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#257: Thorough Search

Today's card is the first I will do that Gandalf has not already done. I was actually kind of surprised that he hasn't. 

Thorough Search - Resource - Short-event 
Scout only. Tap a scout during the site phase to allow another character in his company to play any minor, major, or gold ring item normally found at its current site. The company must face any automatic-attack for its current site at least once during this site phase. This does not tap the site, and Thorough Search can be played at a site that is already tapped. 

This card is one of the two bases of the much-discussed "Indiana Jones" deck. Its premise is fairly simple, get an item without worrying about the tapped status of a site. Its cost seems fairly minor as well: just tapping a scout. 

Fist off, although erratta has hurt this card a little bit (now you can't play two greater items, but you can still get a greater for 5 and a major for 4), but it's still a very good card. It is primarily useful in decks with lots of items (duh) with a fair number of characters in one company. Even if you don't tap anybody for the auto-attack, you will need one character to play the first item, a scout for this card, another character for the second item, and another if you want to complete the combo with a Rescue Prisoners for 11 MPs. 

This card doesn't have to be used in an Indy Jones deck. If you end up with a couple of items in your hand, having this around can save a turn or two of movement. Also, if you are at a greater hoard item site, you can maximize your benefits (assuming you have enough untapped characters) with this card to bring in two hoard items (Emerald of the Mariner AND a Valiant Sword anyone?). Or you could put this card in a roadblock deck if you anticipate getting out Long Winter or Foul Fumes out. 

As has been mentioned, this card has a bit more of a cost than it seems. In order to play this card, you must tap a scout. This means if you don't bring him in during the site phase with A Chance Meeting, you must have a scout and a couple item players untapped during your site phase, which means you may have to take some risks facing hazard creatures. 

So all in all, Thorough Search is one of the many very useful common cards upon which whole decks are based. 

#258: Secret News

Pssst. Got some Secret news for you. Strategy stuff. Here you go. 

Secret News - Resource - Short-event 
Opponent reveals to you 5 random cards at once from his hand. 

Secret News appears at first to be inferior to Mirror of Galadriel and Palantir of Amon Sul, but Secret News has several advantages over those two cards. First, though, it would be best to see what advantages this card has on its own. 

In a game where players are drawing and discarding like mad (as is usually the case in METW) knowing what is in the opponent's hand isn't as useful in some games. However, it can be a decisive advantage. For example, you are in a haven with an item in your hand and several places to play it are available. You take a look at your opponent's hand during Organization phase and notice that he has a Nazgul (or Dragon or whatever) and adjust your movement accordingly. A peek at your opponent's hand can also tell you what he's going to do in the near future (factions, items, etc.) and help you manage your cards accordingly. 

However, just seeing 5 cards can often either mislead you. If you only see 5 of the 8 cards in your opponent's hand, you might be missing the three Nazgul he'll hit you with, or you don't see an important item he'll go for. So if possible, Palantir of Amon Sul or Mirror of Galadriel are much better. Secret News has some advantages over those. Amon Sul imparts corruption and is difficult to get out and use. Mirror of Galadriel requires a character at Lorien, which is sometimes not feasible. Secret News can be played any time during your turn, such as during Organization or right before you play Riddling Talk or tomorrow's card, The Riddle Game. With Secret News/Riddling Talk you just have to make a decent roll and you can cancel a wide array of strikes (this combo is especially fun in a Hobbit deck). 

So over all, Secret News can give you some vital info, or not give you quite the whole story. 

#259: The Riddle Game

Today's card can be lots of fun if you want to get into role-playing it. 

The Riddle Game - Resource - Short-event 
Riddling attempt. Playable during site phase on a character at the same site as one of opponent's companies. Tap the character. Opponent chooses a character from his company to play the riddle game. Each player makes a riddling roll (or draws a #) modified by +2 if his character is a sage and by +1 if a Hobbit (re-roll ties). The player with the highest result wins. He then names two cards and the other player reveals his hand. If any of the named cards are revealed, they are immediately discarded. 

As I mentioned, this card can be quite fun if you and your opponent actually come up with riddles, or hiss the ones used in the books. However, this card isn't always as useful as it is fun. 

This card can force the discard of some vital card in your opponent's hand, but with 669 cards currently and probably a couple hundred to come next month, it can be hard to guess a given card in 8 that your opponent has. That's why this card (along with Riddling Talk) is best played with a scrying card (i.e. one that lets you look at your opponent's hand). These include Mirror of Galadriel, Palantir of Amon Sul, or yesterday's card, Secret News. This card is also deadly if you opponent has just Far Sighted for The One Ring or has just moved to a site to play something, but arrived all tapped out. 

Before you go guessing what card to get rid of, you need to win the game first. Bilbo is the only Sage Hobbit, so he's the only one who can get the +3 bonus. The +2 bonus for being a sage should be easy to get for either player, as most decks have a couple sages. Also, Wit will help you out with another +3 modifier. So with Bilbo and a Wit you've got a fairly good chance, and it also adds to the fun of the card. 

As a last result, this card can be used as a scrying device, assuming you can win the roll you do get to look at your opponent's hand. However, Palantir of Amon Sul, Mirror of Galadriel, Secret News, or Palantir of Minas Tirith. 

So all in all, The Riddle Game can be slightly useful (though not quite as much as it's "companion" Riddling Talk) and quite fun if you get into "the game within the game." 

#260: Dragon Feuds

Not only do dragons have to watch for burglars, they also have to watch out for other dragons trying to take what's theirs. 

Dragon Feuds - Resource - Short-event 
Playable during the organization phase. For the rest of the turn, you may discard a Dragon or Drake hazard creature from your hand to cancel a Dragon or Drake attack against any of your companies. 

First off, a note. In most cases, it is best to put this card in a drake deck as they're easier to sacrifice without qualms (I saved that Itangast for 5 turns and now I'm discarding it?). Drakes are generally more versatile than dragons anyway. 

This card has several ways in which it can be used. You can use it "genuinely" if you have a couple of drakes in your hand and you want to venture into dragon country (maybe you played an ahunt last turn...). You can also play it as a bluff. Your opponent sees that you played this card and moved to dragon country, he's probably going to think thrice about playing his only big dragon in his hand on you if you can just ditch a drake to cancel it. 

Even if your opponent sees that you have this out and decides not to play a dragon that will just get canceled, you can use this to cancel the auto-attack at the site your going to (at home for them, not you :-). 

There are of course some drawbacks to this card. The most obvious is that you have to discard a dragon or drake for each one you want to cancel. You could have later played that card on your opponent, but is it better to be assured your company reaches the site safely? Along with that, you have to have dragons/drakes in your deck, but if you've got a drake deck, you'll probably want this card. 

Another drawback is that it only works if your opponent is playing dragons or drakes (which aren't too dangerous most of the time), or are planning on fighting dragon auto-attacks. Because of this, you may want a card like Concealment or Riddling Talk instead. 

So all in all, Dragon Feuds can be very useful in certain situations and certain decks, but worthless in others. 

#261: A Friend or Tree

There are several advantages to traveling in small companies. Today's card, however, shows why "...I get by with a little help from my friends..." 

A Friend or Three - Resource - Short-event 
For every character in the influencing character's company, A Friend or Three gives a +1 modification to an influence check or to a corruption check made by a character in the same company. 

In a large company, this is THE best card for both corruption checks and influence checks. It does not require a diplomat, but can give up to +10 to either a CC or IC (well, 10 is the absolute max, but not too practical). With just 4 characters in your company you can get +4 to a corruption check (the same as Old Friendship without requiring a diplomat) or +4 to ANY influence attempt, better than New Friendship and not restricted like Lordly Presence or Old Friendship (all of which require diplomats). +4 is nothing to just throw about, either. Bilbo and Frodo's main purpose is +4 to their corruption checks. +4 can totally negate two average-corruption items or neutralize the corruption penalty of Morgul-knife. +4 (I'm using 4 because it's a fairly average company size) is also quite a bit with factions. The average required result on factions is about 9, so if you use this card and a character with 2 free influence, you get at least an 8. 

This card is also very useful if you use a large company to ferry a hobbit to Mount Doom to toss the ring (7 characters makes it impossible to fail Cracks of Doom) or if you are running a dwarven ring deck. The influence can also be useful if you have a largely item deck and don't have many diplomats or other high-influence guys or if you are planning on influencing an opponent's character. This card can be used in conjunction with Fellowship to have a large company which is virtually impervious to corruption. 

This card can be effective in small companies to a lesser degree. In a company of two or so, the afore-mentioned diplomat cards are often better, assuming you have a diplomat. Even so, +2 to a corruption check can be useful, so you might want to include this card anyway (especially if you don't plan on having diplomats in your small companies). 

Over all, this card is probably the best corruption and influence short-event helper of all. 

#262: River

At first glance, someone might not think that the ranger skill has much worth as there aren't many ranger cards. However, a ranger may be the only thing to keep you in the race. 

River - Hazard - Short-event Playable on a site. If a company that has moved to this site this turn does not tap a ranger, it must do nothing during its site phase. 

The question for this card, as most others, is: why should I put this card in my deck? Most companies have a ranger, and they would be willing to tap said ranger so they can play stuff during the site phase, so what does this card do other than tap a ranger? The answer is that this card can give a great speed advantage if played with the right other cards. 

Obviously the best time to use this card is after the rangers have all been tapped. This can be accomplished in several ways. If you have creatures where the attacker can chose the defenders (Cave-drake works well here) then you can tap their rangers before playing this card. Or you could take out the ranger entirely with a Call of Home or maybe a big attack on another character so that your opponent has to tap in support. 

River can also be effectively played when your opponent needs his ranger during the site phase. He might have tapped everyone else and was planning on having, say, Beorn take an item. With this card he either has to somehow untap Beorn, or do nothing. 

Also, this card can be devastating in mass numbers. Chances are that if you play two or three of these, your opponent won't have enough rangers to deal with them all. 

It might not be a very good idea to put this card in a deck designed for a game that's more than two decks in length. This only prevents them from doing something THIS turn, and in three and four deck games one turn doesn't make much of a difference. 

So all in all, River can be a very useful card, giving you an extra one turn advantage, which can make all the difference. 

And Forth He Hastened

Much of the time, METW is a race, your characters racing to get to the free council first and with the most. That's why it can be a great thing to hasten forth 

And Fort He Hastened - Resource - Short-event 
Untap a character in your Wizard's company. 

Fairly simple. There aren't many cards that untap a character, and even fewer that are short-events. This card can greatly help your speed, both in the fact that you now have an extra character ready to do something during the site phase or to redefend the company, but this card has a high frequency of play possibility, so you can play it to draw an additional card. 

The uses for this card are numerous. It can be used in a deck where you plan on having a few big characters and some small ones. You can use this card to untap someone like Glorfindel to valiantly protect the hobbits from another troll attack. Or you can use this card to untap a character in the site phase for thoroughly searching or just to play a card after you get all tapped out. 

This card is also almost crying out "use me to untap your wizard!" This can be very beneficial. You can have Alatar teleport somewhere and take a strike and then untap him to play something in the site phase. Or you can untap Gandalf and test two rings in a turn. Or tap Saruman to do something during movement/hazard phase and then untap him to bring a spell back or use a palantir. Or use any wizard to face two strikes or a strike and play a faction. 

There is a bad point or two though. Mainly, you must have your wizard in the company in order to play this card. While most people play a wizard (for strategies thereof see review #251), some don't and it's also sometimes a while before you can get your wizard into play. One way to circumvent this is to play your wizard at the start with the optional wizard as starting characters rule (I sometimes like to start Radagast and Glorfindel). Also, if you have separate companies, you can only play this card on one of them. 

Other than that, And Forth He Hastened is a fairly useful card for speeding up your deck. 

#264: Cram

Good food is great, but when you're really hungry, you could cram almost anything into your mouth, even if it's 

Cram - Resource - Minor Item - 0 MP - 1 CP 
Discard to untap bearer. Alternatively, discard during organization phase to allow its bearer's company to play an additional region card. 



Most people like to play minor items that will stay around for a while. Dagger of Westernese, Elven Cloak, Star-glass, Black Arrow, etc. are obviously good choices, but many of the minor items must be discarded after use, and thus don't seem like as good of choices. However, Cram can be very useful even though it's only a one shot card. 

As expressed yesterday with And Forth He Hastened, untapping once can be a very important thing. It can allow the playing of a card instead of having to wait an extra turn. It can allow a character to protect the weaklings of the company. So much can depend on one untapped character. 

Cram has the added advantage of increased movement. I can hardly count the times when I have pored over the map, looking at all possible ways to get from my site to the site I need to play something and no matter what, I need five regions. Well, Cram comes in nicely there. As I mentioned before, if you're hungry you could eat almost anything (heck, even spam). You can use this card and maybe another similar card to allow a company to travel from Rivendell to a big dragon's lair. Or In a coastal deck, move from Tolfalas to Himring (or Grey Havens with two Crams). 

Cram is also very easy to play. You can play it at the start of the game (or if you need the speed, two). Or you can play it along with any other card in the site phase, or at a multitude of sites. 

There are, of course, a few disadvantages (aren't there always?). First, it's got a very minor 1 corruption point. And if corruption becomes a problem, Cram is easy to get rid of. Also, if you are playing a longer game, one untapped character once probably won't make too much difference. Thus, it may be wiser to start with a Dagger or Shield or Black Arrow or... 

So all things considered, Cram is a fairly useful card, especially in a shorter game. 

#265: Dragon-lore

Much has been written about dragons, Kuduk Lore is full of it, and along with draongs comes treasure. 

Dragon-lore - Resource - Permanent-event - 1 MP - 2 CP 
Playable on a sage during the site phase at an untapped site where "Information" is playable. Tap the sage and the site. During a site phase at a tapped Dragon's lair, tap bearer and discard Dragon-lore. Search your play deck and/or discard pile for any item playable at the Dragon's lair. This item may be immediately played with the bearer's company. 

First off, while this card is in play, it does give you 1 MP, which can help a little if the council gets called suddenly, but that's more than outweighed by the 2 CPs. However, once you play it, it's possible to get a total (with enough untapping cards and so forth) to get 27 MPs (Itangast At Home, King Under the Mountain, 2 greater items, a Thorough Search, a major item, and Returned Exiles). 

Realistically, though, you can play an item somewhere (maybe you just have a major item in hand) and then discard this to go and get Emerald of the Mariner. This can get you a unique item before your opponent, or get out an item that you really need early on. 

Far Sight does a very similar thing, though. With Far Sight you don't have to deal with the corruption and you can get any item to be played anywhere (such as the One). However, Dragon-lore has the advantage of staying around until you need it, so the item doesn't have to sit around in your hand. 

Another disadvantage to this card is the fact that the site must be tapped. This means that you have to already have played something there, and thus must have two items you are planning on playing at dragon lairs. 

So all in all, Dragon-lore can be pretty helpful in a dragon-slaying deck (or another where you can deal with dragon auto-attacks), but Far Sight is better in several ways. 

Dragon's Terror

A dragon, flying by, maw open shooting forth a jet of flame, is probably the most scary thing in middle earth (maybe excepting Nazgul). 

Dragon's Terror - Hazard - Short-event Dark enchantment. Playable on a Dragon or Drake hazard creature attack before the strikes are assigned. For each card you discard from your hand when Dragon's Terror is declared, target one non-Wizard character of your choice in the defending company and make a roll (or draw a #) -- add +2 for a Dragon attack. If the result is greater than the character's mind, the character taps. Each card discarded in this fashion counts as one against the company's hazard limit. 

Like it's "companion" card, Words of Power and Terror, this card sounds better than it is (I'll play SMAUG with DRAGON'S TERROR! Bwa ha ha ha!). This can have a slight psychological advantage, but not much to make a fuss over. As to the actual text, first, it's a Dark enchantment, which means Adamant Helmet cancels it and it will probably have some helpers in Dark Minions. 

Second, it only helps dragons and drakes (and dragons quite a bit more). Thus it's only useful in a deck of that sort. Second, in order for this card to take effect, you must use up at least three hazards (one for the creature, one for this, and at least one discard). For that cost, the effect isn't all that spiffy. You can make a non-wizard character try to roll above his mind. If we assume a dragon attack, it automatically taps characters with 3 or less mind, has a 35/36 chance of tapping someone with 4, 11/12 for 5, 5/6 for 6, 13/18 for 7, 7/12 for 8, 5/12 for 9, and 5/18 for Elrond (I'm almost positive those are correct, but I just did them off the top of my head). 

Those are pretty good odds for most characters, but usually the ones you want to tap have high minds anyway. What this does do is to prevent them from assigning a wimpy one-minder to sacrifice himself to the mighty worm. At the cost of one card from your hand for each character to tap. Another use is to tap characters so they can't tap in assistance, but for 2 hazards and 2 cards from your hand you could play, say, Prowess of Age and Passion of Wrath (or two PoAs) for a better bonus. This doesn't even work on tapping all of the scouts, because they can just tap in response and play a concealment. 

Also, for 2 hazards you could tap at least two characters with maybe a Slayer and a Cave-drake or some other pair of creatures to soften up the company for Scatha's dinner. 

If you were really desperate, you could use this card to cycle faster, but this card usually just takes up space that could be saved for other cards which do the same job almost better and more versatilely. 

Arouse Denizens

Starting today I will do a series of related cards: Denizens. 

Arouse Denizens - Resource - Short-event 

The prowess of one automatic-attack at a Ruins and Lairs site is increased by 3 until the end of the turn. Cannot be duplicated at a given site. 

There are several great aspects of this card. First, it boosts an Auto-attack by three prowess at a Ruins and Lairs, the most common site type. +3 is quite a bonus, and often someone goes to a site so that the auto-attack is easily beatable (or are planning on having a character take -3). This can make that a dangerous prospect. 

One of the greatest aspects of this card is that, though it makes auto-attacks formidable, it's not a creature, so there's no MPs to be gained. Also, it can be played on guard, making a surprise to people who think that they can easily go in and get a card. 

As I mentioned before, Ruins and Lairs are the most common sites. They also tend to be less dangerous than the shadow holds and dark holds. Plus, those that are dangerous tend to be dragon lairs, and this card on-guard with a dragon at home is quite a lovely prospect (Agburanar was just talking dirty with Leucaruth and got aroused ;-) 

This card also works well with several other cards (especially when one of them is played on guard). Consider playing Choking Shadows first and then this card on guard (is he bluffing? no, my auto-attack is at +5) or having the Eye of Sauron out (Sauron's will keeps his eye from falling out). This card is also deadly along with the other denizens cards, and I will go into further detail at the end of this miniseries. 

There are, of course, a few minor problems with this card. The main one is time. If your opponent isn't too concerned about wasting a turn, he can just wait a turn and the denizens become docile again. However, if you are playing a 1 deck (tourney-type) or are close in a game, one turn is too much to waste. Another (minor) problem with this card is that it only works on one attack, so you can't (for instance) make Smaug's auto-attack +3 and his at home +3 too or use one Arouse Denizens to hit multiple companies. 

So all in all, Arous Denizens is a very good card, good on its own and even better with similar cards. 

Awaken Denizens

Tonight is Halloween, and all the spirits will be out. And though I didn't plan it this way, today's card is Awaken Denizens, a perfect choice. 

Awaken Denizens - Hazard - Long-event 
The number of strikes for each automatic-attack at a Ruins & Lairs site is doubled. Cannot be duplicated. 



This card is similar to Arouse Denizens in several ways, but it's also quite different in others. First, it is a R&L auto-attack enhancer, but this one does more to enhance the sites. 

Rather than give one attack +3, this card doubles the strikes of all the attacks. This can range anywhere from adding another strike to adding a total of 5 strikes to a dragon lair with an at home. This card almost assures that a company will not defeat any dragons at home. 

This card is also very dangerous if your opponent is moving several companies around, this card could halt all of them. This is a double edged sword, though. While it makes things very dangerous for your opponent, it also makes things very dangerous for you if you are planning to go to R&L. There are ways that you can get around this, or course. Perhaps the best is to use this card along with an Indy Jones strategy, so that you are raping the shadow and dark holds while your opponent has a difficult time with the Ruins and Lairs. 

As I mentioned yesterday, this card can be very good if played on guard, this card can be quite a nasty surprise, especially if they are going to an at home dragon (it would suck if that dragon were to wake up in the middle of the night as you were approaching, now wouldn't it ;-) If your opponent is smart, however, playing this card on guard probably will only get one company. 

This is one hazard long-event that doesn't actually scream "Use me with Will of Sauron!" You might consider using it with WoS, but only if you are prepared to fight or cancel large attacks or are planning on getting your items at shadow and dark holds (such as an Indy Jones deck or perhaps decks from Dark Minions). Other good combos, of course, are the other R&L enhancers, Arouse and Incite Denizens, Choking Shadows, etc. You might also consider in a faction strategy to use this card, Awaken Minions, Eye of Sauron, and Will of Sauron to make item gathering a very dangerous prospect. 

There are, as aforementioned, a few drawbacks to this card. Primarily, it's a long-event, so it affects you too, but not too bad if you plan around it. Also, as with other auto-attack enhancers, the company can just wait for a turn, especially in a longer game. That can, however, not be doable if the game is close, which could possibly lead to character death by auto-attack (I've lost characters that way :-( 

So all in all, Awaken Denizens is a good card, more powerful than Arouse Denizens, but with more dangers to you as well. 

Gold Belt of Lorien

The fellowship, worn and famished, stopped by in Lorien to restock and regroup. When they left, they took many items and much advice. The gift to Boromir was 

Gold Belt of Lorien - Resource - Special item - 0 MP - 1 CP - +1 DI 
Unique. Only playable at Lorien. +1 direct influence to bearer. 

This card can either be very useful or hardly useful at all, depending entirely on the exact makeup of a player's deck. It has one effect, +1 direct influence, which could make the difference in the game or it might not make any difference at all. 

I can hardly count the times I've been one DI short of being able to bring in another character. The mind/influence ratios are set up so that there are several characters with 2 DI, but most of the 2 or 1 mind characters aren't that good except as dragon fodder or in a dwarf deck. However, with this card you can control one of several good 3 mind characters. Similarly, there are several good characters with 4 mind, but only 3 characters with 4 DI. This card can make it possible to fit that extra Boromir in with Aragorn. This card can also help you to bring in factions if you use a couple of companies and thus must have someone without too much DI influencing quite a bit. 

