dragon or Drake that can attack at sites in specific regions, because if a company decideds to sit at a site until it draws cards it needs, you can still attack them. For example, Smaug can attack (with Doors of Night out) in Grey Mountain Narrows, Iron Hills, Northern Rhovanion, and Withered Heath, and at sites in those regions. 

Bring Our Curses Home is a more general Foes Shall Fall, but with that one you have to kill a character. If Foes Shall Fall would be playable with Nazgul, it would go in my deck tout de suite. 

Some days I dream of having this wonderfully awsome hazard turn involving all the dragon modifiers and enhancers that I never get to play or never bother putting in the deck. Of course, my dream involves a 100 card deck. :-) 

Radagast 

Middle-earth Card of the Day #688
Tower Raided

Ohtar asks your indulgence. This article was submitted last November, before White Hand was released. Somehow, it became lost. It has been found and is presented here. A revision to take into account the possibilities presented by the White Hand release will be added to the archive edition. 

Tower Raided :: MEAS :: resource permanent-event :: r2 

Playable during the site phase on an untapped Shadow-hold if your company there: bears an item worth at least 2 marshalling points, contains an untapped scout, and discards for no effect a Stolen Knowledge card it controls.
Tap the site and discard the item. Company faces an attack: Orcs - 4 strikes at 8 prowess. By the end of the site phase, tap a scout in the company or discard this card. If this card is not discarded, all versions of this site are now Ruins & Lairs, and no factions are playable there. Dicard this card when the site is discarded or returned to your location deck. 

Art by Liz Danforth 

Almost everyone's first reaction to this card lies somewhere along the lines of "HOLY COW! _SIX_ Marshalling Points?!?!" This is frequently followed by them reading the text two or three times as they try to decipher all the requirements for playing this card. Once they've finally tracked down just what exactly needs to be done, their reaction has generally shifted to the "what a waste of time" category. 

Not necessarily without reason either. This card IS incredibly difficult to play. The quadruple requirements of: 1) An untapped Shadow Hold 2) An item worth at least two MPs 3) A stolen knowledge card 4) A scout, would seem like trouble enough for most people. When you add the need to discard the two MP item, and the fact that your scout needs to stay untapped through 4 strikes at 8, it's generally enough to push this card over the edge from "difficult" to "worthless" Add to this the fact that the card is discarded if the site is discarded or returned to your location deck, it boils down to a real lot of work for 6 TEMPORARY marshalling points - I mean heck, I could Pass the Doors of Dol Guldur with less effort than this. To make matters even worse, it's not really 6 points. Because you have to discard a 2 point item (what's the Story justification for THAT?) AND a Stolen Knowledge card - generally worth another point. So it's a whole lot of work for 3 temporary points. And if/when you lose those three points you've gained, three others go away with them. Not exactly good point management. 

So there's GOT to be something more to it than that, right? Well, sortof. No factions are playable at that site anymore - not a particularly large blow. Against another hero player, the odds of this having any effect are extremely neglible - unless you play it at the Nurniag camp, and your opponent just HAPPENS to want to play the Nurniags. Against a minion opponent, you stand a marginally better chance of having some effect - playing this on Moria or Goblin Gate will prevent your opponent from playing the Orcs of Moria or the Goblins of Goblin Gate respectively... but this of course assumes that you manage to play this card before he gets out the faction (as it doesn't cause the discard of any factions already in play) and that you manage to hold on to it - not necessarily an easy feat since your minion opponent is rather likely to try to kill any characters of yours that you've left at this now Ruins and Lairs site. 

For that's the other effect of this card - turning the site into a Ruins and Lairs. This allows it to form the foundation of a "rebuild the town on Moria" deck, or something similar (Perhaps a 'come and get us' deck where some big heroes plant themselves in a really dangerous location and thorough search the place for items until the baddies show up) but this effect is already covered by Quiet Lands. While Tower Raided is certainly worth more points, it's also a nice bit harded to play - Quiet Lands only requres Gates of Morning. And of course, in a tournament environment, Border Holds are only dubiously safer than Ruins and Lairs, what with the frequency of Slayers and Assasins. Also, it's worth noting that if you play this card, you won't be rescuing any prisoners at this site, since Rescue Prisoners requires a Shadow or Dark hold. 

So, after all that inspection, it still doesn't look like this card is worth all the effort, pain and toil. But it does have one (almost) saving grace, which, strangely enough, comes in the form of another card: Leaf Brooch. Discard one of these little trinkets instead of that 2 pt item, and suddenly this card results in a gain of a whopping FIVE MPs - nothing to turn up your nose at. While you still need to POSSESS the 2pt item, you need only discard that Leaf Brooch. Sure, it's still a lot of steps, but more likely than not, at least one of your companies will do the following: A: Get a 2 pt item, B: Stop in Lorien (where you can pick up a leaf Brooch), C: Face an Orc, Troll, or Man attack (to pick up a Dark Numbers, the most common stolen knowledge). So now all that needs to be done is go to a shadow hold, discard the knowledge, and tap a scout after facing the attack - it could be worse. 