One problem with this card is that other cards may do similar tasks better. I'm primarily thinking of Elf-stone and Horn of Anor. Many of the good 3 and 4 mind characters I mentioned earlier are elves (Analena, Eladan, Elrohir, and Gildor Inglorion). Elf-stone gives one more DI and is also a minor item, not a special item. Thus, you can include it in a starting company. Similarly, with Horn of Anor, +2 DI to factions is always better than one, and you can put it on a character like Adrazar if your deck has such a need. 

There is one specific combo that I would like to mention, however. If you start Galadriel, Celeborn, and a 5 mind character, you can have Galadriel with Elf-stone controlling Celeborn, move them to Lorien, and send them to Lorien. When the Gold Belt shows, up, you just have to tap Celeborn and then transfer the elf-stone the next turn to make controlling Galadriel easier (an extra card for 6 mind is not bad). 

That bring me to another point: playability. This item is very easy to play as most decks sojourn to Lorien at least once, and your opponent will most likely not play anything to make it difficult for you to play items at Lorien. However, since this card has an effect like a minor item and it's not quite as easy to get out, it loses some value there. 

The other two disadvantages to this card are its one corruption, which is pretty minor, and its uniqueness, which mean that you can't have two, which would be even more useful. 

Perhaps the best way to decide if you want this card in your deck is to look at your character makeup and see how close you will be to being able to control an additional character or two beyond the starting company without a wizard. If one influence will make a difference, you should consider adding this card. 

Elves of Lindon

The last faction seen by the ring-bearers was 

Elves of Lindon - Resource - Elf Faction - 2 MP 
Unique. Playable at Grey Havens if the influence check is greater than 9. Standard Modifications: Dunedain (+1), Elves (+2). 

As this is the first faction I've done, I'll start by mentioning a few things about factions. Factions are probably the safest mode of MP gathering, as they impart no corruption, are played at free- and border-holds (without auto-attacks), and there are fewer ways to get rid of factions. However, factions don't do much of anything other than sit there and give you MPs (with a very few exceptions). On top of that, factions are often not sure things, as they require a roll with modifications and not just the tapping of a character like items. Over all, however, I really like factions because of the safety factor. 

On to the rest of the review. Elves of Lindon, while on the low end of the scale for MPs and on the high end for influence required, is a very good faction. It is played at a haven inside a free-domain, just about the safest place possible, which means you are safe from almost all attacks on your way there. Its location makes it a prime candidate for a costal-seas strategy, as Grey Havens will almost always available to that strategy, even if you've got Snowstorm, Long Winter, and Will of Sauron in play. The other locational advantage to this card is that your opponent won't be expecting you to play anything when you move to Grey Havens (as she wasn't for yesterday's card), so she won't do much to hinder your progress or tap your site. 

The +2 for elves makes it slightly easier to bring in and if you plan on including Cirdan, one of the best characters in the game, this faction will automatically be influenced by him if he's not controlling anybody. This can be done while he's just sitting in Grey Havens, giving you an extra card. Another option for influencing this faction in is to leave a wizard like Saruman, Pallando, or Alatar in Grey Havens using their special abilities and waiting for this card or a Wizard's Ring (if you want to risk the corruption). 

The two problems with this card are the fact that Grey Havens is out of the way for most decks most of the time and the high influence number for the relatively low number of MPs. But overall, Elves of Lindon is a very safe faction, especially useful in coastal decks. 

Fori the Beardless

Dark Minions should be in stores by this Friday, the 8th. So starting today, I will review some choice spoilers picked to give a taste of the good things to come. 

Fori the Beardless - Minion - Warrior/Scout Dwarf - 1 MP - 4 Mind - 1 DI - 4/7 
Unique. Agent. +2 direct influence against Dwarves and Dwarf Factions. Home Site: Iron Hill Dwarf-hold 

For those of you who have not seen the Dark Minions rules and spoilers at ICE's website (here), an agent is played face down in your opponent's movement/hazard phase. During that phase he can take one of several actions. One action is movement, where you place a site card from your location deck on him which is in a region adjacent to his home site. If he is at a site where your opponent's companies are, he may attack them (rolling 2d6 for his prowess and the opponent's). He may also do things like influence cards away. 

In particular, Fori is a fairly average agent (although you should always be wary of a dwarf without a beard). He's close to a standard dwarf, 4/7 for 4 mind and an MP (although your opponent gets that MP if he kills Fori). His home site of the Iron Hill Dwarf-hold is fairly far from most of the action, but if your opponent is running a dwarf deck or a hoard item deck, he's right there ready to mess the other company up. 

Perhaps the best use for Fori is as a "just-in-case" card. You can have up to 36 mind worth of agents in your deck and sideboard combined, so you can include Fori in case your opponent is playing with dwarves and you feel the need to influence him away. If you don't, you can just leave him face down and he won't take up any general influence (I think). 

One note about agents in general is that it's a good idea to include agents in areas where you don't plan on going much, as you have to have all the sites an agent goes to face down on top of the agent (until he's revealed) and thus you can't use them for yourself. Thus, if you have a deck that goes around Rivendell or Gondor or the Under-deeps (which are mostly in central and southern Middle-earth), then you might inlcude Fori to mess with the dragon- lairs raiders. 

So all in all, Fori is a fairly average agent, perhaps exactly what he's worth will be revealed after we've had some time to see the plusses and minuses of agents. 

The Pukel-deeps

One of the new things in Dark Minions is the ideas is Under-deeps sites. 

The Pukel-deeps - Site - Ruins & Lairs - Region: Under-deeps - You draw 2 - Opponent draws: 3 - Adjacent Sites: Dunharrow (0), The Gem-deeps (9), The Sulfur-deeps (9) 
Playable: Items (minor, major, gold ring) Automatic-attacks (2): (1st) Pukel-men - 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. 

Well, that's about the most complicated site we've seen yet! As a quick explanation, there is no site path. Instead, it must be reached from one of the adjacent sites. In order to do that, you must be at that site and make a roll (or draw a # ;-) and if your result is greater than (or I think equal to) the number after the site you are at, you may move. In that respect, the Pukel-deeps is pretty hard to get to, except form Dunharrow. You might also want to try from The Sulfer-deeps as that's a pretty good site. So if you're in Dunharrow after getting Shadowfax or waiting for Pathes of the Dead. 

One advantage of The Pukel-deeps is that your opponent can only key to the site type (R&L in this case), but there are quite a few creatures keyed to ruins and lairs (not to mention the denizen cards) and corruption can also be played. 

The only other advantage of this card is the fact that when you play an item, you can play another minor, major, or gold ring item. However, there are other Under-deeps sites that have easier auto-attacks (I reccomend The Under- grottos) and Thorough search or two Gold Ring sites may be both wiser and faster. 

The auto-attack is pretty steep. Other comparable non-underdeep sites have attacks better than 2 strikes with 11 prowess, not to mention the fact that your opponent gets to play a shadow-hold creature that your opponent can play stuff like orcs, trolls and undead without a chance for you to get the MPs. For this reason I think those strategies to grow. 

Another strategy I think will grow with this expansion is the roadblock strategy. Once you are down in the under-deeps, you don't have any site paths to worry about, so you can hang out with WoS and Snowstorm up above and you grabbing lots of items below. If you time it right, you may be able to hit all of the under-deep sites you want in the time it takes you to cycle and get rid of the Will (keep in mind you have to roll for movement). One problem with the strategy is corruption, though, as you can't come up for air and storage. 

Another problem with underdeep sites is the vast number of cards that can mess up underdeeps strategies. All told, underdeeps sites are pretty dangerous and chances are that you will take just as much time going to an underdeep site to get two items than going to two different "upperdeeps" sites. 

The Black Enemy's Wrath

As was shown many times during the books, it is not prudent to incur 

The Black Enemy's Wrath - Hazard - Long-event 
Each Under-deep site, Dark-hold, and Shadow-hold has an additional automatic-attack (cannot be canceled): Lava Flows - 1 strike against each character with 6 prowess (weapons do not modify prowess against these strikes). The penalty for an untapped character not tapping against one of these strikes is -5. Cannot be duplicated. 

I'll just say whoa. Each character recieves a strike at 6 prowess. Right now that's just a little better than Crebain. On top of that, they can't use weapons. On top of that, even Glorfindel has a chance to fail if he stays untapped. So while 6 prowess strikes aren't too much to worry about, it can be enough to make a character that's normally tough (like a wizard) tap, which is the general idea of this card anyway. 

Keep in mind that this attack is faced after the other attacks, so if your opponent goes to an under-deeps site he will have faced a pretty tough attack normally, plus maybe one from your hand, and then this one. Chances are that the weaker members of the company will be left for this one, and they won't be untapped for the items. This card also works well with Arouse Minions, making SURE that the characters won't stay untapped (even Glorfindel carrying Wormsbane has to roll a 6 to avoid :-) 

There are just two disadvantages to this card. First, it's a long-event, so it hurts you too. You can get around that by careful timing (if you're going to go to a border-hold, eg), though. The other disadvantage is that if there is not a time rush and you do not play this card on guard, your opponent can just wait around a turn. Thus, this card is best used when time is going to be a factor (one or two deck games). 

Of course there is the obvious card to play with this, Will of Sauron. This carries all the usual caveats of WoS, but if you plan on getting that combo out then you should base your item gathering around Ruins & Lairs. This will mean that any strategy designed for getting items at places other than normal Ruins & Lairs will get wuite messed up. Other combos include Arouse or Incite Minions (if you want to make SURE that they wait another turn) or this card along with cards like Awaken Denizens to close off Shadow, Dark, Under-deeps, AND Ruins and Lairs. 

So all in all, The Black Enemy's Wrath is a nasty card, one of several that disincourages journeys to the Under-deeps and the holds of darkness and shadow. 

Mallorn

With Dark Minions in stores tomorrow, let's take a look at a card that has more to do with the "light side of the force." 

Mallorn - Resource - Permanent-event - 3 MP 

Unique. Playable only if Earth of Galadriel's Orchard is stored at Bag End. Bag End becomes a Haven for the purposes of healing and bringing characters into play. Bag End can untap during its owner's untap phase. If Bag End is discarded, return it to its location deck. All Hobbit factions are worth +1 marshalling points. 

This card is the new key to a fun Hobbit-themed deck. All it needs is Earth of Gladriel's Orchard (easily playable at Lorien), and you're all set up for bringing out hobbit stuff. 

Firstly, this adds 3 MPs to the 2 MPs you've already got for Earth of Galadriel's Orchard. While that's pretty good, you get as much net gain from many factions or a similar card, The White Tree (you have to discard the 2 MP from the Sapling for the White Tree). While 3 MP (really 5 total) is cool, there are faster ways of doing it that don't require one action and then another. However, this does more. It adds another haven in the Rivendell area (although the path from Rivendell to any site is equal to or less than the path from Bag End to that site). It can be somewhat useful to be able to heal and bring characters in at Bag End, though. But the primary advantage is that Bag End doesn't stay tapped. 

Now you can bring in Hobbits (now worth 2 MPs) and the Red Book and still be able to bring in Hobbits before you cycle (something I've wanted to do for a while). Mallorn is actually better than The White Tree in this respect, although Minas Tirith decks would then become too powerful. 

There is one draw back with this card: timing. You have to get the Earth of Galadriel's Orchard, then you must draw and play this card (you don't have to be present like you do with The White Tree, thoug). Then you can play your Bag End cards (although if you already played one it's okay, but you can't use Bag End until you cycle again). That combined with the fact that most of the decks don't have much of a reason to go to Bag End give this card a low frequency of play, though with a high frequency of enjoyment (Hobbit decks are always fun). 

So Mallorn is a cool card, worth putting in any deck with Earth of Galadriel's Orchard. 

Noble Hound

One of my complaints with the game so far is that there are not enough allies around, so it's easy for your opponent to get double MPs for them. No longer, for we have 

Noble Hound - Resource - Ally - 3/6 - 1 MP - 1 Mind 

Playable at any tapped or untapped Border-hold. In all cases, Noble Hound must be assigned a strike before any strike can be assigned to its controlling character. Discard Noble Hound to cancel any effect that would take its controlling character prisoner (does not protect other characters from being taken prisoner). 

Why did I say what I did at the start? Take a look closely at the text. First, Noble Hound is easily playable, any untapped border-hold. That's almost any faction site, even after you've played the faction. Next, and probably better, it's NOT unique. That's right, our first non-unique ally. That means that you can have three in a deck, or if your opponent beats you to him (like our games go for Quickbeam), it doesn't matter. Thus, you can use this card to insure that your opponent won't get double MPs (at least until Fido dies). 

Now, since Noble Hound must be assigned a strike before his master can, he's not going to be too much use in a deck full of big bad dwarves, etc. It is, however, very useful with Hobbits. Now Frodo can have Sam, the faithful servant, and a Noble Hound, who will take any strike instead of his master. The problem with that is the fact that Noble Hound's body is only 6, and it's easy to boost a Hobbit's prowess to 3 (Sting). But if you use Noble Hound as a backup, if you are planning on cancelling most attacks, or as someone to take a hit when you fail a burglary attempt. 

The other ability of Noble Hound is the fact that he can cancel a prisoner attempt against his master. There are quite a number of cards in Dark Minions that can take a character prisoner, and if the character is vital to your strategy, it can be quite a pain to have to go and rescue him. With Noble Hound you can say "Frodo and all his items stay with me." 

Lastly, you can play this card if you don't have any other allies in your plans. Send a 1 mind whimp like Barliman Butterbur or Forlong out to a border-hold, get a Noble Hound, and then go to Rivendell with it and let the elves play with the big fuzzy dog. 

So all in all, Noble Hound is a very cool ally, although you shouldn't expect him to stick around for too long. You can even use him in a wolf-themed deck. 

Durin’s Bane
If you were unsure about whether to buy some Dark Minions, today's card ought to assure you that you should. 

Durin's Bane - Hazard - Creature - 5 MP - 18/9 
Unique. Manifestation of Balrog of Moria. Balrog. 2 strikes-all body checks resulting from a successful strike are modified by +1. May be played at The Under-gates and at all of its adjacent sites. If Doors of Night is in play, Durin's Bane may be played at any Under-deep site. 

Wow. On top of the fact that it has the psychological advantage ("I'll play DURIN'S BANE on your company of Dwarves, chose the strikes"), it is also a very dangerous creature, probably much better than the original Balrog. 

The first of its many great features is its prowess and body. 18/9 is equaled only by Shelob and, depending on how much you value body, Witch-king. It also has two 18/9 strikes, which means it's even harder to defeat. And if you do wound someone, with two strikes at 18/9 it's not that hard, the body check is at +1, which means that the character is easier to kill. 

There are two drawbacks to this card, however. The first is the 5 MPs for defeating it, but if your opponent can pull that off he deserves it. The second is it's limited range of playability. It can be played at The Under- gates, one of the best under-deeps sites, as well as Moria, The Gem-deeps, The Sulfur-deeps, The Under-grottos, and The Under-leas, a failry wide swath of the under-deeps. Plus, if Doors of Night is out, which it quite frequently is, Durin's Bane can be played at any Under-deeps, which would be great except that it's cards like this which discourage Under-deeps journies. 

Partly the reason that this card looks so good is because it's a lot better than it's earlier manifestation, Balrog of Moria. Their prowesses are the same, though Durin's Bane has body. Durin's Bane has one more strike. Durin's Bane has a wider range of where it can attack. The only advantage the Balrog has over Durin's Bane is the fact that it can be played easily, being a permanent-event. Even that, however, is not too good, as I have seen companies prepare and then go and kill my Balrog one too many times. With Durin's Bane it's a surprise ("I'll play a medium hazard creature, you'll tap, I'll play Durin's Bane "). 

Durin's Bane stacks up fairly well against other similar cards too. It's not as versatile as most Nazgul, but it is stronger. It is a little bigger than Itangast, but he has more strikes. He's stronger than Smaug, but doesn't have the nice ability of being able to chose defenders (die, wizard, die!). Also, there aren't any cards (AFAIK) that affect Balrogs, so nobody's going to be going up against him with a +2 bonus vs. Balrogs. 

Overall, Durin's Bane is a very powerful creature (one that can auto-wound any character with prowess lower than six) with a few drawbacks, mainly that it and cards like it scare people away from the under-deeps. 

Dragon-helm

Another reason to convince any skeptic person that they should get some Dark Minions is 

Dragon-helm - Resource - Special Item - 4 MP - 2 CP - +3 DI - (+1/+2) 
Unique. Playable at any Under-deep Dark-hold (D) or Shadow-hold (S). Helmet. Warrior only: +1 prowess; +2 body (to a maximum of 10); +3 direct influence. Tap Dragon-helm to cancel one attack by Dragons or Drakes. 

Wow. It's cards like this that make it (maybe) worth it to go down to the Under-deeps and have the possibility of facing creatures like Durin's Bane. It has several features, each of which would make it worth playing, but when combined, Dragon-helm is an immensely powerful card. 

It's first feature is it's 4 MPs (for only 2 CPs). Many greater items have that many MPs and are easier to get, but don't have the added features. For the record, only Emerald of the Mariner and Phial of Galadriel have better MP to CP ratios (while being carried), and only a few weapons have 4 MPs and 2 CPs. But the MPs are the least of the abilities of this card. 

The next feature is the +1/+2 modification for warriors bearing this item. That's pretty good, and on top of that, it's one of the few helmets. That's right, you can bear a weapon AND this card (and a shield and armor if you really don't care about corruption). Also, there is no maximum prowess from the +1, so you could have a 6 prowess character (Gandalf sounds fun) with Anduril and this card and a prowess of 12 and body of 10 (in the case of a wizard). 

Add to that the nice bonus of +3 DI (you are, after all, wearing the most prominent heirloom of the House of Hador). Add that to a big fighter who's taking up a bunch of influence and you can control another decent fighter (perhaps to go out as a small company kicking booty). This boost can make a fairly good company into a great company. 

The last ability it has probably won't be useful for the next few weeks. You can cancel any dragon or drake attack by just tapping Dragon-helm (and it continues to give all the other bonuses). This means that your opponent probably won't throw any dragons at you unless they're preceded by a drake or another weak dragon. Now why won't that be useful for a while? I would guess that people will set aside most of their Dragons cards for a while while they play with their new Dark Minions cards. But even if your opponents aren't using Dragons, you can use this to cancel the dragon auto-attacks to go and get hoard items (although an Under-deeps/hoard item deck might be overdoing it a bit). 

This card has just a couple of drawbacks, but one of them is pretty major. The first drawback is the 2 corruption, but that's a pretty modest price for all of this card's abilities. The second is the fact that it's unique, so if your opponent is brave he might get it before you. That might actually be to your advantage though, as you might be able to influence his Dragon-helm away and not have to risk the dangerous Under-deeps. That is, of course, the major drawback to this card. As is shown by yesterday's card (Durin's Bane), the Under-deeps can be a very dangerous place. Not to mention the auto-attacks are a lot more dangerous (especially if your opponent is playing with creatures keyable to shadow-holds and dark-holds). The other factor is the time it takes to go to the Under-deeps, especially if you come right back afterwards. One other small problem is that, aside from the MPs, only a warrior gets the benefits of this card. Most characters are Warriors, but it makes it so that Hobbits, who would be good candidates, don't get much from this item. 

So all in all, Dragon-helm is a very powerful card once in play, but can be rather dangerous to get out. 

An Unexpected Outpost

Due to the fact that I was overly busy yesterday, I am posting two cards of today. Interestingly, they are quite similar. 

An Unexpected Outpost - Hazard - Short-event 
Bring one hazard from your sideboard or discard pile into your play deck and shuffle (up to two if Doors of Night is in play). 

This is a fairly simple card wich combines a watered-down version of a couple of cards. It has two seperate effects, which will be described seperately. 

The first effect is that it can bring a card from your sideboard into your deck. While this can be useful to combat whatever strategy your opponent comes up with, you're using a space in your deck that could be used for a card you have currently in your sideboard. The primary advantage of this card, though, is it can bring one of several cards from your sideboard to combat a variety of strategies. This does have a drawback, though, as the card goes into your deck (and possibly at the bottom). Doors of Night helps this card quite a deal, making it so that you actually get more cards than you use. 

However, there are already ways to bring cards from your sideboard to your deck. You can use a Nazgul to either put one into your deck or 5 into your discard pile (which can be better). You can also do the same thing by lowering all the hazard limits by one if your opponent's wizard is out. While tapping a Nazgul may seem like a risk, without Doors of Night out it's the same ratio of cards used to cards earned (and has one more hazard to contend with). While you can't put two cards into your deck that way (assuming Doors), you can't put 5 into your discard pile with An Unexpected Outpost. 

The other nifty feature of this card is that it can return a card (two with Doors) from your discard pile to your deck. This can be useful in several ways. It can bring back cards you used and would like to reuse (such as Wake of War), cards of yours that were discarded and you want to get back again (like Bane of the Ithil-stone, perhaps), or cards that you discarded earlier because they weren't helpful early on. It can also be useful to keep your Will of Sauron around for another couple of turns. 

As with the sideboard ability, this use is duplicated. You can get the same effect multiple times with Palantir of Orthanc (and it can even do resources and characters) if you don't mind the corruption et al. You can also use Mouth of Sauron to take a hazard from your discard pile directly to your hand (which is usually better than back into your deck). Admittedly, these two cards don't do two cards, the palantir can bring an indefinite number of cards back into your deck. 

The last (minor) ability of this card is to recycle your deck if you find that you are having bad luck. But there's nothing to say you won't get worse luck. 

So all in all, An Unexpected Outpost combines watered down versions of a couple of cards. It's mainly useful in decks where you want to reuse a hazard or in which you have a wide array of cards in your sideboard. 

Smoke Rings

The second of the two cards I'm reviewing today is similar to the first. As Strider pointed out, it's kind of like Star Wars CCG where there's a light and a dark version of most of the cards. 

Smoke Rings - Resource - Short-event 
Bring one resource or character from your sideboard or discard pile into your play deck and shuffle. 

While this card looks pretty similar to An Unexpected Outpost (figuratively, not literally), it's actually significantly different. On the face it seems that this is the same with hazards switched to resources/characters, there is quite a bit of difference. 

First, Smoke Rings brings in resources and characters. While there are several other cards that can recycle resources, none can recycle characters. So this card can be useful if you plan on having resources you will use several times, or characters you anticipate to have discarded. But why would you anticipate having a character discarded? You hope that you will keep your starting characters around (or whatever your ideal companies are) and the only time I can think of when you would plan on having a character discarded is if you planned on using Sacrifice of Form, and under the recent Council of Lorien rules, you can have up to 3 of the same wizard. You might as well put a copy of a similar character than to put this card in and hope you draw it when you have a character you want in your discard pile. 