So, to sum up, Tower Raided is a card well suited for theme deck especially in a two+ deck game, and can be a lot of fun to play, but if you're headed for a tournament, or anything more than a lightly competitive environment, leave this one at home. 

Aragorn 

Middle-earth Card of the Day #689
A Lie in Your Eyes

A Lie in Your Eyes :: MEAS :: HE :: r2 

Playable on untapped non-Ringwraith, non-Wizard character. Your opponent may either: Tap the character, tap an ally the charac- ter controls, or choose for you to make a roll (draw a #). If the result is greater than the character's mind plus 6, the character is discarded (along with all cards he controls). 

Art by Zina Saunders 

On the first look, a not-so-powerful card to tap some characters. 

On the second look, a nice card to set up your nastier hazards or clean up what you missed so far. It is almost guaranteed to tap a character of one or two mind, which is almost a sixth of all mi- nion characters and almost a third of all hero characters. It is Dwarven decks that are hurt most by this card, since there are so many dwarves with low mind. 

It is almost useless against the better characters, which almost always have a mind of four or more, the chances of discarding one of them are so slim that I would rather let my opponent roll the dice instead of tapping the character or his ally (if any). 

A nice target for this card are characters with a low mind due to a Binding-ring, an Oracle's Ring, a Reviled Ring or a Warding Ring. 

All told, a somewhat useful card; I would consider putting one of these into a deck -- unless I find something more crucial to my strategy. 

Hamfast 

Middle-earth Card of the Day #690
Barliman Butterbur

Wormtongue makes his debut with a review of our favorite taverner. 

"[Barliman,] the innkeeper was an important person. His house was a meeting place for the idle, talkative, and inquisitive among the inhabitants, large and small, of the four villages; and a resort of Rangers and other wanderers, and for such other travellers (mostly dwarves) as still journeyed on the East Road, to and from the Mountains." -LotRI. 

Barliman Butterbur :: METW :: Man Warrior :: 0 DI :: 2/6 :: U
Home Site = Bree 

Unique. -1 to all of his corruption checks. -1 influence checks against factions. 

"...a short fat man with a bald head and a red face... He seemed capable of an endless stream of talk, however busy he might be." -LotRI 

Barliman Butterbur may be the single most maligned character in all of the MECCG series. His lack of skills, low prowess and low body make him appear to be a poor purchase for even a one mind character. But Barliman is not without his strengths. After all, with a mind of only 1, he is easily included in just about any party. Need someone to tap to reduce a Slayer's attacks? Let ol' Barliman will have a talk with the fellow. Someone in the party looking at running off with the Arkenstone? Tap Barliman for some help in restraining the lad. Heck, as a Man, he can tote around the Black Arrow and give some real party support. But these are not strong enough reasons to include Mr. Butterbur in a company. After all, there are better one mind characters running all over Middle Earth (although none are of the race Man, important for getting the most out of that Black Arrow)! 

No, Barliman's best strength may be his home site, Bree. Don't include him in your starting party, but bring him in at home (presuming your wizard isn't around). While in Bree, his skills at being a good host are sure to "Muster" up the Rangers of the North (or better, build a "Tempering Friendship" with them) who will make sure that "No Strangers at this Time" come around (And don't forget to stir up "Trouble on All Borders" during your opponent's turn with those Rangers of the North to really slow down the Northwest corner of the map.). Next turn, let him bring in Bill the Pony (Playable even at a tapped Bree) or have him look around for a Noble Hound (or three). In all, Barliman can gather at least 7 corruption free marshalling points, by himself, while your real company goes after trinkets and monsters (Heck, if he gets enough allies, he can form a Fellowship!). 

In a one deck game, this can make for some good card management. After all, out of 30 resources, 1 in 6 can be brought into play each turn, freeing up another card to draw. Only Aragorn and Beretar have Bree as a starting site, but its doubtful you'd want them to sit around, drinking and eating when there's work to be done! 

As intimated earlier, Barliman is an extremely weak character. On his own, his prowess and body are truly abysmal. Further, his -1 to corruption checks actually makes him a poor candidate for carrying ANY minor item, even the Black Arrow. Further, letting him sit around at the Prancing Pony gives your opponent an extra two hazards to play each turn ("Hmm, while Barliman serves the Rangers food and drink, I'll slap down a Doors of Night and a Minions Stir..."). Finally, Bree is a great place for agents, assassins, minion characters, or slayers to show up. If the Noble Hounds aren't in play, Barliman is going to be quickly run out of town. 

Overall, Barliman is probably destined to never appear in a tournament level deck. But that undoubtably suits him just fine. He'd rather be in casual play, anyway, listening and telling stories, and entertaining his guests. 

Wormtongue 

Middle-earth Card of the Day #691
Isles of the Dead that Live (H/M)

Feanor writes his debut article. 