As I mentioned, there are several cards that can recycle resources. One of the best is Vilya, even the watered down version can bring three times as many resources back to the deck. Also, like for hazards, you can use the Palantir of Orthanc. Plus, you can use cards that bring resources back to your hand like Saruman/Wizard's Staff, Nenselde the Wingild, Reforging, etc. Granted, they are more specialized, but you can put the one in that applies to your deck. 

The sideboard is similar. I hardly ever see a character in the sideboard, unless it's a popular one and someone plans to influence it away. There are frequently resources in the sideboard that you will want. One Ring decks often put cards like Gollum's Fate and Cracks of Doom in the sideboard so that they can bring them in when needed. It might seem that it would be better to replace Smoke Rings in a One Ring deck with a Cracks of Doom, but chances are that you will draw Smoke Rings in the middle of the game or so, and then bring a Cracks into your deck so that it will come up in a few turns, saving a little bit of hand space. 

However, you can achieve the exact same effect (or bring 5 cards to your discard pile) with a wizard for merely the cost of tapping him. Now, it may be that one extra card is worth not tapping your wizard for one turn, but most of the time the wizard has the advantage as he can tap whenever you need a sideboard card. 

An Unexpected Outpost has one major advantage over Smoke Rings, and that is that if Doors is out, it can bring two hazards into the deck. Smoke Rings, while there are more cards it can bring in, can only bring in one. Thus, you may be saving quite a bit of space if you just added a card you will likely be getting (although if it's unique or if there are three already and you want more or you're not sure exactly what you'll want...). 

So overall, Smoke Rings, like its companion card An Unexpected Outpost, is sort of a watered down version of a couple cards and game effects. 

Armory

Looking through my piles of common cards, I noticed that there are A LOT of minor items, but they almost never seem to make it past the two starting minor items. One card that could change that is 

Armoroy - Resource - Permanent-event - (1) MP 
Only you and your companies can use Armory. You may place any minor items from your hand under Armory during your organization phase. A character at a Haven can store a minor item under Armory instead of to your marshalling point pile. When you otherwise would be allowed to play a minor item from your hand at a Border-hold, Free-hold, or Haven, you may play an item from under Armory instead. If you have at least three minor items under Armory, gain 1 marshalling point. 

This is one of several "place cards under" card from dark minions, one of the many new ideas. From what I have seen, this is one of the best of them. Not only can you get an MP, it makes your dealings go faster. 

Probably the best use for this card is to keep your hand flowing. One reason why minor items aren't too common in decks is that they sometimes aren't worth the card slot in your hand. You might draw a minor item and have to wait a couple of turns to play it. With Armory you just have to wait until the start of your next turn (or you still have the option of playing it with a company directly). Then you can play it at your leisure at any Free-hold or Border- hold along with another card. This leads to one of the few problems with this card, it's mainly useful in a faction heavy deck. However, most item based decks don't need minor items as much. 

Another advantage of this card is that you can transfer minor items amongst companies easily. For example, a wounded Frodo can drag himself into Grey Havens and tell Cirdan to put his cloak in the armory. Theoden then goes to his home to rally the Riders of Rohan before heading off to raid some dragon- lairs up north. As he is leaving the Riders, Hama steps up and hands him a package that was just delivered by an eagle. Theodon dons this cloak and it later saves him from the dangers of a Winged Cold-drake. 

There are obviously several minor items that this card is better with. Naturally the items that you discard to use will come up more frequently, so it may be good if you're starting with cards like Potion of Prowess to include this card so that when you draw them again, you have a safe place to put it. One good card to use this with is Mathom Lore. Now you can leave someone like Robin Smallburrow at a haven with Mathom Lore and then bring back your used Potions of Prowess during organization and store them under Armory right away. 

One other (small) advantage to this card is the 1 MP. If you find that your startign minor items are not appropriate for your opponent's strategy and you have another minor item in your deck, you can make the best of a bad situation and get a MP out of it. 

The only real disadvantage of this card is that it's not very useful in decks without many minor items. So all in all, this is a cool card that will help to bring minor items into wider play. 

Fifteen Birds in Five Firtrees

For a while, several people were calling for more cards related to The Hobbit. Dark Minions has brought several of these (as did Dragons) such as An Unexpected Party and 

Fifteen Birds in Five Firtrees - Resource - Short-event 
Playable on a moving company facing a non-unique hazard creature if Gates of Morning is in play. All attacks of the creature are cancelled and all attacks of the next non-unique hazard creature the company faces this turn are also cancelled. An untapped character in the company must tap to face any strike from a subsequent hazard creature attack for the rest of the turn. The company must do nothing during its site phase unless it contains a Wizard or you discard Eagle-mounts from your hand. Cannot be duplicated on a given turn. 

The first comment for this card comes from the rater Strider: "Text too long!" It is awfly long (and probably pretty small, though I haven't yet seen it), but it does have a fairly useful effect. 

This card can cancel up to two attacks with a fairly minor penalty (none really if you have a wizard), which compares well with Concealment, the standard method of attack cancelation. The main advantages this card has over Concealment is that it does not require any characters to tap (although losing your site phase can be worse) and the fact that it can cancel more than one attack. However, those attacks must be non-unique, so no stopping Dragons or Nazgul or some of th nasty trolls. However, the majority of the hazard creatures are non-unique (although they often get less play than some of the big baddies). Perhaps, then, you should keep this card in the sideboard so that you can bring it in when your opponent turns out to be using an orc strategy. Also note that this is a good card to use against cards like Slayer, Nameless Thing, and Assassin, as this cancels all the attacks of the hazard creature. 

The next cool thing about this card is that it then cancels the next non-unique hazard creature the company faces. Now, unless your opponent has two more creatures and two more hazard limit, chances are you just won't see another non-unique hazard creature and you can go right on and raid the site... assuming you can. 

That is perhaps the biggest disadvantage of this card. While most decks have a wizard, some don't and it's often a while before they get into play. This can also be alleviated with Eagle-mounts, which is rapidly becomming a much more useful card. But the discarding of Eagle-mounts isn't really worth it (unless you were planning on it with cards like this). So if you don't have your wizard out and you don't have an Eagle-mounts in your hand, you might as well face the hazard creature (it IS non-unique, so probably not THAT good) unless you've got a pretty weak company and fear a wounding. 

There are, of course, several drawbacks to this card. The first is the fact that you have to have Gates of Morning out, which isn't all that common. If your deck hopes to have Gates out, though, then this card may be worth including in your deck. The other two disadvantages, mentioned earlier, are the fact that the creaatures must be non-unique hazard creatures (so no auto- attack busting) and the possible loss of the site phase. 

One other cool thing about this card is it's name. Playing this card opens up an opportunity to start singing (whenever I think of this card I have the song they had in the animated version of The Hobbit (with Orson Bean) going through my head). While this doesn't have much of a psychological advantage like Words of Power and Terror and such cards, it does increase the fun of the game (much like we do when someone gets out Gollum or The One Ring), which is the entire point anyway. 

So Fifteen Birds in Five Firtrees is a cool card, useful in some situations, but not in others. 

Little Snuffler
Around this time of year people are starting to get the cold. Does that mean that they are... 

Little Snuffler - Hazard - Creature - 1 MP - 5/10 - Playable: Wi, Sl, Dd, Rl, Sh, Dh 
Orc. One strike. Attacker chooses defending characters. Each ranger in attacked company lowers Little Snuffler's body by 2. If attack is not defeated, any resource that requires a scout in target company cannot be played for the rest of the turn. 

As Gandalf (the rater) said: "Aw, how cute." And although the picture isn't very cute, you do sort of get the idea of some small orc-child sniffing around looking for a party of hobbits. 

This card ties Crebain for the lowest prowess of any creature. 5 prowess just isn't that much. Even a Hobbit taking -3 to stay untapped can defeat that prowess with a roll of 8 (and avoid with a 7). And even though you get to chose defending characters, 5 prowess is hardly ever going to wound anybody. 

The point of this card, however, is not to kill off characters (or even really tap out a company). Sure, you could use cards like Minions Stir or the plethora of orc and troll enhancers in Dark Minions to pump it up to a couple of strikes with a prowess of 8 or 9 or so, but you could also pump an Orc-patrol up to more strikes and a higher prowess (and Orc-patrol is playable in the same, fairly common, places). The point of this card is to help attacks down the road. 

The fact that it is fairly playable (the dangerous half of the spectrum that covers well over half of the possible site pathes) means that you can use it as a preceder for almost any planned attack. And while the character may easily beat the prowess, the body is another question (they have to have two rangers to get a failry good chance). However, this is yet another reason why every party should have a couple of rangers. 

So if this creature is not defeated, you can then unleash creatures like Dragons, Nazgul, and other varied nasties and no concealments et al. may be played. Further, when they get to the site phase they won't be able to use cards like Thorough Search or Lucky Search. This can be especially useful if you play Little Snuffler on guard, thus slowing down an Indy Jones deck. Sure, they can use the Concealment to hide from the Little Snuffler (shameful though that may be), but they they won't have it for that Pale Sword-bearing Witch-king :-) 

This card is mainly useful in decks where you have several powerful creatures or are trying to stop an Indy Jones deck. It is also pointless against a company without any scouts (rare) or that doesn't use many scout cards or that has a whole bunch of rangers. So in general, Little Snuffler is an interesting card that could easily cause the death of a character, not directly, but idirectly by cancelling that damn concealment. 

Scimitars of Steel

Since the beginning of the game, Orc/Troll decks haven't been particularly widely viable. Dark Minions has changed that (we had a big ol' orc/troll/Nazgul bash tonight with lots of dead characters :-) 

Scimitars of Steel - Hazard - Permanent-event 
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 Men attacks receive +1 prowess. 

Well, at first glance, this card looks like it might be a waste of a Nazgul, but if you look more closely later you can see that it can be quite useful. First off, this card may be quite a bit more useful than the Nazgul event would be (especially with Nazgul like Dwar of Waw and Akhorahil), partly because its effect is permanent (barring Marvels Told and Palantir of Osgiliath). 

It's effect is simple, yet can be very powerful. One prowess isn't all that much, but I can't count the times tonight alone that someone missed by just one on a roll. Plus, when combined with cards like Minions Stir and Tribal Banner, Helm of Iron just to name a few. To help the men (and this one includes agents) you can use Rank Upon Rank (which doesn't). One very good card to use this with is Two or Three Tribes Present. With 4, 5, even 6 attacks at +1 prowess there's a very good chance that you'll do some damage. 

Another good use for this card is if your opponent is planning on hitting sites with orc, troll, or man auto-attacks. Many of the sites from wizards had orc attacks and there are 6 more from Dark Minions with orc or troll auto-attacks. This card can be used to great effect with cards like Redoubled Force and the Arouse, Awaken, and Incite Denizens/Minions. Combos like this make just facing the auto-attacks a very dangerous prospect, making it less likely that there will be enough untapped characters to get stuff during the site phase (which I discovered is a problem with Under-deeps sites). 

There are two drawbacks to this card. The first is the fact that you have to discard one of your Nazgul. If you include them in your decks for cards like this, though, it's actually achieving their purpose. Not to mention you can then attack with the Nazgul (at +2/-1) with In Great Wrath. So what seems like a drawback can turn out to be a useful strategy (discard a Nazgul for this card, play Two or Three Tribes Present and a couple of Orcs to soften up a company and then attack with the Nazgul, all for 3 hazards). The other drawback is that your opponent's creatures get the same benefits. If you're both playing orc/troll/man decks and several Scimitars of Steel are out (this can be duplicated) then the game can turn into great fun. If you are planning on playing with this card, however, you should plan your movement so that you face a minimum of affected auto-attacks, as I have found that to do otherwise is suicidal. 

Scimitars of Steel is a great card, even its disadvantages can be good. 

Raisha

For the first agent that I'm reviewing where I actually know what I'm talking about, let's look at a fairly medium one, 

Raisha - Minion - Warrior/Scout Man - 2 MP - 5 Mind - 1 DI - 5/9 - Home Site: Variag Camp, Easterling Camp, Southron Oasis 
Unique. Agent. 

Raisha is a fairly average (as far as I can tell) agent, one of several female agents. But what is an average agent? Before reviewing (or for some, viewing) Raisha, let's look in depth at the specifics of agents. 

First, agents look like characters, but act very different. First off, they act more like permanent hazards than characters, counting against the hazard limit for several things. They move one region at a time, may make creatures playable at her site, and attack a company. One thing to note is that although agents have mind and MP stats, your opponent can only get MPs for them and mind doesn't do anything yet. (Look for that to change in Lidless Eye, the stand alone expansion planned for spring where you can play dark lieutenants of Sauron). Currently the only thing the mind effects is the 36 mind restriction on deck building. 

As an agent, Raisha can do several things against companies around Mordor. Being a scout she can play cards like An Article Missing (to discard an item), Sudden Fury (for +1 strike and choosing defenders). As a warrior, she can play cards like Cunning Foes (+3 prowess and chose defenders). She can also play one of several agent cards like Good Sense Revolts (make an influence attempt with +4, +8 if at her home site), Nobody's Friend (for better range), To Get You Away (to take a prisoner at her home site), or Your Welcome is Doubtful (for an influence check against an ally or character with pluses). 

However, Raisha will most likely only be of use around Mordor. Her home sites are the sites where three of the four highest MP factions (excluding Army of the Dead and Returned Exiles), and these checks become automatic with Good Sense Revolts. She can also easily get to Urlurtsu Nurn, Mount Doom, Barad- Dur, Dead Marshes, Tolfalas, Henneth Anun, Minas Morgul, Shelob's Lair, and Cirith Ungol, and Shrel-kain (sorry, I'm in a card listing mood tonight). While these are all good sites, they are also (for the most part) fairly dangerous, and might be attacked better with another card. However, one interesting strategy can be to have agents in every area of the map except for the one that you are playing resources in (so there aren't any site conflicts). 

In terms of fighting, Raisha is fairly good, within a point of all but the strongest characters (and above many). Thus, when a company enters its site, she can pop up and have an okay chance (within a point or two of just a high- roll contest) for wounding a character. And if a character decides to stay untapped, she's got an even better chance (and tapping a character may be just what you want to do during the site phase). Plus, she's a warrior and can get some of the few current warrior-agent enhancers (and hopefully more in Lidless Eye). However, many companies traveling to Mordor are prepared for a strike of average prowess of 12, so Raisha may not be all that effective. 

So Raisha is a pretty good agent against decks centered around Mordor, perhaps she is best to be kept in the sideboard until your opponent plays the Southrons, Variags, or Easterlings, 

Eyes of the Shadow

Previously, small companies with small hazard limits were a good way to avoid strategies of a few big creatures. Now strength in numbers is being realized. 

Eyes of the Shadow - Hazard - Permanent-event 
Environment. May only be played if Gates of Morning is not in play. The hazard limit is increased by two for each moving company with a size of less than four that also contains a Wizard or a non-ranger character with a mind of 6 or more. Cannot be duplicated. Discard when any play deck is exhausted. 

Now that can get dangerous. It knocks a couple of strategies right out of the water. Also, if planned right, it won't hurt you at all. 

First, when does this take effect? Most companies of two or three (or one, which is rare) have a wizard or a big character to protect the smaller weaklings. For the record, there are at least 10 characters with 6+ mind and without the Ranger skill. Not to mention the countless small companies with a wizard protectorate. This also completely screws the Radagast/Shadowfax card engine. 

So, what can you do with +2 hazard limit? Many strategies (such as Nazgul) require about 4 hazards to effectively operate. One to perhaps throw a medium creature at them to tap a few characters or maybe use up a Concealment. Then you often need a card to be able to play the big nasty in the right place, then the big nasty, and then a modifier (like Passion of Wrath or Fury of the Iron Crown). This can't normally be accomplished on a company of size two or three, but with this card, you've got some extra room to work with. 

There are of course drawbacks to this card. The first is that is's an environment, so it can get hosed by Gates of Morning and Twilight. Gates isn't too common (though I may have to start playing with it, I just can't come up with quite enough Gates cards). However, a handy Twilight can always help that out (don't leave Rivendell without one :-) 

The other problem is that, being an environment, it affects you too. However, if you're planning to be moving in companies less than four you'd have to either be dumber than a troll or be looking for a fight to put this card in your deck. However, sometimes, through greusome battles, it is unavoidable to have a company smaller than four, so you should watch out (or keep some more Twilights handy). 

So Eyes of the Shadow is a scary card, enough to make almost any deck go with four-character companies. 

Elwen

Another female agent, this one can hit you where you're least expecting. 

Elwen - Minion - Warrior/Diplomat Elf - 4/8 - 2 MP - 5 mind; 2 DI - Home Site: Dol Amroth, Minas Tirith 

Unique. Agent. +2 direct influence against Elves and Elf Factions. Agent only: may move to a Haven 

Well, Elwen is a special sort of agent. She has the usual stuff of an agent, plus one nifty added feature: haven movement. Aside from that, she's a pretty nice agent, and with that she becomes pretty good. 

First, her stats are pretty good. 4/8 is about average for an agent. It will be pretty close to a 2d6 vs 2d6 roll for most characters, and she's got a good chance against a hobbit or other wounded character (who's at -2). 2 DI and the +2 vs elves and elf factions help, although with Twisted Tales, the check's probably going to be successful anyway. Her skills of Warrior and Diplomat are pretty good, they allow her to play cards like Cunning Foes and Twisted Tales. 

Cunning Foes can be useful with Elwen, as companies travelling to havens don't usually leave big, buff characters untapped. Thus, she can have a good chance of wouning a weakling hobbit or some such character. However, most companies don't enter a haven, so she can't ususally attack normally. However, this fair elf maid can be a nasty surprise for an unsuspecting elf sitting at a haven holding an ally or maybe a Book of Mazarbul. She can get +10 to this check with Your Welcome Is Doubtful, which can be a very unpleasent surprise for Ms. Annalena. 

Her home sites also go well with her ability. From Minas Tirith she can go to Edoras and then to Lorien, and from Dol Amroth she can go straight to Edhellond. She is also within easy reach of most of Gondor, so you might want to use her if you are concentrating on the areas around Rivendell or up in Dragon Country. Plus, you can just leave her at a haven, as you can have multiple havens in your site deck. 

So overall, Elwen is a good agent, who can strike an unsuspecting company. 

Good Sense Revolts

Too often in the world of Middle-earth, someone goes with a hot head rather than with good sense. Maybe Turin could have learned something from Samwise. 

Good Sense Revolts - Hazard - Short-event 
Playable on an untapped agent. Tap the agent who may then make an influence attempt against an ally, faction, or character. +4 to influence attempt. +8 if ally, faction, or character is playable at agent's home site. Alternatively, modify an influence attempt by an agent by +4. This card cannot serve both functions. 

This time an agent helper, one that can be used by any agent. While this card is not as powerful as, say, Twisted Tales, it is usable by any agent, rather than just Diplomat Agents. It is also more versatile than others as it can also be used to help another check. 

This card will let you make an influence attempt on anything but an item (which agents can't currently do). The +4 is nice, it's about equivelant to many of the Diplomat only cards from Wizards, but it may not be enough. The average agent influence is almost 2, and four added to that makes 6. If you add your roll and subtract your opponent's roll, you can expect about a 6. Subtract from that your opponent's GI (I like to leave about 4 free) or the DI of the controller in the cases of allies and followers. That's cutting it pretty close unless your agent has some bonuses against the target card. 

One such bonus is the home site bonus. This can be very useful against those pesky dwarves if you use Dror or Fori the Beardless. Or you can use any of several agents from around Gondor to knock out characters from there. The average 2 plus an additional 8 makes the influence attmept a reasonable possibility, especially if the character gets additional influence bonuses. 

This card is perhaps most useful for its other ability, +4 to an influence check already in progress. I would suggest using this card in multiples, except that's what the last sentence forbids you from doing. It can be useful with cards like Twisted Tales (I love that card, especially the art), or Your Welcome is Doubtful to give a fairly good chance of making the attempt. 

There aren't really any drawbacks to this card, except that it can only be used in a deck with agents and the influence boost might not be enough, but all in all this is a fairly good and versatile card. 

Hidden Knife

"For each action an equal and opposite reaction." While that's not fully true in this expansion, there has to be some cards that can counterbalance those dang minions. One of them is 

Hidden Knife - Resource - Short-event 
Playable on any face-up agent during your site phase. You may play a hazard creature from your hand keyed to a face-up agent's current site which immediately attacks the agent as if the agent were a character. You do not receive marshalling points if the agent is eliminated. 

Well, this card is perhaps the best way to, if not dispatch of, at least temporarily put an agent out of service. On top of that, it can be a nasty surprise for a player thinking he was going to give you a nasty surprise :-) This card has one simple but fairly devastating effect. It sort of turns the tables on an agent, keying a creature to his site rather than him keying one to you. Plus, this card has somewhat more flexibility. 

How useful is attacking an agent? You can do it any time during your turn, so you can put an agent out of commission after he moves (counting against the hazard limit), but before he does any damage. You can do it if you're going to have to discard a couple of cards anyway. Or you can do it as a part of a chain of events. 

That last can be very useful. An agent pops up at a site where you have a faction and declares he wishes to influence it away. He even plays yesterday's card, Good Sense Revolts to get some help. You then say "Not so fast, Grima, I've got a Slayer with a Hidden Knife." Someone like Wormtongue's chances of not getting wounded by a slayer are about one in twelve, and the chances of failing the body check are about 2/3 per strike (+2/+1 for home site not included). This can save you from losing your faction or having an agent attack you, but it's not going to prevent a creature to be keyed to your site (so you may just be hitting an agent back after he's already done the damage). 

That brings me to the point of what creatures are good with this card? Most agent homesites are border- and free-holds, so they tend to stay around those areas (although some have other homes and they can all move virtually anywhere). So most of the effective creatures to wield the Hidden Knife can be keyed there. Plus, it's better to have a creature with one big strike rather than several small ones, as the later will just yield in -1 strikes. Thus, Slayer and Assassin are some of the best choices. Also good choices are Abductor, Cave Drake (R&L are pretty common, and this creature is good anyway), plus any miscellaneous creatures keyable to the relevant site. That selection of creatures works well in decks based around choosing defenders (which can be pretty good, but now need to watch out for More Alert than Most). 

There are, of course, the standard set of drawbacks. First, it has to be an untapped agent, so you can't use this card to reveal an agent or anticipate a surprise. Also, you don't get MPs if the agent is killed, but (I think) he doesn't get points for killing your creature either (he doesn't get points for killing your characters...). 

So all in all, Hidden Knife can save you from those pesky agents, or at least put one temporarily out of service. 

Palm to Palm

IMHO, one of the best parts of LotR was when Sam and Frodo were crossing Mordor to get to the ultimate goal: Orodruin. One card that combines that part of the books well with a much needed idea is 

Palm to Palm - Resource - Permanent-event 
Playable on a company without a Wizard at a Haven. Any character designated as tapping in support gives +1 to an influence attempt or to an attempt to remove a corruption card by any other character in the company. The mind of each character and ally in the company is increased by one. Discard when any play deck is exhausted, a Wizard joins the company, or any character in the company splits off into another company. 

Well, this card gives an ability that seems intuitive sometimes. You can tap a character to give +1 to an influence check or check to remove a corruption card. I can't count how many times I've wished I could tap a character to help to bring in those Southrons et al. You can also help to get rid of those annoying little corruption cards. 

These two very different effects take place in very different ways. The influence ability is probably the best, as it happens near the end of the turn when the only characters you want to keep untapped is one that you want to get a minor item (if you so desire). Thus, you can feel free to tap and support all you want. The corruption-removing ability is different, though. Since it happens during your organization phase, you will want to leave as many characters untapped as possible to face potential nasties during the move/hazard phase. On the flip side, however, you will have more characters untapped to help, and if you aren't planning on going anywhere (maybe you were wounded by an attack that allowed the corruption to be played), you'll be fine. 

This card has several drawbacks as well. First is the fact that it can't have a wizard. This eliminates many companies, but wizardless strategies are on the rise with this expansion (less to risk). However, this combined with this card's second drawback, increased mind, can hurt. However, if you just have a few characters running around, the extra mind might not make too big of a difference. Plus, this card can be used to great effect in a deck without a wizard. You can play Saw Further And Deeper and that card will counter the influence you lose with this card on a five character company. Five is a pretty good size too, as it gives you sufficient characters to tap to give +1 modifiers (a two character company won't benefit from this card very much). The other two disadvantages are somewhat minor. The first is that it must be played at a haven (which makes me wonder how the Frodo/Sam bit came about), and the other is that the company must remain fairly static. However, most companies, given a little time, become the makeup of the company that you desire. This card is also only temporary, as it will go away when any play deck cycles, which is usually long enough. 

So Palm to Palm is a card that can really help a company, but that also imposes several restrictions. 

Flies and Spiders

With all the prisoner taking and nasty hazard creatures in Dark Minions, I'm surprised that Spider decks didn't make a bigger showing. One thing that does help them, though, is 

Flies and Spiders - Hazard - Permanent-event 
Playable on a character facing a Spider attack. If the strike is successful, target character is not harmed and is taken prisoner at a Ruins & Lairs. During his untap phase, make a body check for that character modified by +1. If not eliminated, his player then makes a roll (draws a #) adding his body. If the result is greater than 15, the character is automatically rescued into his own company located at the rescue site. Rescue-attack: Spiders - 3 strikes with 9 prowess. 

Well, first a few words about prisoners in general and then some comments about this card in particular. First, prisoners can seriously disrupt a player's plans. By taking a major character, like Aragorn, prisoner, even for a few turns, can prevent your opponent from getting those last few MPs he needs while you garner a lead in MPs and call the council. However, since the rescue sites almost always have to be pretty near to the site the company is going to, it will usually only be a turn or two before the character can be rescued. Further, as with agents, you have to use your own sites for holding the prisoners, but it's (probably) only going to be a few turns. One other nice ability of prisoner taking is that it discards all non-ring items, which can completely devastate a strategy, especially if you then go get a unique item they discarded. 

This card in specific has a couple of different features. First, it, of course, is most useful in a spider deck, although spiders are in short supply (Shelob, Spider of the Morlat, and Giant Spiders, and Lesser Spiders not counting auto-attacks). Fortunately, those creatures are pretty buff (and help themselves out, along with Wake of War), so wounding a character isn't too hard (though they aren't actually wounded). It's next ability is that the character has to face a body check each untap phase at +1 (which means it's easier for him to be killed). This is a bonus this card has over other prisoners cards, but this is somewhat made up for by the disadvantage of the character getting a chance to free himself. These two combine in an interesting way. First, with someone like Theodon (6 body) it's pretty likely that the body check will kill him. Even if he stays alive, he'll have to roll better than a nine to get free. Thus, this card is best used against characters with low bodies, although you might be better off just letting the wounding happen and get a good body check roll. 

This card has a few disabilities. The first is the aforementioned chance of the character escaping. The second is minor disadvantage that the site must be a ruins and lairs right near the company's site path. The last is inherent in all prisoner cards, and that is that it is easily discardable by Marvels Told and Palantir of Osgiliath, but if you can discard all of a characters items AND make his company go without him for a turn or so, you're doing pretty good. One other thing to watch out for is Noble Hound. That faithful pooch can put this card (and the strike) to no effect (except discarding the Hound). 

One other minor point is that the rescue attack is three strikes at nine prowess, one point of prowess higher than most, to make up for a slightly worse prisoner ability. So over all, Flies and Spiders is a fairly average prisoners card, but like any prisoners, can be really good. 

Two or Three Tribes Present

Dark Minions marks the first time that an orc deck is viable in most settings. This card is one of the key cards helping that strategy, but it can help almost any creature strategy. 

Two or Three Tribes Present - Hazard - Short-event 
Playable on a company moving with at least two Wildernesses, one Shadow-land, or one Dark-domainin their site path. When played, announce a creature type except Nazgul, Undead, or Dragons (like Orcs, Men, Slayers, Drakes, etc.). For this turn, any hazard creatures of this type played against target company do not count against the hazard limit. 

This is one of the most deadly hazards in the game so far. And on top of that, it's common. It can find its way into most creature decks, and there is no way currently to cancel it. 

Why is this card so great? It can potentially allow you to throw at least 25 creatures at a company with size two (unlikely, but possible). It allows you to play any number of all but three creature types may be played. Admittedly, those three creature types are probably the deadliest, but the others can be just as deadly. Take Orcs as an example. With Minions Stir, three Scimitars of Steel, and Clouds out, a typical Orc-watch of three strikes at 9/- becomes 8 strikes at 16/-, all for just 1 MP. And if you play those five cards, you can play this as a sixth (assuming a large company) to make them all effective for several orcs. Trolls and Men also benefit greatly from this card, as there are several of both of those and they also are greatly helped by several enhancers. Other good choices of creature types with lots of cards are Drakes (which don't have many general enhancers other than Withered Lands but several strike specific enhancers) and wolves or animals. 

This card can be used well for both large and small companies. With a large company you can play several enhancers and then a whole bunch of creatures (or just three or four, but more than the company was prepared for). Against a company of just two you could play a card to soften the company up and then play this to hit them with several creatures. Or you could use this to hit them with several creatures, tapping them and using up some defense, and then come in with a big Nazgul or Dragon. 

However, it may not be all that feasible to hit a company with too many creatures, especially of one type. Sure, 25 is possible, but chances are that one will only have four or five of a creature type in her hand at a time, and usually only if the deck is based around that creature (and for a LOT of them you need to save up for a couple of turns, using space that could be used for other cards). This is where cards like Pallando, the elven kings, the Book of Mazarbul, and Emerald of the Mariner come in handy :-) So perhaps you can only get three or four creatures out with this card, but that's quite something against a very small company. One way to get more is to use Revealed to All Watchers, getting a lot more into your hand (well,if your deck is based around one or two creature types, you should have a pretty high chance of getting a couple). 

With a card this good, you'd expect some sort of major disadvantage. You'd expect something like it being a long-event, so it'd screw you too, or maybe it would specifically apply to only a few creature types, or require Doors of Night, but no. The only disadvantages are that it may only be played against a company with two wilderness, a shadow-land, or dark-domain (most companies do this most of the time), that it doesn't apply to the solitary Dragons, the Nazgul which only have one tribe, and the undead that can't think enough to organize into tribes. The other disadvantage is that you might have been able to play that many creatures against your opponent anyway, although this card (along with Eyes of Shadow) sort of passively eliminate the small companies that were formerly so effective. 

So Two or Three Tribes Present is a great card, worth its slot in almost any hazard portion. 

The Sulfur-deeps

Anyone who has been to Yellowstone National Park can attest that sulfur stinks and lots of sulfur stinks a lot. I might have enjoyed walking amongst geysers more if I had walked away with a Dragon-helm and Aiglos. 

The Sulfur-deeps - Site - Under-deeps - Dark-hold - Opponent/You Draw 4/1 
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): (1st) Trolls - 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). 



Well, The Sulfur-deeps is actually a fairly good Under-deeps site. It's got a fairly (or at least comparatively) easy auto-attack, and it's got a pretty wide swath of items playable there. 

First, it is an Under-deeps site, so it has some inherent abilities and disabilities. First, it doesn't have a site path (though you may have to face some nasties on your way to Dol Guldur to get down here) except for the site type, which is still nasty enough to allow Nazgul et al. to attack. Second, you can play two greater or a greater and a major or two majors, etc. here. That's pretty nice, and is the basis of Thorough Search decks, and these sites can do that without using a slot for Thorough search (or making sure you have an untapped scout), but the nice parts end about there. Any deck preparing to go down here needs more than just three cards (Thorough Search) to prepare. Other disadvantages include two nasty auto-attacks, the danger of nasties like Durin's Bane, and difficult movement. 

What is specific about The Sulfur-deeps? Well, it's below Dol Guldur, one of the least frequently visited sites on the map (up there with Barad-dur). It's a Dark-hold, so you can expect some dangerous creatures (Nazgul and souped up Orcs/Trolls/Undead come to mind...), although if you can brave them while venturing through Southern Mirkwood and while arriving at Dol Guldur, you can probably find a way to deal with them down below (where I believe Thrain was found by Gandalf). This can be nice if your opponent is playing a largely wilderness or border/free-based attack, but those aren't all that popular at the moment ;-) However, once you arrive through all the dangers, you have to face 2 troll strikes at 9 prowess (note: DO NOT play an orc/troll hazard strategy with an Under-deeps strategy it DOES NOT work). That's bigger than most of the attacks in the game, but it's about on par with other greater item sites. Then you've got to deal with a shadow-holds creature of your opponent's choice, which can be a dangerous proposition if your opponent likes Undead/Orcs/Trolls, but can be a piece of cake if he's using Assassins, Slayers, Cave-drakes, and the like. However, you may be better off safe than sorry (Mallorn or Aiglos?). Note that you may be looking at a Khamul or Andunaphel coming at you, which could be yours, so watch out and plan carefully! 

Other stuff particular to The Sulfur-deeps is the 4/1 draw (typical of under- deeps) which is the worst ratio of any site in the game. It's also kind of centrally located, so you can get to a fair number of sites with relative ease. It doesn't have any specific resources for it (although you might drop down if you play Pass the Doors of Dol Guldur), but it can be useful for playing (along with your normal plethora of items) a card like Vein of Arda or To the Uttermost Foundations. 

So The Sulfur-deeps is an interesting site. It should be in every site deck (as should all sites), but you should carefully plan your deck if you want to use it (although it can be a good site for taking prisoners to). You can get two greater items (as well as other cool Under-deeps cards), but you may come up with more characters and MPs in the same amount of time by getting greater and major items above ground. 

Noldo-lantern

When you are under the shadow, it may be a good idea to take a lantern along. 

Noldo-lantern - Resource - Special Item 2 MP - 2 CP 
Playable at any Under-deep site. +2 to all rolls required for bearer's company to move to an adjacent site in the Under-deeps. Tap Noldo-lantern to give -2 prowess and one less strike (to a minimum of one) to any Undead, Nazgul, Orc, or Troll attack. 



Well, after yesterday's Under-deeps site, here's a little something to aid your journies in the Under-deeps. It can aid in non-under-deeps missions as well, but that's not as practical. 

First, Noldo-lantern give +2 to rolls to move between Under-deeps. This isn't as high as Secret Ways, but it also doesn't help your opponent and it's permanent. It can also be duplicated or added to Dwarven Light Stone to make Under-deeps travelling easier than above-deeps travelling. This can be a great help, as speed can be everything, and if your surface site is tapped, it could take a long time before you can get above ground. 

It's got another nifty ability in it's attack-reducing feature. You can lower several of the attacks most commonly found as auto-attacks in prowess by two and in strikes by one. This can make a formidable Olog-hai become a less formidable 8/5 with 2 strikes (for two MPs). Or you can reduce a Barrow-wight to 10 prowess, not quite as dangerous. And if you're spelunking, you might want to use it to make the auto-attacks a bit tamer. A plus is that the +2 to movement modifier works even while the Lantern is tapped. 

It's got some other features too. It's got a 2/2 MP:CP ratio, which isn't sterling, but it's better than, say, Wizard's Ring. Another feature is that it's not unique, so you can have three and your opponent can have three and you're all happy. It's one disadvantage is that it's only playable in the Under-deeps, although it can be played along with something like Aiglos or Dragon-helm or Orcrist. But if you're in the Under-deeps anyway... 

You might want to give the Noldo-lantern to a Hobbit to avoid corruption problems while everybody gets other items while they're all spelunking. So Noldo-lantern (like its similar card Dwarven Light Stone) is a good card to take along on your trips to the Under-deeps, although if you aren't planning on spending much time down there you might want to seek for an easier 2 MPs (Torque of Hues has a better ability...). 

Barrow-blade

Most of the comments about Dark Minions have gone to cool new hazards and new and better hazard strategies. However, the set also has ways to counter those strategies, or just help on its own. 

Barrow-blade - Resource - Permanent-event - 1 MP - 1 CP - +1(3) Prowess Tap the bearer of a Dagger of Westernesse during the site phase at a Ruins & Lairs and play this with the Dagger. Dagger receives +1 prowess (+3 versus Undead and Nazgul). Cannot be duplicated on a given Dagger. 

Well, this makes a nifty common card niftier. It's got a few good points and only minor drawbacks. It can also fit in nicely with a Hobbit or book based theme deck (just hand it to Merry :-) 

This card's biggest bonus is the +1 prowess. Now, that's not a lot, but it can make the difference between a dead character and a merely tapped character. And after ten or twenty strikes, one prowess really adds up. Still, there are nicer ways to boost prowess such as Glamdring or Sword of Gondolin. Better is the +3 against Undead and Nazgul (that's not in addition to the +1 for other stuff). When you combine this bonus with Dagger's one, you can get a pretty good character. For instance, Peath with a Dagger and a Barrow-blade facing a Nazgul is at 13 and his body is halved (this at least avoids on almost all of the Nazgul). 

Keep in mind, however, that the bonuses from this card are applied to the Dagger and not the character's prowess. The difference is that it still can't boost you above the 8 max of the Dagger (similar thing with Map to Mithril). Thus, to get the fullest bonus from this card you should put it on a character with 4 or lower prowess, although if you aren't anticipating too many undead or Nazgul, you can do just fine by giving this to a 6 prowess character. 

Another advantage of this card is that it can be played at a Ruins and Lairs (tapped or untapped) during the site phase. Thus, you can have the rest of your party dispatch the auto-attack, get some items, and then enhance someone's dagger. You can't, however, play this on a just found dagger, as the receiver must be untapped. The other part of getting this card into play, having a dagger, is relatively simple. Dagger of Westernesse is one of the best general minor items, and is a good candidate for a starting minor item if you don't need a more specific one (like Black Arrow or Elf-stone). You could also include a Dagger in your deck, or in your sideboard for use with Cup of Farewell and then Armory, but if you start with it you will be almost assured of having the Dagger present when you draw Barrow-blade. 

The other disadvantage for this card is the one corruption, which adds to the one already there from the dagger. This is slightly balanced by the 1 MP, giving a 1:2 MP:CP ratio, which isn't very good, but better than 0:2. 

So Barrow-blade is a nice little booster, not too powerful, but easy to play. 

Chill Douser

Today is Thanksgiving, many of us are sitting around the table eating and giving thanks. One thing I am thankful for is that I am not facing a 

Chill Douser - Hazard - Creature - 1 MP - 8/- - Playable: RL, Sh 
Undead. Three strikes. Unless Chill Douser's attack is cancelled, all Undead attacks against the company for the rest of the turn receive +1 strike and +1 prowess. 



Well, this card can really be key (no pun intended) in an undead deck. While it's not as powerful by itself as, say, Ghosts or Ghouls, but it can really help those out. 

Its main feature is that it does a temporary The Moon Is Dead, giving all undead one more strike and prowess and strike until the end of the turn. This has some advantages and disadvantages over The Moon Is Dead. First, it is only until the end of the turn, unlike TMID, but it also stays around if an undead attack is defeated. It can also be duplicated, which TMID can't. However, it requires Ruins and Lairs or a Shadow-hold to be played, while TMID can be played anywhere. But how good is this ability? It can be devastating. Consider the following situation which Samwise (the rater) elaborated for me. (I edited slightly.) 

Say your opponent visits Moria, and you already have Will of Sauron, Plague of Wights, and The Moon is Dead in play. Naturally he doesn't want to, but he thinks he's doing pretty well. He has seven characters in his party, some of them pretty bad. Wham! Hit him right off with a Chill Douser, 10 strikes at 11 prowess (it gets its own modifiers I found out from Mike Reynolds). Your opponent is stunned, but some of his guys are tough, and most make it through without injury. So you follow it up with another Chill Douser. 12 strikes at 12 prowess. At this point, even the badasses are worried, because you now have 2 extra attack modifiers to spread around, only you don't spread them around, you pound that one bad ass with all five of them. At this point, you are adding 4 prowess, 3 strikes, and then doubling the number of strikes. So you follow up with Ghosts. 12 strikes at 13 prowess. I sure can't think of any dragons this devastating. And another Ghost. At this point everyone is at least tapped. Probably a couple of guys are dead, and you are assigning 7, 8, or 9 attack modifiers, so that 13 prowess can effectively be 20 or more, not to mention that in the last two attacks, those injured not only made body checks, but corruption checks as well. That Durin's Axe has become a serious liability. A good option on this attack would be a Pale Dream Maker if you happen to have it in your hand. You don't though this time. You do have a Ghoul though. 16 strikes at 11 prowess. You have two hazards left. You can almost guarantee that your last attack is going to be effective against the three characters that are left, and everyone is most likely injured, and suffering a -2 attack modifier. So you play that last ghoul, and with it Spells of the Barrow- Wights. You have 13 attack modifiers to spread around, and can almost be sure that those three applied strikes will be effective. All items are lost, including the ring, and the three are taken captive. They are now costing your opponent -5 MPs, and making body checks at -1 every untap phase until they are rescued. If they die, that is a permanant -5. Is there any other attack in the game right now that can almost eliminate an opponent like this? Even if his wizard was not a member of his party, that person is effectively out of the game. Sure, this takes some luck or planning (and discarding other useful cards), but with Revealed to All Watchers, it can work nicely. You might want to add Eyes of the Shadow so that even the small companies can get a barrage of undead. 

Back to Chill Douser, he has some more features and drawbacks. One is that if it is cancelled, the bonuses don't happen. However, if your opponent taps a scout and uses a Concealment (or maybe Star-glass), she can't use it against one of your nastier undead. Also, it's only playable at Ruins and Lairs and Shadow-holds, though the average undead is playable at shadow and dark holds and domains. It's got 8 prowess and three strikes, which isn't too great compared to other undead, but it can also pick up bonuses of other Chill Dousers (and TMID and Plague of Wights), so it can get up to 12 strikes at 11 prowess, and it still gives its bonuses to the rest of the undead for the turn (including auto-attacks, if your opponent survives the move/hazard phase). It only affects one company though. Its other feature is the standard 1 MP for killing it, which is the same as all other undead as well as most other creatures. 

So Chill Douser can be a VERY useful card in an undead deck, but not very good otherwise. 

Rebuild the Town

With all those Ruins and Lairs, it nice to have a card than "unruins" the sites. 

Rebuild the Town - Resource - Permanent-event 
Playable on a non-Dragon's lair, non-Under-deeps Ruins & Lairs. The site becomes a Border-hold and loses all automatic-attacks. Discard Rebuild the Town when the site is discarded or returned to its location deck. 



Well, Rebuild the Town is a nice little card, but is most useful with a card that can untap sites. In fact, with Durin's ring, it can be quite abusive. 

It's effect is simple, making a site an auto-attackless border-hold. Why would you want to do this? Perhaps you have a small company which is mostly tapped out after a hard road, and you would like to bypass the auto-attacks and just grab an item. This can be very useful for hobbit companies which haven't gotten their cancellation engines working yet. 

While this can be quite useful, it is even more useful if you can untap the site and really reap the benefits. You can go all-out and play this card along with Durin's ring and crank out the items, leaving a character there when you need to run back to a haven to unload your corruptive items. This would be ideal at Dragon lairs and Under-deeps, if it weren't expressly forbidden, but it can work wonders at The Stones, where you can crank out greater items (and have more characters untapped for Thorough Searches). Also, if you have a sage or two, you can use Fireworks on your new border- hold to untap it a couple of times (this is best done with a high-mind sage). Wizard's Staff can help out here by bringing Fireworks (a ritual) back, and wizards are the best (tied with Elrond) at playing Fireworks. You can also play this card an an info site like Stone-circle and then play Look More Closely Later (which can also be retrieved by Wizard's Staff). Another good combo to use this with is Quiet Lands to turn a Shadow-hold into a Ruins & Lairs and then make it all the way to a Border-hold. 

There are just a couple of drawbacks to this card. The first is that it can't be played on a Dragon's lair or Under-deeps site. This is okay because there are plenty of other good Ruins & Lairs, and if you COULD play this there it would just be too overbalancing. Another disadvantage is that it only lasts while the site is in play, which also means that in order for your opponent to use it, he has to get there while you're still there. The other bad thing is that it becomes an attractor for Slayers, Assassins, and the like. There are, however, more and nastier Ruins & Lairs creatures than Border-hold creatures. 

Thus, Rebuild the Town is a good card, worthy of any deck which would rather not face the auto-attacks at a site. 

In Darkness Bind Them

Three Rings for the Elven-kings under the sky, 
Seven for the Dwarf-lords in their halls of stone, 
Nine for Mortal Men doomed to die, 
One for the Dark Lord on his dark throne 
In the Land of Mordor where the Shadows lie. 
One Ring to rule them all, One Ring to find them, 
One Ring to bring them all and in the darkness bind them 
In the Land of Mordor where the Shadows lie. 