Once rich and bountiful, the land of Ossiriand welcomed the Dead that Live to their second and final mortality. Beren and Luthien raised their son Dior, then grew old together and passed away. The joy of their lives, the presence of the Silmaril, and the power of their beings left a lasting legacy that affects all who come to stand on the Tor Galen. Tol Galen and Tol Morwen are all that remained above the waters at the sinking of Ossiriand. 

Isles of the Dead that Live : METW : Site : R
Ruins & Lairs in Eriadoran Coast
Site path from Grey Havens: Free-domain, Coastal Sea, Coastal Sea
Player draws 1, opponent draws 2 

Nearest Haven: Grey Havens
Playable: Items (minor, major, gold ring)
Automatic-attacks: Undead - 2 strikes with 8 prowess; each character wounded must make a corruption check. 

"Tinuviel was dancing there / To music of a pipe unseen"
-LotRI 

Isles of the Dead that Live :: MEAS :: u2
R&L, Eriadoran Coast
Site path (Geann-a-Lisch): w c
Draw: 2,1 

Playable: Items (minor, major, gold ring)
Automatic-attacks: Undead - 2 strikes with 8 prowess, each character wounded must make a corruption check modified by -2. 

Special: A covert company must tap an untapped character (if available) if this site is revealed as its new site. 

This site is the only coastal sea site whereat a gold ring may be played. This alone becomes a big advantage. 

When we look at the site path, it does not seem particularly dangerous, especially when compared to such aberrations as Cirith Gorgor. The worst thing that happens in Free-domains are Ambusher attacks and the seas do not seem too dangerous. 

Everyone will cry that there are safer sites, like the Gladden Fields for Gold Rings and the Barrow-downs for Major Items. Yes, you are right, but the Isles seem to fulfil a completely different role in the location deck. 

A coastal sea deck is usually focused on roadblock, most often Snowstorm or Fell Winter maintained with the help of The Will of Sauron. The Isles are completely resistant to roadblock (except for the Storms of Osse, which can be cancelled by Great Ship.) 

The automatic-attack is not dangerous (an untapped character with a prowess of 4 has a 92% chance of getting through, Aragorn or Wizard deciding not to tap will defeat the attack in 83% of cases). Two strikes may be a problem for a lone character, but such companies are very rare nowadays. 

Another big asset is its accessibility. The Isles can be reached from Grey Havens, but also from Edhellond (Wi, Cs, Cs, Cs) and Rivendell (Wi, Wi, Cs). The paths are relatively safe, although a Cave-drake might lurk somewhere on the way. If you cannot do without that Torque of Hues or similar "bauble," just take a quick trip to the Isles. 

I observed an interesting phenomenon: Each expansion set lessened the value of a Coastal Sea strategy, which was _the_ winning strategy at first. This card is one of the best examples of the above rule. 

The site is very vulnerable to undead enhancers, like Plague of Wights (with DoN the attack becomes 4@9, which is enough to make almost all companies consider another place), The Moon is Dead (6@9) and the most dangerous of all, both of them combined (10@10). Then the attack becomes nearly invincible, at least when compared with the reward. It is one of the dangers involved in going coastal. Star-glass and Phial of Galadriel, as well as evasion means a lot of work for a company for a mere Gold Ring, Major Item, Minor Item site. 

Earcaraxe the Dragon is the next reason to leave the Dead alone. Both her basic and her Ahunt manifestation cover the Eriadoran Coast. Her ability to choose defending characters may decimate a team of weak sages, diplomats and scouts even when protected by warriors. Winds of Wrath may send you to Earcaraxe's home at the Isle of the Ulond, where she will feast on the fallen. 

To counteract the dangers you will need Marvels Told / Voices of Malice, Sated Beast and a Great Ship or two, perhaps even Cirdan to help you out. All together, it does not seem worthhwile. 

This review would not be complete without a very short review of the minion version of the Isles. They seem even more unusable, as minion coastal sea strategies are very weak - they do not have a Great Ship and are vulnerable to Lord of the Haven. The only advantage minions have over heroes is the possibility to rouse Earcaraxe. 

They have to tap a character when journeying by sea (we orkz doesn't like water!), which can make them lose a turn. Geann-a-Lisch is the worst Darkhaven possible. Sauron, steer clear of the remains of Ossiriand! 

[Ohtar interjects: In a NetMECCG game, two lieutenants and their allies kept beating up my characters, and even slew Pallando! Basing your overt company in Carn Dum means you can threaten those sites without even travelling there, after the first lesson. A painful thanks to Joshua Grace for teaching me that.] 

To sum up: Isles of the Dead that Live are rare / uncommon and as such belong to collectors. Because it is a site, there is no reason why it should not be included in the location deck. 

Using it is a completely different story. 

Feanor 

Reader Comments

Sly Southerner: Note that only *covert* minion companies have to tap an untapped character when going to this site! This is a bit weird, since the minion versions of Himring, Isle of the Ulond, and Tolfalas (other ruins & lairs sites in coastal sea regions) all read "an *overt* company must tap an untapped character etc." I personally think it was just a typo, but ICE has never bothered to issue an erratum, so overt companies have an easier time going to the Isles than covert companies. It isn't logical, but there's little we can do about it. Oh well, nobody ever goes to the Isles anyway... 