In Darkness Bind Them - Hazard - Permanent-event 
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. 



Well, perhaps my favorite line in all of the Lord of the Rings is that, and in the darkness bind them. This card can have an interesting psychological effect, striking fear into anyone who hears "I play IN DARKNESS BIND THEM. BWA HA HA HA!" The advantages, however, end there. 

This card, along with Angmar Arises and Reaching Shadow, makes shadow-land and dark-domain creatures easier to play and harder to cancel. This can be very useful, as you can have an orc/troll or undead deck attacking companies in places where they are not normally playable, but these cards don't have as many drawbacks as the Will of Sauron/Morgul-night combo. First, they make shadow-lands creatures playable at former wildernesses (while wilderness creatures may still be played there). They are permanent-events, so there is no need for the Will of Sauron, and they stay around until a creature is killed keyed to the regions (which means you can still key to the symbol and be safe). 

In particular, In Darkness Bind Them makes shadow-land creatures keyable to two wildernesses, four shadow-lands, and three dark-domains and dark-domains creatures keyable to three shadow-lands and three dark-domains. Now, this really only helps in a couple of cases. Most creatures keyable to shadow- lands are not keyable to wilderness (particularly the good orcs, trolls, and undead), so this card can be slightly useful by attacking in Ithilien and Harondor. However, chances are pretty good that if they are going to either of those places they will also go through Dagorlad or Khand, which are both shadow-lands. In a Minas Tirith deck, however, this may be your only shot at them with your orcs/trolls/undead. Then it also makes Shadow-landers keyable at shadow-lands. The only reasons you would do that is if they a) had Gollum or b) changed the region type or c) you wanted to get rid of In Darkness Bind Them by giving your opponent a chance to defeat a creature keyed to the region. Chances are that you will be able to deal with Gollum (one canceled attack out of several isn't too bad) and keep a twilight in your hand to cancel a Fog (as that's more versatile) than use this card. Next, it makes shadow creatures playable in three of the five dark-domains on the board. Why? There are all of 4 creatures that can be keyed to shadow-lands and not dark-domains. Plus, in order to get to the dark-domains, a company has to go through the shadow-lands first (and there are nastier dark-domain only creatures). 

As for the dark-domain creatures increased range, this card lets you hit your opponent in Khand, Dagorlad, Imlad Morgul, and three existing dark-domains. Of the dark-domains-only creatures, three are not Nazgul (and of those, Gothmog may be keyed to shadow following an orc or troll attack and Mouth of Sauron is usually used as a short-event). Of the Nazgul, three may be keyed to Dagorlad, three to Imlad Morgul, and four to Khand (and Khamul is the only one who can't go to any of them). 

So in general, In Darkness Bind Them is a cool name for a card (I just get thrills saying the name and curling my fingers), but its abilities suck, especially compared to Angmar Arises (which helps 4 more traveled regions including Rhudaur) or Reaching Shadow (which helps 8 regions, some of them border-lands). 

More Alert Than Most

Dark Minions had several cards that worked wonders to hose earlier strategies. One of these cards is 

More Alert Than Most - Resource - Permanent-event 
The number of strikes of any attack that chooses defending characters is reduced by one (to a minimum of one) - by 2 if Gates of Morning is in play. Discard when such an attack is defeated. Cannot be duplicated. 



Well, in the right deck, this can give a definite advantage to one player, although somewhat temporary. This card has caused many people to drop from their decks many of the formerly great creatures like Cave-drake. "Attacker chooses defender" decks were probably in the top five on any list of good hazard portions (it was the winning deck in the national championship, IIRC). They have the ability to take down the characters that your opponent is trying to protect, and so doing, avoid giving him many MPs. This card makes those decks not as strong, but I don't think it will stop them from being played. 

This is one card that benefits from Gates of Morning. However, if you don't put Gates in your deck, you can assume it won't be out. If you want to keep Gates around, you had better keep a Twilight handy too. This card works well without Gates, though. There are about 18 attacks normally affected by this card, and only a few of them have three strikes (and thus hurt by gates). However, there are several cards that increase the strikes of creatures, so a few more creatures (like Pick-pocket) are added. Plus, this card makes a Fell-beasted Nazgul only have one strike instead of two, quite a bit more manageable. 

This card is, however, discarded when an attacker-chooses attack is defeated. However, the idea behind playing most of the attacker-chooses creatures, is that you can attack the characters without much of a chance of defeating the strike. Thus, unless your opponent throw an easy creature at one of your big fighters, you can guess that More Alert Than Most will stay around for most of the game. 

The only other drawback is that it helps your opponent too if you are playing with attacker-chooses creatures, so you should only put this card in your deck if it won't hurt your own hazarding. More Alert Than Most is a card that, while it won't shut down certain creatures, it will cause them to do less damage to your companies. 

To The Uttermost Foundations

One of people's favorite pictures from Dark Minions (as told by the survey) was To The Uttermost Foundations. Coincidentally, I was planning on reviewing 

To The Uttermost Foundations - Resource - Permanent-event 
Playable on a company at an Under-deeps site during its organization phase; tap site if untapped. This card is played tapped and can only be untapped during your organization phase if the company is at a different Under-deeps site. If untapped and at a Haven, this card may be stored in your marshalling point pile-only if stored do you receive its marshalling points. Cannot be duplicated on a given company. 



Well, on its own, this card is probably not worth going to the Under-deeps, but it can be a nice tag-along card. It is free of corruption and is non-influencable. It can't even be discarded with Which Might Be Lies. It's basically free MPs for a spelunking company. 

Three MPs is equivalant to the average faction or so, but as I mentioned, this card is not able to be influenced away. It also doesn't need to be influenced, so it automatically comes out. It's worth about as many MPs as some of the major or greater items, but it imparts no corruption. It is, however, harder to get than your average major item. You can, however, get it along with a couple of other items. 

This is the best strategy with this card. Drop down to the under-deeps and snag an item such as Aiglos or Dragon-helm (or both :-) At the start of your next turn, play this card and then move to another Under-deeps site to play, say, a Vein of Arda or a pair of other items. This card untaps and you can now go back up to the surface and store some of your stuff, knowing that you now have 3 secure MPs that you didn't have to do much extra work for. 

You can also play this card on one trip to the Under-deeps, come up and heal/ replace lost characters, and then go back down a few turns later. This card will then untap, and be free for the storing. 

There are only two real drawbacks to this card. The first is that it has to be played at the Under-deeps. That's not too big of a deal, though, as you can just put it in your decks that plan on going to the Under-deeps. The other disadvantage is that you don't get the MPs until it's stored (after visiting the second site). However, I usually find that the first place one goes after the Under-deeps is to a haven, and you can't use MPs down below to call the council any way, so it's not too big of a deal. 

So all in all, To The Uttermost Foundations is a good minor side-quest for any company travelling down under the surface. 

Aware of their Ways

My temporary time crunch is now over, and I should be able to keep up with the daily pace. Today's card is 

Aware of their Ways - Resources - Short-event 
Opponent reveals four cards at random from his discard pile. You may choose a non-unique one and remove it from play. Opponent discards the other three. 



This card has a fairly limited use. It can be quite useful in a long game, if you can get the right card. 

Simply, this takes a non-unique card out of circulation from your opponent's deck. However, chances are, your opponent will probably have two or three of any non-unique card you would want to get rid of. Not to mention, it is only useful in longer games. 

What good can this card achieve, though? If played early enough in the game, you can catch your opponent as he plays something that you don't want to see again. This can lower the number of Thorough Searches your opponent can play in the next cycle, or make sure your opponent won't get that Sword of Gondolin that was lost in the corruption check. This card can also get rid of hazards too, weeding out Slayers and Cave-drakes that have hit you. However, this is only useful if you are playing a two deck or longer game or if your opponent heavily uses An Unexpected Outpost or Smoke Rings. Another potential use for this card is if your opponent grabs five hazards from his sideboard. If this is done early enough, you may be able to snag one of his new cards that he brought in to deal with your deck. 

Or you might not. This card does not allow you to pick any discarded card, you just get four random cards to chose from. Especially late in the game, your only choices may be cards you don't mind letting your opponent keep or you might pull four unique cards. Thus, this card is best used if your opponent plays a card you don't like early on (or with the help of Pallando, he discards early a card he needs for a later combo). 

The time issue is also a major factor. This card is hardly at all useful in one-deck games, and most two-deck games I have played end shortly after someone cycles, giving a low percentage chance that the card you removed would turn up again. So this deck is most useful if you are planning on playing a long game, so that your creatures can only be concealed 6 times instead of 9 (or something similar). 

Thus Aware of their Ways is a card most useful if you plan on playing three and four deck games, which all though they are fun, are not as common as one- and two-deck games. Hmmm, wonder how long a five-deck game would last :-) 

Exhalation of Decay

Today's card combines two cool new card abilities from Dark Minions. 

Exhalation of Decay - Hazard - Short-event 
Playable on an Undead hazard creature in your discard pile. If target Undead can attack, bring it into play as a creature that attacks immediately (not counting against the hazard limit). The attack's prowess is modified by -1. 

Well, this card can effectively get around the 3-per-deck limit. It can also be a pretty nasty surprise for your opponent when he finds that he was just attacked by more than three Chill Dousers in one turn... and he has more hazards left to face. 

Simply, this has two advantages and one disadvantage. The advantages are that you can reuse your undead and it only costs one against the hazard limit as opposed to two (with Uvatha/Mouth). The disadvantage is that the undead is at -1 prowess. This allows you to pick just the undead you want (so you can hit your opponent as he goes through double wilderness with a Stirring Bones as he goes through double wilderness or with a Ghouls or Barrow-wight as he goes through a shadow-lands. You can also use it to attack with a certain undead more than three times (especially useful with a Corpse-candle if your opponent's characters are loaded down with corruption). 

However, this card (like any other) takes up space in your deck. And since most undead are similar (at least mathematically) you may be better off by not including this card and thus having a higher chance of drawing "real" undead rather than "undead-undead." However, if you are in need of an undead card (to balance your resources or maybe to keep the Will of Sauron around), this can be a good choice. 

Here is a Snake!

Una cosa interesante es que ya no hay cada culebras. Pero esta una carta que tiene culebra en el nombre: ¡Aqui es una Culebra! 

Here is a Snake! - Resource - Short-event 
Playable on a company during its movement/hazard phase after cards have been drawn. Opponent may reveal to you any number of hazards from his hand. He may only play hazards he revealed to you (including on-guard cards) for the remainder of target company's movement/hazard phase. Alternatively, a face-down agent is tapped and revealed. 

Sorry for all of you non-Spanish speakers, it just sounds cooler to shout out ¡Aqui es una Culebra! rather than Here is a Snake! Anyway... 

I anticipate this card becoming a very useful card. Not only does it let you get an idea of your opponent's strategy is, it can let you know what kind of danger you WILL be facing, so you can plan accordingly. For instance, you decide to move through a wilderness, border-land, and shadow-land to a ruins & lairs. Normally, your opponent might play a Slayer, getting you to tap the target and maybe another character to remove an attack. He then follows up with a medium-sized orc. You think for a few moments and decide that it would be tough to stay through this attack with your characters untapped, so you tap a scout and play a Concealment. You've got a coupple characters untapped and your opponent has a couple hazards left, so you think you're doing pretty well until WHAM! you get hit by a Nazgul riding a Morgul-horse. Now you wish you had tapped most of your characters to beat down the orc and then saved your concealment and a scout to stop that Nazgul. That's where thsi card comes in. Your opponent may only play cards he chooses to show to you, so you can plan accordingly. Is this better than other scrying cards? With Secret News, you only get 5 cards, so it's possible that, after drawing cards, your opponent has 10 in his hand and you don't see his three nastiest cards. Mirror of Galadriel ius nice, but it requires a company at Lorien, which isn't always possible. The Palantir of Amon Sul is also nice, as it lets you see your opponent's hand as well, but that imparts corruption and palantir use, etc. 

The only disadvantage to this card is that it takes up space in your deck. Thus, you might not want to include it if you are planning on having a company of big fighters or if you enjoy the thrill of guessing what's up your opponent's sleeve, but otherwise you might want to include this card. The other thing that could be better is if you could play it during organization and so decide where you wanted to go according to what you would find. However, you usually don't find a snake until you're right on top of it. 

This card even has another feature. You can scope out your opponent's agents and thus decide where you want to go (avoid that Grimburgoth!). I believe that this part of the card can be played anytime (similar logic as Wolf-riders), although I've been corrected a couple of times recently, so let me know if I'm wrong Mike. This can be somewhat useful, but it's probably not worth including Here is a Snake! just for turning agents face up. 

So all in all, Here is a Snake is a good card. You can sus what your opponent is up to, plan your movement, it even messes up Revealed to All Watchers. Plus, it's fun to look at the picture and shout "¡Aqui es una Culebra!" 

Token of Goodwill

Ever since I saw Foolish Words in Dragons I've been waiting for Offering Attempts. Now we have one and it doesn't seem as cool as I had hoped, but on second thought it can be pretty cool. 

Token of Goodwill - Resource - Short-event 
Offering Attempt. Playable on a diplomat whose company is facing an attack of the type listed below. Target diplomat makes a corruption check. If he does not fail, discard an item from his company (as listed below), and make a roll (or draw a #) adding the diplomat's unused direct influence. If the result is greater than the listed values, the attack is cancelled, and you may take one resource from your play deck or discard pile into your hand (reshuffle play deck if searched). Against a Dragon: greater item/5, against a Drake: major item/6, against Men, Slayer, or any Agent: minor item/7. 

When most people first look at this card the immediate reaction is "This card sucks." However, this card can be both very useful and very powerful. As just an attack canceler it's pretty limited, but it is the most powerful deck searcher in the game. 

First off, it's hard to play. It can only be used against a dragon/drake/man/ slayer/agent attack. Dragon auto-attacks can be easily arranged, but it may be hard to get one of the other attacks in. However, you may just want to get one attack opportunity. The next step is making the roll. Especially if your diplomat is planning on being a faction influencer, he'll probably have about 2 free DI (assuming you have a diplomat...). A wizard can also act well in this position. However, taking two as an average, you will need to roll over a 3 to 5, depending on the attack type. Then you have to discard the appropriate item, which is the major drawback of this card. Who wants to discard the Emerald they just got from the Lonely Mountain the turn they leave and get attacked by Smaug Ahunt? This makes this card primarily a card to use against Men, Slayers, and Agents, which is pretty limited. 

There are some good parts, though. You can use a minor item strategy along with this card. Mathom Lore, Cup of Farewell, and Armory work well here. You could even include several Tokens of Goodwill and recycle your minor items with Mathom Lore and Armory. Needless to say, discarding a card like a Potion of Prowess is well worth searching your deck and discard pile for any resource (you can even get back that minor item if you really want to...). And I find agent attacks to be at least moderately common, as well as slayers and men (yes, you can use this to cancel the first attack of a slayer). Often, a major item is worth a search through your deck. 

That deck search is, of course, the best part of this card. This aspect of the card is better than most other card aspects. It's not limited like Dwarven Rings, Far Sight, Palantir of Annuminas, et al. Any resource. Item, event, whatever. You can also grab something your wizard brought from the sideboard to your discard pile too. I don't think anybody can count the number of times she has wanted to have that ONE resource. This card is currently, for instance, the only card that can fetch Gollum's Fate. 

One card should be mentioned in the context of this card. Leaf Brooch. You can get a Leaf Brooch from Lorien, march right up to Gold Hill and say: "Here, Itangast, I'll trade you this nice little brooch for that big sword over in the corner. Or maybe I like that nice shiny emerald." That combo pushes up my rating by at least 1.5 it's so nice. 

So all in all, Token of Goodwill is a nice card that, while hard to play, can be very useful when you do play it. 

Doubled Vigilance

Dark Minions has a very good (or bad, depending on your viewpoint) balance of cards. Both large and small companies are hurt by this expansion. Small companies are hurt by cards which don't count against the hazard limit and cards like Eyes of the Shadow. Large companies stand to face lots of nasty hazards and cards like 

Doubled Vigilance - Hazard - Permanent-event 
Playable on a Shadow-hold (or on a Ruins & Lairs or Border-hold if Doors of Night is in play). If the company chooses to enter the site, it must make a roll (draw a #) and subtract its company size. If the result is greater than 6, the company may enter the site as normal. Otherwise, the company must face an attack to be resolved before any automatic-attacks: Orcs - 4 strikes at 9 prowess. Discard when the site card is discarded or returned to its location deck. 



This is a pretty good answer to the typical Indy deck company. It makes it pretty much automatic that a medium to large company will face an extra (decent) attack and it give a fairly good chance that small companies will also have to face it. 

The probability that a company will have to face this orc attack is pretty high. For a company of size 2, the probability is about 72% (8 or less), for a company of size 3 it's about 83%, size 4 92%, size 5 97%, and it's automatic for any company of size 6 or 7. Those are some pretty good odds. 

Now, how effective is an attack like that? It's got one more strike than an Orc-watch, but is more limited in play. However, it's more limited in play without Doors of Night. Doors is, however, in probably a majority of decks and frequently out. With Doors, this card reaches most sites, so if you include Doors, you can be pretty sure of giving this card a high frequency of play. The attack, as I mentioned, is not too shabby, as it has a pretty good chance of at least tapping some characters, which is almost all that counts during the site phase. Plus, it benefits from all those nifty orc enhancers which have recently made orcs a viable (and dangerous) strategy. 

Even if you can't tap the party with this card (and other hazards during the M/H phase), they still have to face the auto-attack (and you will likely get to choose many defenders with that). There is some chance that your opponent will survive with a character available for an item (or the right character for the faction), but this card almost certainly prevents multiple item grabbing with Thorough Search or Durin's Ring. 

Is this card better than just including a creature? In many cases, yes. Most of the creatures that can be keyed to border-holds, ruins & lairs, AND shadow- holds have weaker attacks, and also won't plague a company for multiple turns if it fails to make it in. This card also doesn't give any MPs, although 1 MP usually won't make too much of a difference. This card can't, however, be played on-guard. 

So all in all, Doubled Vigilance is a card that can cause a company to wait an extra turn, and possibly force them to move somewhere else, giving you more opportunity to play hazards on them and they less chances to get MPs. Which is what the game's all about. 

Gnaw With Words

The point of playing hazards is often just to tap a character or two. Here is a card that does just that. 

Gnaw with Words - Hazard - Short-event 
Tap a sage if another sage is in his company or at his new site or at his current site. Tap a diplomat if another diplomat is in his company or at his new site or at his current site. 



(Note: I think the text is different, but I don't have the card on me and I got the text of the card from ICE's website). Well, as I said, this does exactly what you usually try to do: tap a character. It is, however, limited in that you may not be doing much of anything. 

Especially in the shorter games, the whole point of playing hazards is to tap the characters so they cannot play things during the site phase. This card can help that a lot, as the diplomat or the sage may be the only character your opponent wants to keep untapped. 

There are, by a quick count, 23 sages and 25 diplomats (plus an ally or two for each). Some of them are both, but it doesn't matter in this case. Also, almost every company has at least one sage and many have a diplomat, especially if the party is hunting for factions. However, most companies don't plan on needing multiple sages or diplomats for their skills, especially diplomat as it only helps to prevent against a couple of hazards. 

So, why would I want to tap a sage or diplomat? If I think you are going to play some information, I would be wise to tap your sages. If I notice that you have Adrazar with a Horn of Anor heading to Dol Amroth, I should probably tap him. Also, if I think you are planning to use a character with one of those skills (wizards come to mind...), I can easily tap them (Cirdan, Elrond, Celeborn, Thrain, Thorin, Bilbo, etc.). 

However, frequently you may just be able to use the other character with that skill. If I tap Annalena, you can just as easily use Ioreth to have some Dreams of Lore, and if I tap Gimli, you can probably use Frodo to have some Lordly Presence. But sometimes, I might want to use this card to start off with, to either tap your sacrificial Halbarad or to prevent you from tapping Bilbo to conceal from my Dragon. And through other creature attacks and other hazards (two Gnaw With Words works well) you may be able to tap all of the sages/diplomats that you want. Thus, Gnaw With Words can be an effective, MP-free, card. 

Plus, it gives you a chance to annoy your opponent if you enjoy play acting your cards :-) 

Woffung

Minions were the principle "cool new thing" in Dark Minions. They are pretty cool now, and just wait until Lidless Eye comes out :-) 

Woffung - Minion - Warrior/Diplomat Man - 1 MP - 4 mind - 1 DI - 4/8 - Home Site: Lake-town, Dale, Shrel-Kain 
Unique. Agent. 

Well, aside from the picture (I dig the jester's cap), Woffung is a pretty typical Minion. His 4 mind means you can have 9 similar agents in your deck (counting 4.5 towards the Council of Lorien limit). This is proportional to his 1 DI, which isn't a lot, but can provide that extra one to put you over the top when he's influencing something away (such as the Men of Lake-town, Norhtern Rhovanion, Dale, or Dorwinion). He's 4/8, so he's got a pretty good chance of wounding someone if he's at his homesite and unrevealed. He's a warrior, so he can use cards like Cunning Foes to help his attack and a diplomat so he can use cards like Twisted Tales (another dark card with cool art). He's also only worth 1 MP if your opponent manages to knock him off. His homesites provide him easy access to the above factions as well as Dragon hunting region, so he may be able to interfere with a company heading up there, although would you rather have one strike at 4+2d6 or three strikes at 18? The homesites are also border-holds, so he can tap to play any of Orcs, Nazgul, Men, Dwarves, Dunedain, Elves, and Hobbits (expect Dwarven, Elven, Hobbitish, etc. creatures coming soon...) there. Most of those aren't too impressive, most of the men can be played on the way there anyway and some of the others don't exist yet. If you have the right enhancers, orc attacks can be pretty nasty and there aren't normally any shadow-lands on the way to his homesites. Nazgul attacking at border-holds is pretty nasty. However, your opponent may be anticipating some nasty creatures, so might be prepared. If she's prepared to cancel with Dragon-feuds, Dragons Hunger, and the like, he could be in for a real surprise. 

Those are the stats specific to Woffung, but the rest of this review will be about agents in general (though I haven't gotten quite enough chances to play with them to really have their strategic nuances down). As I see it, there are three main uses of agents: attacks, influence, and creatures. Agent attacks are interesting because they get their own 2d6 roll, so they can provide a pretty formidible attack for a low number of MPs. On the flip side, a two can always be rolled, giving a (fairly) easy kill. Plus, if you have an agent with a homesite that is frequently visited, you can give a nasty surprise with +5 prowess, +1 body, and attacker-chooses. There are, of course, cards to help you out. Cunning Foes and Sudden Fury are two of the better ones. 

Influence is another good agent strategy. Most agents have homesites where factinons are playable, so cards like Twisted Tales and Your Welcome is Doubtful, and Good Sense Revolds can either slow a faction strategy down or double your own MPs by knocking out your opponent's only faction MPs. You can also use cards like Will Not Come Down and others to influence away your opponent's characters and allies. This strategy can be very effective against resource strategies that focus their factions in one area. 

The third agent strategy, using them to attack with other creatures, can be pretty effective. If your opponent choses to go to one of your agent's homesites, you can hit him with creatures. Orcs and Nazgul are playable most places, as well as some other creatures. It may be better to use orcs on the site pathes with Angmar Arises, Reaching Shadow, Morgul-night, Choking Shadow, et al. Nazgul, however, can be pretty nasty. A company moves from Rivendel to Bree. He thinks he's doing pretty well, as all of your attacks have been shadow-based, he's moving through two wilderness and a border-land, and he's got a Twilight. Then you reveal Bill Ferney and announce that you will be facing the Witch-king of Angmar. Ouch. And you can even play enhancers like The Pale Sword or Morgul-kinfe. Only problem is that doing this counts as two against the hazard limit, but so does playing Fell Beast, Morgul-horse, Awaken the Earth's Fire, etc. 

So Woffung is a pretty average minion, a class of cards which have several strategies now, and will have gobs more in Lidless Eye. 

First of the Order

One of the most predominant wishes for upcoming cards a few months ago was character-specific cards. Dark Minions brought several, including an enhancer for each wizard. I decided to review them all in sequence, starting with Saruman because he is the 

First of the Order - Resource - Short-event 
Playable on Saruman. Saruman receives +2 to all corruption checks for the rest of the turn. 



Saruman is generally the most corrupt wizard, so this card can really give him a boost. +2 is equal to most of the hobbits, which have that as their primary feature, as well as Three Golden Hairs, which is also really hard to get out. The advantage those have, though, is that they are permanent while this one's a short-event. 

+2 to corruption checks can really mean the difference between losing the game and, well, not losing. You can use it if you are planning on using several spells that Saruman pulled out of the discard pile recently. Or it can help you if Saruman's holding a palantir as well as a couple other corruption points and he wants to use that palantir. You can also use it to help him store an item or to help out if he's got a couple of lures on him. Plus, this card can be used with Magical Harp to basically give Saruman +4 to he checks. You can also use First of the Order during the Free Council to make sure he stays around to give advice. 

There are, however, better ways to do what this card does. Magical Harp is better, as it works on all characters and it also works on other discarding effects, but it's a hoard major item, so it's tougher to get out. There are also seveal diplomat cards that work better on one check. A Friend or Three will always give as good or better plus unless Saruman is alone, and it works on other characters too. New Friendship gives +2 to any character's check (in the same company) and Old Friendship gives +4, and both can be played by Saruman (diplomat) and work on any character in the company. 

So why would you want to use First of the Order? It's only advantage is that it affects all corruption checks until the end of the turn. However, I rarely find myself making more than one corruption check in a turn barring Lure of Nature or multiple Weariness of the Heart/Dragon-sickness. So you might want to use First of the Order in your sideboard, or in your deck along with three of Old/New Friendship, A Friend or Three, or maybe Free To Choose. And if a real emmergency comes up, you can usually tap a couple of characters and be okay. 

So First of the Order can help out quite a bit, but it's not as versitile as many other cards, as you can only use it with Saruman. 

The Hunt

After the amazingly stupid mistake I made on this card, I decided to make a few changes, realizing that it was actually a good card. 

Continuing with "Wizard Enhancer Week," today's card is one that some say is the best card in the expansion, some say the worst. 

The Hunt - Resource - Short-event 
Playable on Alatar during the organization phase. Name a specific hazard creature card your opponent revealed to you through a mechanism of the game and discarded. Unless eliminated or prevented from being in play, your opponent then finds this particular card (reshuffling his play deck if it was searched). This creature immediately attacks Alatar as though he were a one- character company. Alatar cannot use or benefit from spells against the attack. If untapped, tap Alatar afterwards. 



Well, aside from some pretty good art, this card may be quite a bit too dangerous. If you have an enhanced Alatar, it can give you several pretty easy MPs. If not, you may lose the game on a bad roll. 

First of all, all that business about "revealed to you through a mechanism of the game" means that, unless you have some sort of palantir-like effect, he has to have played it on you and you didn't defeat it (as you CAN'T have Pallando out). Thus, you may have some problems with defeating it a second time if you had problems the first time. That's not necessarily the case, though, as you might not have had Alatar, Alatar might not have had a weapon, there might have been nasty enhancers out, etc. There is still a possibility that that will be going on when you draw this card. Plague of Wights might still be sticking around, but there won't be enhancements like Chill Douser or Pale Dream Maker. This card can help to take out a creature you don't want to see again, like a Cave-drake. If you do choose that, it becomes an 11/- creature, so to be safe you should give him a weapon of some sort (Sword of Gondolin should do it). 

There are a couple of problems with this card. First, you can't use spells, so that eliminates several options. Second, this card needs to be played at the right time. It's worthless if you draw it before Alatar, and in most cases you won't want to play it unless Alatar's been buffed up. This can be taken care of by waiting until Alatar's got what you want and then bringing The Hunt in from the sideboard. Third, it totally depends on your opponent's deck. If he uses cards like Crebain and Watcher in the Water, Alatar will be able to do some serious damage. If he uses cards like Ghouls, Orc-watch, and Morgul-rats, he could be in for a nasty fight. 

However, it has some really big benefits. Suppose, for instance, that your opponent has played Uvatha the Horseman and gotten a creature back from his discard pile. Alatar is wielding Aiglos and is sitting at Edhellond. Doors of Night is in play. You play The Hunt and call back Uvatha (who has been cycling with The Nazgul Abroad). Alatar's prowess is 11 with Aiglos, Uvatha's is 15, and his body's modified by -2 (to 7). Those are some pretty good odds to get 5 MPs, not to mention you don't have to leave the comfort of a haven. 

So all in all, The Hunt can both give you a few points as well as take an annoying creature out of cycling. But make sure you don't blow it on a bad roll. 

Hobbit-lore

Well, after a completely stupid mistake on yesterday's card (it's not a non- unique creature), I'll see if I can get this one right. Oh, I'll post a remedy review of The Hunt when I get some spare time (finals...). Look for it by Tuesday night. 

Hobbit-lore - Resource - Short-event Playable on Gandalf during the organization phase while at a Haven. If untapped, tap Gandalf afterwards. He receives +2 direct influence against Hobbits and Hobbit factions. 

Well, this card like several of the wizard-only cards, works well in conjunction with various Gandalf-based strategies, but not for a general deck with Gandalf in it. 

To be specific, this card is ONLY useful in decks where you plan on having Gandalf controlling hobbits. Also, one of these alone isn't all that great. +2 DI isn't huge, but it can be an advantage. It can mean the difference between an extra hobbit or not. For instance, if you have one of these on Gandalf, you can control Merry, Pippen, and Sam. Or Frodo, Sam, and Fatty. Or if your deck isn't too hobbit heavy, you can have 9 mind of other characters and Robin. Further, this card CAN be duplicated. So, Gandalf with three of these on him (he REALLY knows hobbits), he can control Frodo, Bilbo, Robin, and Folco or Sam/Pippen/Merry/Fatty or Bilbo, Sam, Fatty, and Boromir for protection. Hobbit-lore can also help you influence the one hobbit faction, but it's not all that good of a faction, and if you have it it's probably because you have hobbits in your deck and they can influnece the faction pretty easily. 

There are a couple of disadvantages to this card. First, it's only playable at a haven during organization phase, but that's usually pretty easily arranged. Second, Gandalf is tapped, but you can do something like snag a card from your sideboard before you play this card to make use of tapping Gandalf. Lastly, Red Book of Westmarch gives the same bonus, and even gives an MP when stored and can be used by everybody. However, it also gives a corruption point, is unique, and taps Bag End (and this card has a little bit higher coolness value). So Hobbit-lore is a cool card that greatly helps Hobbit-based decks both for role-playing and true competitiveness (they ARE now truly viable :-) 

Ratings for Hobbit-lore: Isildur: 6.5 (not generally useful, but GREAT in the right deck) Frodo: 6.5 Samwise: 7.6 Wormtongue: 6.0 Legolas: 3.0 Strider: 4.0 Gandalf: 4.5 Farmer Maggot: 5.0 Morgoth: 3.0 Average: 5.1 (Ratings may be low because the spoiler in the ratings file I said it was a short-event. duh) 

Herb-lore

Continuing with our week of wizard enhancers, here is one that can actually be duplicated more easily by a different character and a different resource. 

Herb-lore - Resource - Permanent-event 
Playable on Radagast while moving during his movement/hazard phase if there is at least one Wilderness in his site path. If untapped, tap Radagast afterwards. During any organization phase, Radagast can tap and discard this card to heal all characters in his company from wounded to untapped and to untap all tapped characters. 



This card, like most of the wizard enhancers, is easy to play and gives a decent, though not spectacular, effect. This one, in particular, is playable in wilderness and speeds up your deck, both of which are common themes in many Radagast decks. 

As I said, this card is easily played, as if Radagast doesn't move through at least one wilderness then you're probably better off with a different wizard. Also, you can play this card right before you discard/draw to 8, so Radagast can tap to fight stuff first. 

The effect is also pretty easy to use, as it just has to be in an organization phase and Radagast must tap. The effect can be very useful if time is on the line, but if it is a slow game, it's not all that useful. You can heal and untap all characters in your company including, if my interpretation of Annotation 5 in the Wizard's Companion is correct, Radagast. This means you can tap most of your characters to remove corruption or to help with corruption checks from transferring items. However, this is even better used after a dangerous trip. For instance, you drop down to the underdeeps and get pretty beat up, but manage to leave Radagast untapped to grab Aiglos. You then decide that you want to move to another Under-deeps site to get another item or two. Just discard this card and you're ready to plunder another site. Otherwise you would have had to take an extra couple of turns to head back to a haven and another couple of turns to heal everyone. And four turns can be a REAL waste if you're in a close MP battle. 

There is another way to accomplish the effects of this card, Ioreth with Healing Herbs. That combo is actually easier to get into play, as you can start with both Ioreth and the Herbs. However, that combo is, I think, inferior to this card, especially if you design your deck around Radagast. The Ioreth combo, while more reusable with cards like Mathom Lore, Cup of Farewell, and Armory, also gives corruption. Ioreth must also be untapped by the time the site phase comes around. Plus, she must still be around. And at 0/7, she's not as easy to keep alive as Radagast at 6/9. The other advantage the Ioreth combo has, though, is that it can be used after a couple of big creature attack in time for the site phase. 

So Herb-lore can be a great addition to any Radagast deck, especially a speed deck. 

Eyes of Mandos

Finishing with the wizard enhancers is I think the best one. Even though Pallando was the fifth Maia chosen to go to Endor, he seems to be the best general wizard in the game. 

Eyes of Mandos # Resource # Short-event 
Playable on Pallando during the organization phase. Tap Pallando and reveal up to 8 cards from the top of your play deck. Choose one to put into your hand and shuffle the remaining ones into your play deck. 



This card has two intertwined uses. The first is to chose a card from the top of your deck. This can be immensely useful if you don't have what you want in your hand. While you can send a company around to draw cards, chances are that you might get something that is playable at a site in the complete opposite direction. Also, the sites that let you draw lots tend to be the dangerous ones (like Easterling Camp). With this card, you can chose any one of the top 8 cards of your deck and put it in your hand. This can mean the difference in the turn before the Free Council or just a turn or two of bother. 

Its other nice effect is that it lets you know what's coming up. You can get one card and plan to be in the right place for a second. Or you can know to save that Thorough Search in your hand until you get that other item coming up in a bit. This usually isn't as good as looking at the top seven cards of your opponent's deck, but it's still fairly good. 

There's only a couple of disadvantages to this card. The first is you have to tap Pallando, and he can't be pre-tapped, during the organization phase. This is a pretty small penalty for the effect, and can of course be remedied with a card like And Forth He Hastened. The second is that both Palantir of Minas Tirith and Mirror of Galadriel are better scrying devices. The first is permanent and can see the top five of both decks, but is also harder to play and imparts corruption checks. The second lets you look at your opponent's hand and the top five cards of either deck and is about as hard to play. However, neither of those cards let you chose one for your hand. 

This card, like Pallando, isn't as good as the other wizard enhancers in the right situations, but is the most generally useful. All in all, the stances of the wizards didn't change much, but most of them gained some advantages. Saruman didn't gain much, but corruption strategies decreased more, making him a happier wizard. Alatar may now be the wizard of choice for big item companies, especially for the Under-deeps. His reduction of the opponent's draw can really help with cards like Two Or Three Tribes Present, and his event (as I didn't realize earlier), can really help with that theme. Gandalf, along with the rest of the hobbit strategy, increased some in the area of roleplaying. If any of the wizards decreased it's probably Radagast. While the hazard strategies that increased the most are primarily shadows- based, cards like Angmar Arises and Reaching Shadow can hurt. And Pallando remains the best choice for a general wizard, as his abilities are always useful and work anywhere. Plus, he's the servant of Mandos, Lord of DOOM! 

Faramir

For the next few days I will be reviewing some cards that people suggested (and not necessarily Dark Minions). 

Faramir # Character # Warrior/Ranger Dunadan # 2 MP # 5 Mind # 1 DI # 5/8 # Home Site: Henneth Annun 
Unique. +2 direct influence against the Rangers of Ithilien faction. 



While Faramir is not an overly spectacular character, he can help in a couple of situations. Plus, you can include him and Eowyn in the same deck just for kicks :-) 

Faramir is a fairly above average fighter. His 5 mind works nicely into various influence schemes (like with a Wizard, Saw Further And Deeper, Await The Advent of Allies, etc.). It's one higher than characters like Boromir, Elladan, and Elrohir, but it also means that he's worth 2 MPs instead of one. 

His stats are right around where you want a big fighter's to be. 5/8 is not as high as characters like the wizards or Aragorn and co., but they come at a higher influence price. His skills are also good, warrior so he can benefit from cards like Sword of Gondolin and ranger can really help against roadblock strategies. He's also good at influencing the Rangers of Ithilien, a 3 MP faction. His 1 normal DI plus his 2 and the faction's additional one means that he just has to roll a four or better. The region for them, though, is a bit dangerous as it is affected by a couple of Nazgul as well as In Darkness Bind Them (if you actually put that card in your deck...). 

In terms of Sealed deck, which I hadn't considered in a review previously (thanks Cirdan for pointing it out), Faramir's pretty good, though his fixed pack isn't very good. It's got a couple of good fighters, Glorfindel and Faramir and Peath (kinda). The two factions, though, are the Rangers of Ithilien (which is kinda dangerous) and Dunlendings (which is hard to bring in). But in sealed deck, Faramir's 5/8 is really useful (especially with a Sword of Gondolin) and the faction influence can also help as well as the Warrior/Ranger skills. 

In comparison to other cards, Faramir has the same prowess/body stats as Elrohir and Elladan, and doesnt't have the orc bonus. They've got the same skills, and the elves don't have the faction bonus. Faramir also is worth one more MP, but the elven brothers tend to make it into more decks for the lower mind. Thus, you might want to use Faramir instead if you thing your opponents will start with Elladan/Elrohir (popular in an Indy deck). 

So Faramir is a pretty good character with decen fighter stats and able to influence factions in a pinch. 

Wraith-lord

Another card I was asked to review seems really cool and powerful at first. While it remains cool, it's got some problems in the power part. 

Wraith-lord # Hazard # Short-event 
Playable on a moving company with two Dark-domains in its site path. Each Nazgul that attacks target company this turn receives +2 prowess and lowers the body of any characters it wounds by one (for the rest of the turn). Each Nazgul so played does not count against the hazard limit. Cannot be duplicated on a given turn. 



The art on this card (done by Brom) gives a sense of despair and futility, or at least horror. And this card is the bringer of these things, if your opponent ever sees it. 

First the good parts. This card potentially lets you attack with all of the Nazgul against one company, counting as just one against the hazard limit. Not to mention that their prowesses will be 17 or more (20 for Khamul without further enhancement). 17 automatically wounds any character with a prowess of 4 or less, and has a good shot at most others too. And with this card, it makes it easier to kill those characters. One body may not sound like a lot, but when you miss by one, you can appreciate the difference it makes. Plus, this card is cumulative, so if your opponent has one character (say, a Hobbit), take all nine of the Nazgul, his body will be lowered to 0, assuming he doesn't die first. Even Galadriel with Nenya gets a three body in that situation, easy to roll over. Plus, unlike some other cards that don't have creatures count against the hazard limit, you can play enhancers like Morgul-knife on them. 

Let's have a realism check here. What are the chances that you'll have all nine Nazgul in your hand at once? Pretty slim. You pretty much need several hand-increasers (Pallando, Emerald of the Mariner, Book of Mazarbul, Elven kings), some planning, luck, and maybe a Revealed to All Watchers. Even just a couple Nazgul can be bad enough, though. Picture a company of two trying to sneak through. You start off with something like a Ghosts to tap them, maybe draw out a Concealment or something. Do this halfheartedly, as if you just had one playable hazard in your hand. After that's done, get a big, evil grin on your face and slap down a Wraith-lord. As your opponent's jaw drops to the floor, pull out a Nazgul. Pick a character. Maybe he doesn't die. Try again with another. Maybe he doesn't die again, but his body's pretty low. Hit him again, this time he dies. Then hit the other character a time or two. Your opponent will sure think twice about going through two dark- domains again. 

Which brings us to the part of this card that lowers its power and use WAY down. You need two dark-domains to play this card. The only place that this occurs naturally is Udun-Gorgoroth-Nurn, and any company heading there will likely expect this card (or be prepared for some other nasty threat). That leaves you with creating two dark-domains. If your opponent's heading into Southern Mirkwood from Dagorlad/Brown Lands or into Gundabad from Angmar, you may only have to play one Awaken the Earth's Fire to be able to play this card. The other place this card could plausible be played is on a company going through Brown Lands, Dagorlad, Horse Plains, or Khand. With two Awaken the Earth's Fires or a Morgul-night you can pull this card off. The first is fairly hard to pull off, and the second one can leave you vulnerable to the other edge of your sword. Not to mention probably the card in the highest number of decks, Twilight. Not to mention that an environment or two and this card may make up the number of hazards you would have reached if you had played the Nazgul individually, not to mention the fact that they take up hand and deck space. Not that this card isn't useful with just one Nazgul (+2 prowess, -1 opposing body, and not against the limit), holding this card until you have the right Nazgul may not be too affective (not to mention I've probably given more Nazgul MPs away than non-unique creatures). 

Thus Wraith-lord can be a very powerful card, if you can manage to play it in the right situation, which is pretty difficult. 

Theodon

Another card I was asked to review is a pretty good character, although he's fairly easy to kill. 

Thodon # Character # Warrior/Diplomat Man # 2 MP # 6 Mind # 3 DI # 5/6 # Home Site: Edoras 
Unique. +2 direct influence against the Riders of Rohan faction. 



Theodon can be a valuable addition to a starting company, as he is a capable warrior as well as a good faction influencer. He is, however, a bit fragile. 

There's really not too much depth to this card. His mind of 6 is fairly good, especially since he gives you 3 DI, which is as much as Aragorn. This 2:1 mind to DI ratio is equalled only by a few characters. On top of the 3 he gets an additional +2 for Riders of Rohan, making him roll above a four. Both he and the Riders are played at Edoras, which is a pretty safe site (free hold in a border-land), which can be very useful in an Aragorn deck or in another deck that avoids the wilderness (Gap of Isen/Edoras/Anorien/Mouths of the Anduin/Gondor). He's also worth 2 MPs, which means you can pop him in and by the end of the turn have 5 MPs. 

Theodon's main drawback is that 6 body, something that makes me not as willing to play mostly-man decks. Thus, if you start with him, he may need a Shield of Iron-bound Ash. If you get a chance later on, Great Shield of Rohan seems to fit well, but armor like The Mithril Coat (or Hauberk of Mail if you're playing sealed deck/don't want Greater items). Or hey, if you have Three Golden Hairs, Free To Chose, etc., you could give him The One Ring, boosting his stats to 10/10 with 8 DI (and 7 corruption...). 

One card you might consider instead of Thedon is Dain II. Dain, for the cost of one higher mind, has two higher body, +2 prowess vs. orcs, and +1 vs. man and man factions (making it almost as easy to influence the riders). However, Theodon's a lot easier to pull in a sealed deck, and he can be a pretty effective fighter, especially if you can keep him from failing a body check. 

Aiglos

Another card that I was asked to do is considered by many people to be the best card in the set. Best card or no, it is certainly very powerful. 

Aiglos # Resource # Special Item # 5 MP # 3 Corruption # [+3] DI # +2(5)/+1 
Unique. Playable at any Under-deep Dark-hold or Shadow-hold. Weapon. Warrior only: +2 prowess (+5 if Doors of Night is in play) (to a maximum of 11); +1 body (to a maximum of 10); -2 to target's body; +3 direct influence against Elves and Elf factions. 



Ouch. This card is extremely powerful, as the Spear of Gil-Galad should be, and only has two real disadvantages. As Cirdan the rater put it, it's like an infomercial: "It also has THIS feature! NOW how much would you pay? But wait, it's also got..." 

Firstly, it's worth 5 MPs for only 3 CPs, a pretty good ratio. The only resources that give more MPs are quest cards and certain rings (which give more than 3 CPs). It gives +2/+1 normally, but with Doors of Night, this card becomes a killing machine. You can put this card on a Wizard, bringing his prowess up to 11, something to be feared by even Nazgul. The only item that can possibly get bigger is Wormsbane against a dragon or drake in the hands of Fram Framson or Glorfindel II. Plus, you can use other enhancers along with this card like Fellowships and rings. It also gives -2 to the body of oppsoing creatures, making Nazgul hunting a viable option. Throw this on Alatar, making him an 11/10, then use The Hunt (rereview of that coming soon) to fetch back an Uvatha, who is now at 15/7, moderately easy picking. But wait, there's more. You can also get +3 DI for Elves and Elf factions. That's right. Give this card to Aragorn, and let him control Celeborn and let an 11/10 and a 6/9 run around and beat people up. NOW how much would you pay? 