Fram Frumgarson: ICE did in fact respond to this issue. according to them, the 'covert' is not a typo. As the Isles are the place where Beren and Luthien dwell, it is Men and Elves and their kind that fear to tread there, especially if their conscience is already burdened. We'll never know if this line of reasoning was deviced before or after the typo (grin), but it is acceptable, imho :) 

Sly Southerner: But what about the orcs? It seems to me the status of Isle of the Ulond (a site with a dragon auto-attack) as one of the "overt companies have to tap a character" sites implies orcs have trouble going to *any* site in a coastal seas region, not just coastal seas sites with undead attacks; i.e. Orcs are afraid of water or are bad with boats or something. Then why can they go to the Isles of the Dead that Live without any trouble? 

Middle-earth Card of the Day #692
Farmer Maggot

Shiitake, Crimini, Brown-buttons, Portobello. What do these mean? 

Farmer Maggot :: MEAS :: Hero Permament-Event :: r1 

Unique. If one of your companies faces an attack while at a site in The Shire, Arthedain, or Cardolan, you may immediately replace its site card with another site card in The Shire, Arthedain, or Cardolan (from your location deck). If your company takes this option, the attack is canceled and this card is discarded. 

This card gets perfect marks for coolness. Long have MECCG folk clamoured for Farmer Maggot and his mushrooms to join the festivities. Virtually a disciple of Tom Bombadil (though both he and Tom would laugh at the very idea), Farmer Maggot is represented in MECCG by his aiding the Ringbearer's in evading unwanted attention, particularly the Black Rider's. 

This evasion ability is nice, but in the case of unfallen wizard players, does not cancel subsequent attacks by the same creature even when you replace the site; i.e., Assassins and Slayers. Bag End, Bree, and Old Forest remain dangerous for that reason. However, in this day and age of company versus company combat, this card's usefulness is in the escape-hatch it offers should some hulking orcs and trolls infiltrate your site. On the other hand, Fallen-wizards can use this card to great effect, as The White Towers (in their aspect as a wizardhaven) would cause subsequent attacks by a slayer, assassin or other creature to fizzle. An additional limitation of the effectiveness of this card is that this card does not deter certain agents! 

The problem with this card is that it is difficult to recycle. The only way to reclaim it from the discard pile is with Smoke Rings. Also, being unique, you are not likely to have it in hand when you need it AND your opponent, if a wizard or fallen-wizard, may yank the rug from under your hopes of playing this card. Despite its difficulties of play, this card's playability is balanced by its permanent-event status. So, once it appears in your hand, place it in play (except during your movement/hazard phase unless you absolutely know your opponent cannot smack you with Many Sorrows Befall.) 

What decks benefit the most from this card? Tom Bombadil/Mistress Lobelia decks, plus the variation which uses the palantir of Elostirion. This card offers a nice bonus, but cannot be a key component of your resource strategy. Theme play says have Gollum, Tom Bombadil, Famer Maggot, Mistress Lobelia, Gandalf (with Hobbit-lore) and all the Hobbits feasting and frolicking. 

Ohtar 

Middle-earth Card of the Day #693
Blackbole

"There are Ents and things that look like ents, but ain't... You find that some have bad hearts. Nothing to do with their wood: I do not mean that. [...] But there are hollow dales in this land where the Darkness has never been lifted." LotR III. 

Blackbole :: MELE :: Minion Ally :: 5/9 :: 3 MI :: 2 MP :: R 

Unique. Playable at any site in Western Mirkwood, Heart of Mirkwood, or Southern Mirkwood (except Dol Guldur). May not face any strike at a site or from an automatic-attack. 

The lumberjacks have legends about this very creature: resplendantly sound on the outside, but as soon as you climb it to top the tree, the first blow awakens the tree and it malevolently splits, either tossing you from the top or worse, if you anchored yourself, garrotting yourself in two. 

This minion ally is highly versatile but hobbled with odd restrictions. He is like ents in that he cannot face an auto-attack, but further, he cannot attack or be attacked in combat keyed to a site. He can, of course, tap in support of others in his company facing strikes. This restriction seems to include company versus company combat, as that takes place during the site phase. 

Reluctant Final Parting is unlikely to be a concern of most minion players, as many of their resource strategies focus on the Northeastern part of Middle-earth. But, if he is discarded, no big deal, as he can be played at any of the other sites in the three regions, including Rhosgobel and Woodmen Town after you have pillaged and torched the place. 

So what good is he? None! Ha ha ha ha. Er...hem. Anyway. He can face attacks that take place during the movement/hazard phase not keyed to the destination site. He can tap in support of members of his company. He has no restrictions on movement. He is an easy 2 MP that for minions can be played almost everywhere in the three mentioned regions, prime stomping grounds for minion folk. This ally enhances most minion resource decks. 

Ohtar 

Middle-earth Card of the Day #694
Plague of Wights

A shadow came out of dark places far away, and the bones were stirred in the mounds. Barrow-wights walked in the hollow places with a clink of rings on cold fingers, and gold chains in the wind. Stone rings grinned out of the ground like broken teeth in the moonlight. (The Fellowship of the Ring, p.181) 

Plague of Wights :: METW & MELE :: Hazard Long-event :: u & u 

The prowess of all Undead attacks is increased by one. Additionally, if Doors of Night are in play, the number of strikes of each Undead attack is doubled. 

Art by Randy Asplund-Faith (METW)
Art by Angelo Montanini (MELE) 

Plague of Wights is another basic card in every set. It's an uncommon in both Wizards and Lidless, and almost every player probably has at least one or two in his collection. It is one of the basic modifiers for Undead. 

The basic ability of Plague of Wights is nice but not outstanding. There are easier ways to get an effective increase of prowess by one. For example, if all the characters in a company are tappped, then all attacks against it effectively have plus one to prowess _and_ the attacker gets to choose where the strikes fall. Nothing to Eat or Drink (MELE) is another card which decreases the prowess and body of characters in a company by one making it potentially more effective than the basic Plague of Wights. 

Doors of Night, however, brings Plague of Wights into it's own. Doubling the number of strikes of Undead, can be a killer advantage. Barrow Wights themselves, oddly enough, benefit least with only one additional strike, but Ghosts get three extra strikes and Ghouls get a massive five extra strikes. We are definitely looking at some tapped companies here. 

A deck with the famous Chill Douser (3 strikes), Ghosts (3 strikes), Ghouls (5 strikes), Stirring Bones (a lowly 2 strikes), Plague of Wights and Pierced by Many Wounds (MEDM) chills me with fear. Imagine against a company of seven dwarves.... I play Plague of Wights with Doors of Night in play. Next I play Ghouls. They are normally five strikes at seven, but now they are _ten_ strikes at eight. Also, as my third hazard, I play Pieced by Many Wounds so the first extra strike assigned to each character is -4 instead of -1. With all that, everyone takes a strike and Balin, Thorin, and Dori face strikes with a -4 on their prowess. 

Plague of Wights is a long event, which can be to your advantage or disadvantage. The great thing about long events is that they do not have to be played against the company you actually want to effect. For example, it your opponent has two or three companies with a hazard limit of two, you can play Plague of Wights against the first and still have two hazards to play on each of the others. However, the Plague will have around during your turn. This can be dangerous if you are venturing into sites with Undead auto-attacks or if your opponent is playing Undead as well. Also, because Plague of Wights is a Long-event, it is subject to Voices of Malice and Marvels Told. 

One final note, I do not recommend keeping Plague of Wights on the table with The Will of Sauron (METW). I have found that Sauron's will is fickle and will tend to help your opponent just as much, if not more, than it helps you. 

Frerin 

Middle-earth Card of the Day #695
Mumak (Oliphant)

Good fantasy needs a Bridge to Reality. Things have to get pretty weird, but at the same time, people like to think that it all could have happened in our own world. So fantasy is in need of something weird enough for its own setting, yet commonly known in twentieth century Earth. It is therefore hardly surprising that a lot of fantasy `s celebrity characters sooner or later encounter......An Elephant! 

Mumak (Oliphant) :: METW :: Hazard Creature :: 12/- :: 1 MP :: R 

Animal. Two strikes. May be played keyed to Dagorlad, Gorgoroth, Horse Plains, Ithilien, Khand, Nurn and Udun, and may also be played at sites in these regions. May also be played (on the same turn and on the same company as Corsairs of Umbar) keyed to Andrast, Anfalas, Belfalas, Lebennin; and at Ruins and Lairs and Shadowholds in these regions. 

Art by Angelo Montanini. 

If this review would have been written, say, a year ago, it would have been something like this: 

The Mumak is top of the line as far as animals go. Only in the Spider department representatives of Middle-Earth's fauna can be found that are more deadly. Fortunately, decent folk will hardly ever encounter this colossal beast. It can only be found in the south-eastern corner of Tolkien's world. This means that it comes down to sheer luck with the Mumak: probably a company will only be near the Big Snout's habitat once in the entire game, and if you don't have it in your hand at that time, it's over. Sometimes it gets thrown into the action by the Corsairs of Umbar, and in those times it can stampede even as far as Western Gondor. However, this is all very unlikely, since the Corsairs suffer from the same impairment the Mumak itself has: their keyability is restricted to certain regions, not region-types. This means that if you play with these creatures, you just have to sit and wait for your opponent to head their way. Unlike creatures keyable to region types, there's no way to expand their keyability by changing Middle-Earth's environment. So putting them in your deck is a risk. They might never come out, wasting valuable slots. The sideboard therefore seems to be the best spot to keep them in. 