There are, of course, some disadvantages. Primarily, this card may only be played at an Under-deeps Shadow/Dark-hold. This can be pretty dangerous, even just getting to the site (most of the shadow/darks are under shadow/darks) and then you have to deal with the nasty auto-attacks. However, if you've got a moderate company, or several cancellation cards, this card can be worth the risk, making a buff company into a buff company with a really buff leader. One other disadvantage is that the extra prowess only works if Doors is out. While Doors tends to be out most of the time, I tend to want to have Doors out of play when I go to the Under-deeps (restricting the range of several things like Durin's Bane and making stuff like Plague of Wights or Minions Stir less dangerous). So you might want to jump down there, play Aiglos, jump up and then play Doors (maybe from the sideboard). The other disadvantage is that it's got 3 CPs, but you can use Free to Choose to lower that to 1, a fearsome prospect (he's got a Magic Ring of Stealth AND Aiglos and only 3 CPs?!?). It's also Unique, so your opponent may beat you to it, but you can use things like Far Sight or Token of Goodwill (or influence his away, which is REALLY mean :-) 

There's not much else to this card, it's just a really nasty weapon that needs something like itself to get into play (for those nasty Under-deeps attacks). 

Spider of the Morlat

One thing I thought Dark Minions should have had more of was spiders. It had a few spider enhancers, but there's still only two non-unique spiders. Spider of the Morlat # Hazard # Creature/Permanent-event # 4 MP # 16/9 
Unique. Spider. May be played as a hazard creature (with two strikes) or as a permanent-event. As a creature, she may be played at Dol Guldur and The Sulfur-deeps. If Doors of Night is in play, she may also be keyed to Southern Mirkwood, Heart of Mirkwood, or Woodland Realm; or at any adjacent site of The Sulfur-deeps. If played as a permanent-event, all Spider attacks receive +1 strike. Additionally, any company moving in Southern Mirkwood, Heart of Mirkwood, Woodland Realm, Dagorlad, or Brown Lands faces a Spider attack of 2 strikes with 10 prowess. You can return Spider of the Morlat as a permanent-event to your hand-which counts as one against the hazard limit. 



Well, as one rater put it, this card is to Shelob what Durin's Bane is to the original Balrog. It has a simlar effect as shelob, but better. First, her (I assume almost all spiders are hers, espeicially big nasty ones) creature stats are pretty good. 16/9 is on par (actually a little better) than most of the Nazgul, and she's worth just 4 MPs. She has a lower range than most Nazgul, normally limited to Sulfur-deeps/Dol Guldur, two nasty sites that are only visited in an Under-deeps deck or by someone trying Pass the Doors of Dul Guldur. With Doors of Night, though, she's got a fair ranger, comprising most of Mirkwood and several Under-deeps sites. However, most of the times I go through Mirkwood (except maybe Woodland Realm), I'm using movement from Lorien, and there aren't too many good sites in Mirkwood, so Spider of the Morlat is best played as an event, able to attack later, not held in the hand as a surprise. 

As an event, she rocks. On top of giving all spider attacks +1 strike (all those six spiders you're going to play). This can also add on to cards like Wake of War, Shelob, and Dwar of Waw for a total of +4 strikes and +3 prowess (making Giant Spiders 6 strikes at 13/-). Plus, her spider enhancement affects her children in Mirkwood, making them at least 3 stikes at 10. While this isn't a totally deadly attack, it's still pretty nasty (assuming your opponent's travelling in the middle-eastern part), and can tap out a few characters to start off a M/H phase. It's not as dangerous as a dragon ahunt, but it is a) permanent and b) won't give your opponent Marshalling Points if he defeats it (it won't even go away). 

The only disadvantages are that Spider of the Morlat is only really useful in a Spider deck, has limited regions, and if your opponent also happens to be playing a Spider deck, you could be in for some real interesting times. 

So Spider of the Morlat is a cool card, like all of the children of Ungoliant IMHO, and will get better as more spider cards come out (as they hopefully will :-) 

Tribal Totem

For the past month and a half or so, I've been mostly focusing on the really good or cool cards from Dark Minions, but over the next few weeks I'll be reviewing some of the cards that people have said really suck. 

Tribal Totem # Hazard # Short-event 
Playable on an Orc or Troll attack before strikes are assigned; does not count against the hazard limit. The prowess and body of target attack and of all Orc and Troll attacks against this company for the rest of the turn are each reduced by three. Any body check resulting from a successful strike of such a modified attack is modified by +2. Cannot be duplicated against a given company. 



This card is one of many new orc and troll enhancers, many of which really helped orc/troll strategies become seriously viable. This card, however, is probably the worst of them. 

This card actually has several good points. First, it doesn't count against the hazard limit, so you can still hit the company with as many creatures as possible. Second, it affects all orc/troll attacks for the rest of the turn, so you don't have to waste two of these to have the effect happen twice. It also means, though, that you have to plan your attacks so you attack first with the ones you don't want to have a Totem (which can mess with your plans). This card's primary effect is pretty good too. Many times I have wished that all of the bodies of all of the characters I wounded were two lower. And this card is actually better, because cards that modify current body past max won't get to reacclimate. This makes is SO much easier to get rid of those darned Hobbits who can't fight very well, but sure endure a lot. It also means that you'll have pretty easy picking against most men, many of whom have 6 or 7 body. 

The price, though, is pretty stiff. Three prowess may be just about all you have to pump up your orcs and trolls. If you have a Minions Stir (with Doors) and Scimitars of Steel, orc prowess will be neutralized, which is usually easy to defeat. Granted, they still get the additional strikes, which can help against both large and small companies, but 8 times out of 10 I find that orc (and sometimes troll) attacks without increased prowess are just too easy. And if your opponent can beat the strikes, you don't even get a chance to roll those enhanced body checks. If you have the max possible blanket orc prowess enhancement (cards that affect all the attacks, not just one), then you'll be getting +7, so -3 isn't too bad. This is, however, pretty hard to pull off and can be very dangerous. This card can also be effective if your opponent is facing a LOT of orcs and trolls (like with Two or Three Tribes Present). With that many strikes, your opponent is pretty much bound to get wounded a couple of times, making it easier for you to get rid of those characters. However, you should keep in mind that you may (depending on the exact bodies), have a higher death probability if you don't play this card and let the orcs and trolls attack with full prowess, likely causing more wounds. This way also makes it harder for your opponent to get MPs off of your attacks. 

Instead of this card you might want to use Tribal Banner. Tribal Banner just gives +1 to the body check, but it also just lowers the prowess and body of the attacks by just one (and if the attack has 0 body, you don't really care about -1). Tribal Banner is sort of middle ground between this card and not playing any killing enhancers. 

Thus Tribal Totem is a card that can be very powerful, provided that your creatures are pumped up quite a bit or your opponent's company is pretty weak. 

Wisp of Pale Sheen

The card from Dark Minions widely regarded as the worst is 

Wisp of Pale Sheen # Hazard # Creature # 1 MP # 6/- # Keyable: Wi, Sl, Dd, Cs, Rl, Sh 
Undead. One strike. Attacker chooses defending characters. Any character facing a strike whose mind is equal to or lower than the strike's prowess must tap if untapped following the strike (unless the strike is cancelled). 



This card can actually be pretty useful. The point of playing hazards is usually to tap characters, and this card does that pretty well. It's also playable in a lot of places and can be easily enhanced. It does, though, have a pathetic prowess. 

First the good stuff though. It's playable in 6 places, second only to Crebain. Pretty much the only way for your opponent to avoid being able to be attacked by the wisp is if he goes through border-lands and free-domains to border-holds and free-holds. In other words, unless your opponent is running a Gondor deck, you can play this card almost any time. You get to chose the defending characters, which can really help. And while the prowess is low, the character won't take -3 because he'll be tapped anyway (unless you stupidly choose a character with a high mind). Plus, with the nasty Undead enhancers available, you can potentially tap any non-wizard character with this card. You can also bump it's strikes/prowess up to 8/10. 

But once you've played your three Chill Dousers and Plague of Wights, there are better ways to tap characters. Ghouls, for instance. 16 strikes at 11 is better than 8 at 10, as everybody will be tapping anyway. Granted, Undead are normally just playable at shadow and dark lands and holds, but there are also better tappers for the wilderness and ruins & lairs. Cave-drake is one good choice as well as cards which can't get ANY given character but often get the same effect like Gnaw With Words and River. 

Also, with just 6 prowess, chances are pretty high that your opponent will be able to beat the attack. So, he taps a character but gets an MP. In a one deck game, this may be an effective cost, but in two deck and longer games, it's usually not. 

Additionally, Neeker-breekers is probably a better choice. It's playable in almost as many places, has one more prowess, and gives each character a strike (with mind as prowess) instead of just one character. In fact, since you can't get wounded by Neeker-breekers, it's basically a strike at 10 vs. the character's mind (all the untapped characters will take -1). Neeker-breekers has a pretty good chance of tapping the same people Wisp of Pale Sheen does, and is less likely to give its MP away. 

So all in all, Wisp of Pale Sheen is just a little bit short of being a really good card. As it is, though, it isn't really worth putting in your deck. 

Choice of Luthien

One thing many people called for shortly after the game came out were more character-specific cards. This wish seems to have been fulfilled at least somewhat with cards like 

Choice of Luthien # Resource # Permanent-event # 1 MP # +2 Mind # +2 DI 
Unique. Playable on Arwen in Minas Tirith. She receives +2 direct influence and her mind increases by 2. Discard if Arwen moves to a site not in Anorien, Lebennin, Lamedon, Belfalas, or Anfalas. Tap Arwen to take one item, ally, or faction playable at her current site from your play deck or discard pile into your hand (reshuffle play deck if searched). 



Well, aside from a role-playing bonus and some pretty good art by Tom Nasmith, this card can really help out the right deck. The most obvious advantage of this card is that, with one card, Arwen can control Aragorn, something that previously required a Lesser Ring with a test. And while her mind increases by two, your free influence increase by four (or seven if Arwen wasn't being controlled with DI). That's enough for a good character or two, and it also frees up Aragorn's 3 DI (or more) for influencing factions. 

That's actually the best part of this card. You can take Arwen and Aragorn to any of Minas Tirith, Druadan Forest, Pelargir, Vale of Erech, Dol Amroth, Lond Galen, or Edhellond and have Arwen go find a faction for Aragorn to play. This both saves hand space and it lets you chose when to play a faction, instead of figuring it out when you draw. Also, if you fail to influence a faction, you can tap Arwen to get it back and try again (as the site is not tapped). This card, along with Sentinels of Numenor, can yield you 19 faction points in six turns. Or, if you want to keep your faction points balanced with the others (you can only get half of your MPs from one type of source), you can also get Nenselde the Wingild and the Palantir of Minas Tirith. 

This card pretty much only goes in one deck. Decks based around Gondor can be pretty good, as it's quite possible to go through almost no wilderness the entire game. Thus, you can gather resources (mostly factions) in peace. The deck can also gather items well, as there are a couple of items sites in Gap of Isen and two sites that lead to the Under-deeps. This works especially well in decks that try to get The Will of Sauron and Snowstorm out. 

This card is slightly useful if you don't have Aragorn out. It lets Arwen control a two-mind character, but her mind increases by two, so you lose flexibility. And Gondor decks are possible without Aragorn, though he really helps. So Choice of Luthien can be a really helpful card, both in terms of play and in terms of role-playing (now if Faramir/Eowyn could control each other...). 

Face Out of Sight

Along with any new strategy, there must be cards to hurt that strategy. The main new strategy in Dark Minions is agents, so a card to hurt that strategy is 

Face Out of Sight # Resource # Long-event 
All on-guard cards are returned to owner's hands. At the end of any turn, all wounded and tapped agents are returned to their owner's hands. Cannot be duplicated. 



Well, this card has two interesting and useful effects. However, since it is a long-event, your opponent can usually avoid the effects of it. In case you have forgotten, resource Long-events are played played right before movement/ hazard phase, so you can't respond to anything and your opponent always knows that they're out before he decides what to play. 

The effects are pretty cool. Playing an on-guard card every turn can really help a player speed through his deck, as she may be able to draw another card, and can also see what her opponent does in the site phase before deciding on whether or not to discard a certain card. Now with this card, you can force your opponent to discard those Incite Denizens and other nasty cards to be played on-guard. However, since it's played during the Long-events phase, your opponent won't bluff with a card he needs to keep around. 

The other ability of this card is pretty nice too. In order for agents to do much of anything, they must tap. So unless your opponent spends an additional hazard to untap an agent, it will go back to his hand if he does anything with it (like move). While he can just play it next turn, it takes up hand size and many times an agent only gets one shot to do what you want. Also, if he has moved his agent quite a way, he'll have to either start over or wait for a turn. 

That's the primary purpose of this card, lessening the barrage on your characters for a turn. It does, of course, help your opponent too, but deck planning can avoid that. There is a way to make this card permanent, although it's not as easy to play as Will of Sauron, or as powerful. Echo of All Joy is a cool resource that keeps a resource Long-event around indefinitely, and only requires that Doors of Night not be in play. 

So if you're really paranoid about agents and on-guard cards, you can play with both of those cards. Otherwise, this card can help you out for a turn, but rarely is good enough to make it into a deck. Perhaps the best use is to put this card in your sideboard in case your opponent uses an agent-heavy deck. Actually, this card may become VERY useful once Lidless Eye comes out. Since all minions so far are agents, playing this card on your turn may make your opponent take his whole company back to his hand. So hang on to this card now, as you will probably find that it comes in handy in a couple of months. 

Mistress Lobelia

Today is Christmas Day, when many of us sit around and open gifts given by old ladies in our families. Thus, the perfect card for today is 

Mistress Lobelia # Resource # Scout Hobbit # 0/9 # 1 MP # 3 mind 
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. 



Mistress Lobelia, aside from being a cool character in the books, can be very useful in a deck based near Rivendel. In combat she's not all that great, but her ability when she taps can really rock. 

First, the basics. She is an ally worth one MP. This can be useful for avoiding your opponent doubling Ally points, but there are much better ways to get and keep one or more MPs. She's got 3 mind, which is pretty high for an ally. That's a good thing, as allies don't use up influence, it's just to hinder your opponent influencing her away. She's 0/9, which is pretty wussy in combat, but it's actually higher than Bill the Pony and Roac the Raven. Plus, she's a Scout Hobbit, so can use some of the avoidance cards like Halfling Stealth or Concealment. 

Due to movement restrictions, however, she doesn't get much of a chance to face combat. She can go to Bree, Old Forest, The White Towers, and any site in the Shire (which makes me hope there's another Shire site coming up). The regions are Cardolan, Arthedain, and The Shire, two wilderness and a free- domain. That's a pretty safe range, not to mention that it's within Tom Bombadil's range. They're also some key sites in a hobbit-based deck or a deck based more generally around Rivendell. 

The fact that she can grab a resource playable at her site can really help your deck speed up. For instance, you can play her at Bree. Tap her to get Rangers of the North from your deck. Tap a sage to untap the site with Fireworks. Tap a character to play the Rangers, and then tap a character to play Bill the Pony. 5 MPs in one turn, at a border-hold. Or you can tap your wizard to bring Rangers of the North, Hobbits, Palantir of Elostirion, Tom Bombadil, and either Goldberry or Bill into your discard pile. Then each turn you can grab one with Mistress Lobelia and play it (note this will need at least one Fireworks). 

Another good combo is to have Ioreth (and maybe another one mind character) hang out at Bag End waiting for Lobelia (Ioreth can play Marvels Told there). Then, when Lobelia pops up, you can move to The White Towers and have Lobelia get the Palantir of Elostirion. Then Ioreth can sit there and remove all the corruption cards from your wizard and elves (and the one mind character can tap in support of corruption checks). The only bad thing about Mistress Lobelia is her low combat ability (but high body, though she can't get to a haven to heal). The other slightly bad thing is that if Lobelia Sackville-Baggins is out, you can't play Mistress Lobelia. However, she's a pretty specialized agent, so isn't out too much. 

Lobelia Sackville-Baggins

Like Doctor Jekyll and Mister Hyde, there is an evil and a good manifestation of 

Lobelia Sackville-Baggins # Hazard # Scout Hobbit # 1 MP # 0/9 # 3 Mind # 1 DI # +2 Corruption # Home Site: Bag End, Bree 
Unique. Manifestation of Mistress Lobelia. Agent. +3 direct influence against Hobbits and Hobbit Factions. May not move to any site other than Bree, Old Forest, The White Towers, or a site in The Shire. 



This card is almost exactly like yesterday's card, except with a couple of stats that they can't share. Her basic stats are pretty low, and her ability's pretty specialized. 

First off, her three mind to one DI is pretty good. The only mind effect is that you can have about 12 similar agents in your deck. The one DI can't do much on its own, but you'll be glad for it when you make the influence check by one. 0/9 is pretty weak, so you're probably not going to want to attack with her unless she's got a couple enhancements and is facing a pretty weak company (such as all Hobbits). Her +2 to corruption checks would be pretty cool, but it doesn't do anything. As far as I know, ICE just put it there "in case." Her scout skill means she can play cards like Sudden Fury (chose that Hobbit), An Article Missing, etc. 

Lobelia's main purpose is influencing cards away, especially hobbits. If she gets a chance to influence away Hobbits, a 1 MP faction, she gets a total of 8 (plus modifiers from the hazard card) and the faction's influence number becomes 0. That's a pretty chance, although it may only make your opponent lose 1 MP. Her chances against the Rangers of the North aren't as good, but that's a better faction. Her other sites, The White Towers and Old Forest, have a couple of interesting cards playable there. You can have Lobelia show up just after a company plays Goldberry or Tom Bombadil and play Will Not Come Down (a rude surprise). The White Towers, though, isn't visited very often. There's just one card playable there, and it only works well in a few decks. Chances are, however, that the Palantir of Elostirion will be a company's only item and chances are also that your opponent will have a character with low prowess there. Thus, Lobelia with An Article Missing could be a disastrous surprise. She's got two pretty big disadvantages. The first is her movement restriction. She's limited to just a few sites, but agents usually do much better to stay at home anyway. The other is that she's only really useful if your opponent plays a few certain cards and otherwise just clutters up your deck. Thus, Lobelia, like many other agents, may best be reserved for use in the sideboard since, unless your opponent is playing a Hobbit deck, Bill Ferney, Deallus, or Juoma will be a better choice. Also, if Mistress Lobelia is out, you can't bring out Lobelia, even though that's usually when you would want the hazard manifestation. Oh, and watch out or she'll steal your spoons. 

Balance Between Powers

Today is the anniversary of Gandalf's first Card of the Day. I was going to do an extra issue with something special, but I haven't had any time due to the holiday season. I may do it in the next few days, or I might put it off until issue #365 (there were a couple of weeks when no reviews were done). 

Balance Between Powers # 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 form 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. 



Balance Between Powers is, IMHO, the worst card in the set. By Murphy's Law, therefore, I managed to get three of this rare card. It can help you out for a turn, but after that it becomes a pain to keep around. The art (by Nicholas Jainschogg) perfectly captures Frodo in a moment of intensity. 

First, this card has a couple good points. It prevents the play of environments for at least a set of turns. Many good cards are environments. Doors of Night and Gates of Morning are two, which help many others. The main use of this card is to avoid nasty hazard environments, though if your opponent is heavy on resource environments, you can stop that too. Among the nasty environments avoided by this card are Choking Shadows, Morgul Night, Clouds, Awaken the Earth's Fire, and Snowstorm, just to name a few. This can really hurt a Nazgul deck, which depends heavily on environments. This card also prevents Twilight being played on cards in play like Doors or Gates. However, if your opponent plans on playing environment cards later, he will probably just Twilight the Balance Between Powers. 

So this card can prevent environments for a turn. But what if your opponent wasn't planning on playing environments this turn, but maybe in a few turns? Sure, you can use this card on your way to somewhere dangerous, but you might get hit on the way back. With an ability like this, you want to keep it around. But in order to keep it around, you have to have a bunch of environments, which is not the sort of card you want to base your deck around if you want to play this card. The bidding process is really annoying. In order to keep it around, you have to discard an environment, which means in most cases you will only keep it for a couple of turns before you find you don't have any more in hand. And if your opponent really wants to play environments, he'll probably be able to outbid you with a ratio of 1:2. Plus, in the time that this card is normally around, I usually find that there's only one or two environments that I don't like, so if you replace this card with a Twilight or three, you should be okay. 

There is one card that works well in combination with this card: Nenselde the Wingild. You can have Ioreth pick her up and stay in Edhellond (with Ioreth there to play Marvels Told :-) and have Nenselde repeatedly bring back that Gates of Morning every turn. But this combo only works as long as your opponent doesn't have an environment to discard to counter, which is when you would want this card to be in play. 

So Balance Between Powers can keep you safe for a turn, but not much better than a couple of Twilights. And keeping it around really is a pain, unless you are in DESPERATE need of cycling. 

An Article Missing

After the review of Lobelia Sackville-Baggins I did a couple days ago, I noticed someone made off with some of my spoons. 

An Article Missing # Hazard # Short-event 
Tap a scout agent at target company's new site. Agent may attack (not counting against hazard limit) with a +4 modification to his prowess during the movement/hazard phase. Attacker chooses defending characters. A successful strike doesn't wound the defending character; instead the company must discard one item (defender's choice). 



This card can really hurt a company if you manage to play it at the right time. At other times, you may just make them get rid of a small minor item. 

This card is relatively easy to play. There are 17 scout agents with a wide array of home sites. You can't move an agent and then play this card unless you take an additional action (against the hazard limit) to untap her. So if you have three free hazards, you can potentially steal from anywhere within a region of your agent, and if you've got several agents out, that's a pretty wide range. However, if you can play this card at an agent's home site (and if the agent is unrevealed), go for it as the agent will get a total of +9 in attack modifiers. Plus, even if she isn't face down at her home site, she gets to chose defending characters, and there's frequently a weakling in most parties. 

As for the effect, it's not all that useful. If your strike succeeds, you get to force the discard of an item. This card would really rock if you got to chose, but you don't, your opponent does. Thus, he can chose a item he's not using very much. Maybe an Elven Cloak after he found you weren't playing with many wilderness creatures. Or maybe another minor item that he can get back with all the minor item helpers in Dark Minions. Or hey, maybe he's got a Leaf Brooch for just such an occasion. However, I find that a company plans to use almost all of its items almost all of the time. 