But are the Mumak's regions even worth the slots in your sideboard? Something strange has happened to the Mumak's reach, anyway. In the LotR, Frodo and Sam encounter the Mumak when they run into an army of Southrons who are on their way to the Morannon. well then, can anybody explain to me why the darn beast cannot be keyed to Harondor? What's one region in a lifetime, you might ask? Well, Harondor happens to be the only region in the south-east that's frequently visited, due to the presence of a certain faction (which apparently manages to hide its elephant-farm pretty well). Without that, what's left for the Homicidal Herbivore? Not much. There's Ithilien, sometimes visited by Gondor decks for their Rangers. But this region then makes up the easternmost border of the deck's geographical width, which means that it's a once and never again affair for the visiting company: first turn a company goes there, you get the Mumak from your sideboard, next turn the company's gone never to come back, and the Mumak in all likelihood is clogging up traffic somewhere in your playdeck. Now what? The Easterling Express comes to mind. Still used in some decks (though not very often), this card drawing machine from the old days when life (and more specifically MECCG) was easier lets a 3-mind character hop between Lorien and Easterling Camp picking up 4 cards every turn. Would you use a Mumak to stop that train? Well, you could (even when starter movement is used, the region of Horse Plains is part of the site path). With the Corsairs, it can be used against Truly Dedicated Gondor decks (the ones that make a Cave-drake nearly unplayable). For those decks, the Corsairs/Mumak combo is worth considering, since your opponent may not be ready to fight a 12 -prowess animal. But even then, there are more effective ways of fighting Gondorian strategies. 

Fortunately, these days, there's more to Middle-Earth than just the Istari's Salvation Army. MELE has come along, and with it the south-east has become Sauron's homeground. Enter Mumak. This creature is for minions what all those pesky double wilderness creatures are for heroes. Versatile, fairly big, near basic utility, unavoidable in the first few turns. Oh, it's not. It's been banned. That's right, you're not allowed to play this card against minions. Unlike its role-model in the books, this one only tramples people from the other side. And that's a shame, really. With MELE's detainment rules, hazard strategies based around Wolves and Animals have risen from obscurity, because they do try to kill instead of getting a good conversation going. Apparently designers and playtesters thought it too unbalancing to allow the Mumak to score as well. 

Well, what about the new kids in town then? Have the Fallen-Wizards got anything to fear? The high-MP hero factions in the south-east are practically worthless to Fallen-Wizards (why bother if it only brings you one point?), and leveling the FW-country between the two Fortresses is not an option either. 

So, a year and two alignments later the Mumak still is nothing more than the beast under your bed or in your closet or whatever place you have chosen for your collection to gather dust in. 

But, admittedly, despite its near-unplayability, the Mumak is one of the coolest cards ever, and since coolness never goes unnoticed for long, one day they will come out and grind your companies to dust. 

Maybe hell will freeze over. 

Fram Frumgarson 

Middle-earth Card of the Day #696
Guarded Haven

Guarded Haven :: MEWH :: stage resource permanent-event :: 1 MP :: 1 SP :: u3

Playable on one of your Wizardhavens other than Isengard, The White Towers, or Rhosgobel. The site is protected. Cards that give marshalling points are not playable at the site by your opponent in all cases. A company moving to or from this site is not considered to be moving through the region containing the site (including one less of its region type in their site path). Cannot be duplicated on a given site.

Even without the fact that this card gives an easy marshalling point, it would be worth putting into decks for two reasons: first, as support for fallen-wizard support and bomb cards that require protected havens, and second, as a gadfly to keep your opponent from playing resources at specific sites.

But let's be honest, the first and best reason to play the card is that it gives you 1 MP. If you're a fallen-wizard, you're going to be working with wizardhavens, and so even if you're not going to be keeping Guarded Haven in the play deck, you'll want 2 or 3 of them in the sideboard to provide free MPs later on in the game (in the same way a minion would use Tribute Garnered). The one situation where this wouldn't be the case is if you're not planning on forging your own wizardhavens at all, but just using the existing ones. This can be risky (I've been shut out of havens before as a f-w when my f-w opponent played Fortress of the Towers -and- Fortress of Isen), but only moderately so. Radagast, with a built-in protected wizardhaven, probably has the least intrinsic use for this card. For the others, though, a moderate presence makes sense.

Which other cards require a protected wizardhaven?

Deep Mines:

The Fortresses make more sense to play with this card, but you never know.

Strident Spawn:

See above

An Untimely Brood:

Radagast, the obvious choice for this card, already has a protected wizhaven. Alatar, though, would definitely want Guarded Haven to use this card.

War-forges:

Fortress fodder

Girdle of Radagast:

again, Rhosgobel is probably where this is going to happen, but if Radagast wants to create that wilderness splash somewhere a little more interesting, Guarded Haven is the key.

Await the Onset:

Here's a case where Guarded Haven can really shine. Gandalf needs two protected havens, and since his abilities are primarily faction and character-oriented, he probably won't be as interested in the Fortresses. With his ability to create wizhavens out of freeholds, taking the next steps and making the guarded is an obvious (and necessary) choice.

As the above indicates, Guarded Haven is the most useful to Gandalf, followed closely by Alatar, with the other three fallen-wizards somewhere behind that.

Don't overlook the fact that a Guarded Haven is safer to travel to and from than a regular one. One less region in the path can mean some major limitations on what hazards your opponent can play on you, especially if you're not traveling far. For example, a Hidden-Guarded Haven at Ettenmoors would enable you to set out without the dreaded double wilderness. A setup in Anduin Vales would allow you to set out without having to worry about Slayers or Ambushers. Moving to sites in the same region eliminates the site path altogether, so that your only risk has to do with the site you're moving to.

Finally, a Guarded Haven blocks your opponent from playing cards there. Note that this is a strong block - it doesn't just prevent your opponent from tapping the site, say, or playing items or factions. It prevents him from playing any cards that give MPs. You probably won't have this much leeway, but if you do, imagine the annoyance of swiping one of your opponent's key sites from under him. As Gandalf against a Gondor deck, you can shut off Minas Tirith or Dol Amroth from your opponent. If your opponent looks like he's going to be grabbing for the Keys to the White Towers eventually (maybe it's a haven-sitting deck and it's his only item), turn the Barrow-downs into a guarded haven before he has the chance. The possibilities go on and on. But, admittedly, they're limited. It would be bad economics to stock the Hidden Havens and Guarded Havens necessarily to actively seek out your opponents key sites and guard them. Far more likely is that you'll get lucky and your existing plans to make a site Guarded will end up denying your opponent one key card or another.

Guarded Haven may get overlooked because there are so many other ways to protect your wizhaven (the Fortresses and Wizard's Trove first among them). But don't overlook too far, because all those extra abilities, and the free MP, shouldn't be ignored.

Gimli

Reader Comments

Findegil: Note that this card has since been errata'ed as follows: "Remove 'A company moving to or from this site is not considered to be moving through the region containing the site (including one less region in their site path.' "

Sly Southerner: Also, it can no longer be played as a starting stage resource.

Nimrandir: It was noted in the review that GH is most useful to Gandalf among all the Fallen-wizards. It is, in fact, vital to any Fallen Gandalf player attempting to get out Await the Onset. Gandalf does not have the Fortress cards available to him, so the only ways Gandalf can protect a Wizardhaven to meet the requirements of Await the Onset are to use either Guarded Haven or the Wizard's Trove/White Tree combo. 

Middle-earth Card of the Day #697
Rolled down to the Sea

Gimli boards the swanship. From the gangplank, he relates a final anecdote... 

Rolled down to the Sea :: MEWH :: hazard short-event :: r2 

Unique. Opponent must discard a ring from his hand or from one of his companies if available. If no rings are available as such, he must reveal his hand to you. 

At first glance, you may wonder why such an innocuous anti-ring card would be rated Unique. There's plenty of good reason for it, though, and it goes a little beyond just the card's anti-ring abilities. 

But to consider those first: your opponent has to drop a ring, from one of his companies or from his hand. This is, to say the least, a major annoyance. Say you're picking up a Dwarven Ring as part of your resource strategy, and you've already managed to give Gloin a Precious Gold Ring. The Dwarven ring is in your hand, along with a Ringlore, and you're on your way to Weathertop. Your opponent played Rolled down to the Sea. What do you do? You're screwed - either drop the Dwarven Ring or the Precious Ring, and either way your trip to Weathertop is a bust. 

The way to get around it is to have a buffer ring, either in play or in your hand. This means that a ring-heavy deck will fare much better against this card, since the chances are much higher that it will have an 'extra' ring somewhere to use as a buffer. But how many decks are that ring-heavy? 

Needless to say, this card is nastiest against a One Ring deck, for the same reasons. It's one thing to be cheated out of a few marshalling points, and entirely another to lose the one way you have to win the game. Rolled down to the Sea is another one of those cards that change the game not by being played but by simply -existing-: it is now wise beyond measure for a One Ring player to keep an extra ring in his hand at all times, lest the ring that he has slips off its bearer's finger and disappear. And that, of course, effectively reduces his hand size by one for a good part of the game. 

Can you imagine if this card were not unique? It would then become a virtually airtight One-Ring-deck killer. You could wait until you had 2 or 3 Rolleds in your hand, and then pound your opponent's company with them all at once, ideally on the turn he moves to Mount Doom (or Barad Dur, or his Wizard's Haven). Nobody would be able to keep that many extra rings handy just to defend against one card. Fortunately, it's unique, so they don't have to. Even with it being unique, One Ring players are vulnerable to Rolled-Mouth of Sauron-Rolled, which will spell doom for many players unless they're lucky or paranoid enough to hold two buffer rings. 

And the kicker, the real kicker, is that this card is not useful only against ring decks. Its best place may still be in the sideboard, true, but not necessarily - if played on someone who doesn't have the requisite ring, HE HAS TO SHOW YOU HIS HAND. The intangible benefits of that are considerable, and, in conjunction with other cards (e.g. The Riddle Game) Rolled down to the Sea can become an active part of your strategies that have nothing to do with rings. The one thing that this ability opens it up to is getting burned by Will Shaken. That would suck, but to say that it's well worth the risk would be an understatement. 

On a completely unrelated note, this will be my last review as a regular Card of the Day author. It was fun, but now it's done - time to pass the torch. Thanks for reading. This won't be the last you'll hear of me, though - I fully hope to keep pestering you with my opinions as an occasional guest author. 

Gimli 

Middle-earth Card of the Day #698
Doeth (Durthak)

Doeth (Durthak) :: MEWH :: Character Orc Warrior/Sage :: 4 MI :: 0 DI :: R
4/9 :: home site: any Dark-hold 

Unique. Half-orc. Discard on a body check of 9. 

Art by Scott M. Fisher. 

There are cards that need a novel to explain their value. Other cards need just one word. Doeth falls into this second category, and the word is Sage. But, since it is a maillist's duty to take up bandwidth, let's delve a little deeper. 

Doeth is a unique character, like most, but his uniqueness is two-fold. He's not just the only Doeth around, he's also the only Orc in the entire game who has the Sage skill. Until the release of Doeth (in MEWH, aka The Set That Gave Us A Sage Orc), hardcore overt minion players had to use the Lieutenant of Dol Guldur or a Ringwraith as their Voice of Malice. Or they had to compromise themselves and include some human storyteller in their Orc/Troll companies (not only a thematical impairment, but also the generally weaker combat stats of Man Sages don't go down too well with your average Orc-character strategy). And now they've got Doeth. His unique skill has of course led to somewhat diminished overall stats: spending four mind without getting any DI back (not even specific Orc/Troll DI) is a bit worse than average for Orcs, and also a normal midrange Orc has one or two prowess points more. He's no leader, though, so there's space enough for a really buff guy. 

Anyway, I don't think all those minor drawbacks are enough to make Doeth anything less of a character. After all, this guy knows all the famous Orc bedtime-stories that scare the pants off of, well, basically anything with a mind of its own! 

Attacking Elf-lord: Brrrr, I'm really cold, let's chop some more to warm up 

Doeth: and then little Grumzuk asked: mommy, can I have some more mashed flies with bateyes and cowdung? 

Elf-lord: Yuk, knock it off, will you? And by the way, would you mind paying attention to my three totally utterly lethal strikes? 

Weduk the pot-smoking hippy orc: chill, man, I'm trying to listen. 

Elf-lord: I am already chilled, for god's sake! 

Doeth: and then mommy said, now just wait 'cos I see your daddy coming and he promised to bring some dogbowels in mudsauce from Sauron's Snackcorner, you know the ones with the nice crunchy bits and those sweet white little worms? 

Elf-lord: That's it, I've had it, that's enough, I'm out of here... 

Of course, MEWH is primarily the set of the Fallen Wizards. The fact that Doeth is a Half-orc means you can use him in Men companies as well without making the company overt. Even compared to the other races, his stats make him a pretty good character, but remember that you still have to play Bad Company or A Strident Spawn to get him into play, that Orc/Troll rules still apply to him, and that Men are the only people who tolerate his presence. All this means he's not a first choice addition to 'normal' FW decks. 

But for minions, this is one hell of a character. 

Fram Frumgarson 

Middle-earth Card of the Day #699
Das Pack vor der Tuer

After Gimli had his pick on one of the German special cards (nicely done, by the way), I will try to elaborate on the other eight cards. 

As the Hobbits only vaguely remember, there was a time when wolves hunted in the Shire. With this card, you can turn back the wheel of time and relive those dreadful days when there was 

Das Pack vor der Tuer :: Spezial :: Langfristiges Ereignis 

Spielbar wenn die Tore der Nacht im Spiel sind. Jede nicht einzigartige Tier-, Spinnen- und Wolf-Kreatur kann in Grenzreichen, Grenzorten oder Ruinen & Horten gespielt werden. Die Kreatur muss in einer Region spiel- bar sein, die keine Meereskueste ist. 

(Translation: Pack at the Doors :: Special :: Hazard Long-event 

Playable when Doors of Night are in play. Any non-unique animal-, spider- and wolf-creature can be played keyed to Borderlands, Border-holds or Ruins & Lairs. The creature must be playable at a region other than a coastal sea.) 

Art by Jo Hartwig 

I consider this one a staple card for any hazard deck concentrating on one kind of animals or the other (or perhaps all of them). They remove the need of double wilderness from Dire-wolves and Giant Spiders and extends the range of all animals to some areas previously thought save from them. 

OK, it needs Doors of Night, but when you play animals, you certainly want to use Wake of War to its best extend and preferably play Shelob and her brood (known as Spider of the Morlat) to harden your little pets anyway, so that is no real hinderance to using this card. 

It is only a longevent, and it is hard to get by (remember, you get one with one of those Gift Boxes, which go for about 150,-DM (100$)). So you should plan for some ways to either get it back quickly or to keep it in play - Will of Sauron, anyone? 

Of course you are in for some heavy weather when meeting another animal hazard deck, in which case you basically have two options: Take the bea- ting, and hope to give more than you take, or don't use the Pack. 

Hamfast 
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