A constant barrage of item discarders can, however, wreak a lot of havoc. After a company is forced to discard a couple of items, each one starts to hurt. After a couple minor items, the only item they have might be something like Orcrist or The Arkenstone. And any card that discards a 4+ MP card is definitely worth it. 

There are two drawbacks to this card. First, if the attack isn't successful, the item doesn't get discarded. Thus, if your opponent has lots of prowess increasing items, you can't get at them very well. The second disadvantage is that the defender chooses, which has been discussed. 

Thus, An Article Missing can hurt a company, but it usually doesn't do too much damage. 

Bill Ferney

Most of the ideas behind agents were drawn from two characters in the books: Wormtongue and 

Bill Ferney # Minion # Warrior/Scout Man # 1 MP # 2/8 # 3 Mind # 1 DI # Home Site: Bree, Cameth Brin 
Unique. Agent. 



Bill is a pretty average low mind minion. While his abilities are somewhat limited, he usually finds his way into many agent decks just so people can say "Bill Ferney meets you at Bree. Where do you want to put your horses?" 

Bill Ferney has two main purposes, aside from drawing everybody's anger at him. The first is he can influence away the Rangers of the North, a pretty good 3 MP faction. The best way to do this is with Good Sense Revolts, as it gives Bill +12 as well as an additional +4 in normal modifications for being at his home site. Plus, the faction influence number becomes 0, so unless your opponent has quite a bit of spare influence and gets lucky with the dice, you can say good bye to the Rangers. He can also easily influence away Bill (the Pony), Mistress Lobelia, Barliman Butterbur, Beretar, and even Aragorn. However, it's usually harder to influence characters as they move all over the board. Bill can also influence away the Hillmen, a 1 MP faction that rarely makes it into anybody's decks. 

Bill's other main purpose is to allow Nazgul to attack at Bree. While it's hard to get Bill on the table and a Nazgul in hand just as a company arrives at Bree, with Nobody's Friend, Bill can come in at any Free- or Border-hold. "Aragorn, Arwen, and a few friends walk into Vale of Erech looking for the Men of Lamedon. All of a sudden, Bill Ferney's head pops up from behind a large rock and points at the company. Then out from behind the rock jumps the Witch-king of Angmar. Boromir bravely steps up and gets hacked and slashed to pieces. After the Witch-king flies off, Bill chuckles. 'Servers you right.' Sam glares at him. 'Didn't we leave you in Bree?' He then tosses an apple at the head of Bill and goes to help tend to Boromir." 

Bill's skills of Warrior and Scout allow him to play a couple other cards, namely An Article Missing, Cunning Foes, and Sudden Fury. Those cards, however, cause an attack which Bill, at 2/8, isn't all that suited for. 

He doesn't have any real disadvantages except those that come with his small mind (i.e. low prowess). So Bill Ferney can be a really annoying agent to your opponent, and you can bring him out of the sideboard after the Rangers are in play. 

Brigands

There are several common cards from The Wizards that I've rarely (if ever) seen used in play. Many of them may be useful, but rarely work in constructed deck. One of these is 

Brigands # Hazard # Creature # 1 MP # 8/- # Keyable: Bl, Wi 
Men. Two strikes. If any strike of Brigands wounds a character, the company must immediately discard one item (of defender's choice). 



Well, Brigands can do some damage, but it's usually pretty hard. You can force the discard of an item, of the defender's choice. As was mentioned a couple of days ago for An Article Missing, most companies have a minor item that they can discard without too much harm (though it is some harm). And if you steal a lot of items, you can start digging into your opponent's big ones. This can also be useful if your opponent splits his companies to go to separate sites, as those companies tend to have one or two items they depend on. 

Of course, in order to force the discard, you must wound a character. Two strikes at 8/- is a very weak attack, and any company who can't easily deal with it doesn't deserve to have items anyway ;-) However, now that Dark Minions is out, there are several cards you can use to enhance the attacks of men. Scimitars of Steel can give Brigands +1 prowess (and Scimitars CAN be duplicated) and Rank Upon Rank gives them +1 strikes and prowess. So with three Scimitars and a Rank Upon Rank, you can have 3 strikes at 12. Not all that great for that much effort, but if you've used the Scimitars to help orcs tap the company, you can send in Brigands to attack a weak character or two and hopefully force the discard of an item. 

Probably the Brigands' biggest advantage is their ease of play. You can play them at any Border-land or Wilderness. In order to avoid these two region types for very long, your opponent would have to have a deck built around either Mordor or the Under-deeps. And if they're prepared for those places, they're prepared for Brigands. 

They're also only worth 1 MP, so even if your opponent does defeat them, he won't gain too much (though your Rank Upon Rank will be discarded). So Brigands can be a useful creature, but there are usually more useful creatures that can be played. But in sealed deck, they can be a nasty surprise. 

Leaf Brooch

By now, I think ICE has released a card for everything that was given to the Free Walkers at Lorien. One of these cards is 

Leaf Brooch # Resource # Special Item # 0 MP # 1 CP 
Only playable at Lorien. If a non-special item must be discarded from the company of Leaf Brooch's bearer (according to any hazard or resource effect), you may discard Leaf Brooch instead to fulfill this requirement. 



This card has a couple of interesting uses, and most of them are actually offensive rather than defensive. The most obvious use for this card is to prevent item stealers. However, most of the hazard item stealers let the defenders choose. There is an exception or two, like Pick-pockets, but it's not worth including Leaf Brooch in your deck just in case (though sideboard might work). Another defensive use for this card is that you can prevent the discard of one of your items when you get taken prisoner (I think, if you respond with this...). 

There are a couple of defensive ideas that won't work with this card. First, you cannot discard it to save items in a corruption check, as a) the discarding is part of a mechanism of the game and not a resource or hazard effect and b) the character and his items are still discarded. By the same token, you can't save more than one item from a Call of Home. Also, this card won't work with most rings for The Ring's Betrayal, as all the non-gold rings are special items. 

The resource uses are more numerous. The first one that springs to mind is to use this card with Token of Goodwill. A dragon attacks you, but as he's bearing down, Gimli steps up. "Mr. Smaug, instead of attacking us, would you like this lovely little Leaf Brooch?" I believe that this works even if you don't have a grater item in the company, but it could be interpreted both ways. Or suppose you have a ring in your company. Gandalf looks closely at the ring. "Hmm, I thought it was the One Ring, but I don't see the inscriptions. Could you drop the Leaf Brooch, I think it obscured the light and I'll try looking again." Or if you have two rings in your hand, discard Leaf Brooch to test the same ring for two different ones ("Hey, I bet if you wrapped that brooch around your finger, you would be more appealing to people."). This card can also be used to give you two uses out of a Healing Herbs or Potion of Prowess. More combos include Staff Asunder and Arrows Shorn of Ebony (or a non-man with a Black Arrow). 

There are resource uses where this card does not work too. For instance, this card could be REALLY powerful with Necklace of the Girion, but that's a special item. It also won't let you move with Palantir of Elostirion (though I wonder if Great Road works there). And while you can eat it instead of Cram, it's no substitute for Waybread. 

Since Leaf Brooch is really easy to play (unless your deck revolves around Gondor or Grey Havens), the only real disadvantage is the 1 CP, which is probably too much if you're using it just for defense but is definitely not too much if you're using an abusive combo. So Leaf Brooch can create some really cool combos, albeit some don't make any sense. 

Sword of Gondolin

Today I would like to wish everyone a happy new year. One card that was a prominent card in 1996 (and will continue to be) is 

Sword of Gondolin # Resource # Major Item # 2 MP # 2 CP # +2/- 
Weapon. Warrior only: +2 to prowess to a maximum of 8. 



This card is the standard mid-range weapon. It's not as powerful as cards like Aiglos, but it's a lot easier to play. Plus, it's common, so it works really well in sealed deck. 

First off, this card gives a warrior +2 prowess. This can be a tremendous advantage if you're facing a lot of combat, as it lowers the probability of a botched roll by quite a bit. It also allows your warrior to take -3 to stay untapped and have a much better chance of dealing with the strike. The +2 is only to 8, but since weapons are applied right after the character's starting prowess, the maximum is only a problem to Glorfindel, Beorn, Thranduil, and Elrond. And the maximum fits just nicely with wizards, boosting them to a pretty buff 8 prowess. The Sword can also work well with lower-mind warriors like Bard Bowman, bringing him to 5 prowess, which should be enough to keep him out of trouble for a while. 

Sword of Gondolin gives two MPs, which is standard for a major item. And with three of them, you've got almost a quarter of your required MPs (in a 25 point game). It balances this with two corruption, which is a little steep for the card's abilities. However, a warrior with this card and a Fellowship can't fail a corruption check and gets +3 prowess. With three warriors, the company becomes something to be feared by orcs and other of Sauron's lesser brood. 

There are weapons that give better bonuses (boni?). Glamdring is also a major item and gives 2 MPs, but it gives +3 prowess to anyone (not just warriors) and only one corruption. However, Sword of Gondolin has two advantages over Glamdring. First, it is not unique. Thus, if your opponent gets one out first, no worry, you can still bring out three more. Second, Sword of Gondolin is common, making it much more played in sealed deck, where this card really rocks. 

Sword of Gondolin is also a good card to include in the powerful "Indy Jones" decks. A company can go to Moria, get a greater item, and then play a Thorough Search to get a Sword of Gondolin. With three Swords of Gondolin in your deck, there will be a high probability you will be able to have one in your hand to play along with your other item, Thorough Search, and Rescue Prisoners. Plus, it will help you kick the behind of the next auto-attack you face. 

So Sword of Gondolin, through ease of play and a decent bonus, is a very good card to include in any deck where you plan to do a fair amount of fighting. 

Rhun

When I first read the Lord of the Rings I would look at the map at the front of the back and notice in big letters the area of Rhun. I always wondered what was out there in Rhun. Well, now I've got an idea. 

Rhun # Resource # Short-event 
Playable during organization phase on a company moving without region cards. Company may move from a site of origin in one of the following regions to a new site in one of the following regions: Iron Hills, Dorwinion, Horse Plains, and Khand. The site path is [Wi,Wi,Wi] and the hazard limit is decreased by two to a minimum of two. 



In the words of rater Brandobras Took, "Read my lips: no new Nazgul." This card is one of four "megaregion" cards, this one covering the eastern edge of the map. It provides safer, easier, and farther transport than using region movement through these regions. 

First of all, this card lets you do in one turn what previously took two. Movement from Khand to the north normally can just get as far as Dagorlad or Southern Rhovanion. Now, you can get all the way to the Iron Hills. So this card allows you to get the Variags and then the Iron Hill Dwarves or the Men of Dorwinion and save a turn. That's not all that good of a card, especially since you need to draw it at and the other cards at the EXACT right times. 

This card's protection abilities are a lot better than it's enhanced movement. If your opponent is playing any sort of shadow-lands based strategy (like orcs or undead), Khand and Horse Plains are not regions you want to travel through a lot. The normal path from Khand to the north includes two shadow-lands and a dark-domain. And even one shadow-land may be a bad idea (of course, you probably entered a shadow-land the previous turn, but you might not have been aware of how hard you would be hurt). Or you might have used Harad to get into Khand. Anyway, you get to move along the eastern edge of the map for a site path of three wilderness and you are only considered to move in the regions where you started and where you end. For example, Scatha is ahunt and you really don't want to go through Northern Rhovanion (from Iron Hills) to the Easterling Camp. Just play Rhun, and you'll arrive safely. Not only that, but your hazard limit will be lowered by two, preventing too large of a barrage. 

This card has a pretty big drawback though: it's not useful enough. It only covers four sites, three of which normally can get to each other anyway. So this card is mainly useful if you manage to draw the right factions at the right times along with this card. If it included Northern or Southern Rhovanion, it would be a lot better, as it would add four more sites. In fact it would rock, as you could go back and forth from Buhr Widu to faction sites, all with -2 hazards and with just three wilderness site path (watch out for drakes). 

So this card can help out if you plan to be moving about on the eastern border of the map, but it's not as useful as Belegaer or Forod, both of which cover regions farther apart and more sites. 

White Mountains

Today's card is another region-movement enhancer, this one from Wizards. 

White Mountains # 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: Old Pukel-land and Anfalas, Rohan and Lamedon, Rohan and Anfalas, Anorien and Lamedon. Otherwise, if the site moved to is in one of the regions listed above, the hazard limit is reduced by two (to a minimum of two). Cannot be duplicated on a given company. 



This card, like Rhun yesterday, can both let you move to places you couldn't before or makes it safer to move to those places. However, unlike Rhun, it doesn't do both at the same time. 

First of all, this card can be used to make movement around Gondor easier. With the pairs of regions this card connects, you can now move from Edhellond in Anfalas to Eagles Eyre all the way up in Anduin Vales. Or you can move from Minas Tirith in Anorien to The Stones in Andrast. Or from Wose Passage- hold in Old Pukel-land to Tolfalas in Mouths of the Anduin. Hey, you can move from Anfalas to Rohan, impossible without this card, with a site path of just two. 

So what? Well, the normal Gondor-based strategy is a little far from many item sites. So you can use this card to get easier access from Gondor to sites like Isengard and Glittering Caves. And if your deck isn't totally centered around Gondor, but uses several sites in Gondor, this card can save you a turn. 

There is a second use for this card. You can use it to reduce the hazard limit by two if you're moving to Edhellond, Lond Galen, Wose Passage-hold, Edoras, Dunharrow, Vale of Erech, Druadan Forest, or Minas Tirith. I think (though I may be wrong) that you can do this even if you're moving without region movement, but the card isn't particularly clear on this. This can be pretty useful if your opponent's strategy involves attacks on border-lands or corruption or roadblock. It is, of course, mainly useful if you have at least four characters in your company, but that's pretty common in Gondor decks. 

There are really only two drawbacks to this card. The first is that you have to have a ranger (a good idea anyway) and you must tap him for the first effect. The typical Gondorian ranger is Aragorn, but there are others like Ghan-buri-Ghan. You should take care when planning this card so that you don't tap the ranger you want for the site phase. The other drawback is that, unless you're working with a limited supply of cards, most decks built around one area can reach everything they need easily without depending on this card. Again, the locations of some of the items sites may be a slight problem for some Gondor decks, but if you draw the right cards, you can easily get there from the site where you influenced your last faction (with about the same luck as drawing this card at the right time). 

So while White Mountains has a pretty useful effect, it rarely makes it into most people's decks. 

Horses

Continuing with a mini-theme from a week or so ago, I once heard someone mention that the following card was the worst in Wizards 

Horses # Resource # Short-event 
Playable only at the end of the organization phase. Hazard limit for a company is decreased by two (to a minimum of 2). The prowess of any hazard creatures played against this company is modified by +2. 



Well, this card certainly doesn't deserve to be given the title of worst card in the game (over Morannon?), but using it can be pretty risky. In fact, most of the raters said something to the effect of "This card may be useful, but with all the nasty creatures out now there's no WAY I'm going to play this card." 

First, this card has a very good ability. Reduce the hazard limit. No skills required, no regions required, no character tapping, nothing. The only two limitations are that it's to a minimum of two (as almost everything is) and you have to play it during the organization phase (otherwise: "surprise, you can't play those other two hazards you wanted to play!"). With a medium sized company of four or five, this can be very helpful. It makes it a lot more likely that there will be a character or two untapped during the site phase. With a large company, chances are your opponent won't have that many hazards to play on you, and with a smaller company you don't get the full effect. This card pretty well eliminates big combo playing (such as multiple cards to change the region types) as well as some of the weaker cards aimed at tapping your characters. It helps to know what's in your opponent's hand (so you can tell how many hazards she wants to play), but reducing the hazard limit by two is almost always a good thing, especially if you are heading to a dangerous area. 

This card has a big drawback for such a big bonus, it can make it very dangerous for you to actually GET to your site. +2 modification to all hazard creature attacks is as good as a Clouds, and you don't get to use it next turn. Plus, when you can face ten orcs from one Two or Three Tribes Present, playing this card, especially when your don't yet know what's in your opponent's deck, can be deadly. 

This card is most useful against a corruption, roadblock, or other events- based deck. Thus, it may be best to put this card in your sideboard and see what your opponent's deck holds before you bring it in. Of course, if you are planning on canceling all the attacks you face (4 hobbits, two others, Torque of Hues, nature ring), this may be a good card to pack. 

Out of the Black Sky

Just after Dark Minions came out, there were a couple of cards that everyone was talking about. One of them was 

Out of the Black Sky # Hazard # Permanent-event # 5 MP 
Playable if Doors of Night is in play on a Nazgul permanent-event that could immediately attack if it were in your hand. The Nazgul immediately attacks as a creature from its permanent-event state (not counting against the hazard limit) and chooses defending characters. If the Nazgul is defeated, place this card in opponent's marshalling point pile and remove the Nazgul from play. Otherwise, discard this card. This can be used on an opponent's Nazgul permanent-event as well as on your own. 

Wow. In fact, this card can be so nasty that it caused several people to take the Nazgul out of their decks. This card won't single-handedly stop serious Nazgul decks, but it will make it so people don't play them so that they aren't hit by them. 

First of all, the bit about this card being a permanent-event and giving 5 MP is so that your opponent can receive MPs for his own Nazgul. It also means that Khamul or Witch-king with this card are worth one less MP and it also means you can play Marvels Told on this card (or you could respond to this card by discarding the Nazgul). 

How powerful is this card? Very. Your opponent realizes you are playing a wolf/spider/animal deck, so he thinks Carn Dum would be a safe place to go. You mutter about not being able to play your Giant Spiders as you draw a few cards. You look at what you draw and then at the table. Your opponent played Uvatha so he could cycle his creatures. With a big grin, you play a Lesser Spiders to tap a few members of the company. You then say "The company dispatched the spiders and, a few moments later, out of the black sky came Uvatha the Horseman, who they could have sworn was somewhere else! Mwa ha ha ha!" And not only does the Nazgul not count against the hazard limit and is available for further enhancement, he chooses defending characters. That's right, you can pick off that lowly hobbit, or that Adrazar who keeps influencing factions, and you can avoid Eowyn stepping up to face off with the Nazgul. 

There are a couple of drawbacks to this card. First, Doors of Night has to be out. Pah! That's out most of the time anyway. Second, the Nazgul has to be able to attack immediately. That means your opponent has to go to either a dark hold/domain or to a region attackable by a Nazgul in play. And if you're playing with a Nazgul deck, chances are your opponent doesn't want to go to dark areas. However, Nazgul cover several regions in the east and if Morgul-night is out... Pretty much the only problem with this card is making sure there are Nazgul to attack with. You can include this card in your own deck if you've got some Nazgul (such as Dwar of Waw for a wolf/spider/animal deck or others for playing cards like Scimitars of Steel). Or maybe the best use of this card is to put it in your sideboard. When you notice your opponent brings out Uvatha, Ren the Unclean, or some other Nazgul, you can lower her wizard's hazard limit by one and sideboard this card in to your deck. Then, surprise! You thought you were safe! I guess another problem is that your opponent can hit YOU with it, but that's part of being a card... 

Plus, if she kills Ren, she can't use him against you. 

Orc-raiders

With all the new orc enhancers in Dark Minions, some of the orcs may not be viable attakcers yet. 

Orc-ratiders # Hazard # Creature # 1 MP # 6/- # Keyable: Bl, Wi, Sl 
Orcs. Four Strikes. 



Orc-raiders, while very easily keayble, are often just free MPs for your opponents. 

First off, this card has two good features. It is keyable to the three most common region types. The only way to avoid being attacked by them is to either not move or to move along certain areas of the coast. This means that they are both fast (won't hang around in your hand for long) and wil usually give you a chance to deal with your opponent's companies. The second advantage is that they have four strikes, so if they are sufficiently enhanced they can tap quite a number of characters. 

However, unless you can enhance them, playing them is probably a bad move. Sure they can be easily played. But do you want to play them? Sure, they've got four strikes. But even a party made up of the likes of Bard Bowman (3/6) can have everybody take -3 to stay untapped and still have a better chance of beating the strike than being wounded. Thus, you are both giving your opponent MPs AND failing to tap his characters. You could have better used a River. 

With enhancement they are a good option. With a Minions Stir (with Doors), three Scimitars of Steel, and Clouds Orc-raiders becomes 6 strikes at 13/-. Keying that to a company moving from Dol Amroth to Vale of Erech can be quite a surprise. It will at least tap a company. 

But what else could you play in that situation? Wargs are keyable to the same region types. With Wake of War (and Doors) and Clouds, they become 4 strikes at 12/-. Almost as good as the Orc-raiders with less enhancement. Or with an appropriate environment you can bring in a Hobgoblins with better prowess. Or with Angmar Arises/Reaching Shadow you can hit almost any company in the north or east with a shadow/dark orc. Or you might do better to diversify your strategy. Let Slayers take care of Border-lands, Cave-drakes Wilderness and some better orcs can take Shadow-lands. 

Maybe the best (and only) time to use this card is when your opponent recieving an MP and waiting a turn is better than him doing in the site phase now what he could do the next turn. And even then you mght need some enhancement. 

Orc-watch

After yesterday's weak orc, today's is somewhat stronger, but not as playable. 

Orc-watch # Hazard # Creature # 1 MP # 9/- # Keyable: Sl, Dd, Sh, Dh 
Orcs. Three Strikes. 



Again, like all the other orcs, this card is best with a plethora of enhancements, but even on its own it can at least tap several members of a company. 

First off, this card has 9 prowess. This means even some of the tough warriors will have a problem staying untapped against this card. And with the max enhancement, you can get them to 5 strikes at 16, something to be feared by any compnay. Their only real problem is their lower keyablility than most creatures. That shouldn't be too much of a problem in an orc deck, though. You can use Angmar Arises and Reaching Shadow to greatly enhance the range of this card (and include companies moving to/from Rivendel) and if you want to go all the way, you can play Morgul-night. Plus, often the times you want to play Orc-watch is when your opponent is going to a shadow-hold (to slow down Mr. Jones). 

Orc-watch can be a decent card even outside of a deck. For instance, since Orc-watch is a starter common, there's a good chance you can pull one off in sealed deck. Then, as your opponent heads to Moria you can be pretty sure of tapping three characters. Even though your opponent may have a pretty good chance of getting the one MP, this can be better than him being able to play what he wanted to there. This card can also be a good choice agianst an Indiana Jones deck, as you will probably at least tap (or maybe wound if they stay untapped) the characters that would go for the Rescue Prisoners, or maybe tap the Scout for a Thorough Search. And a couple of these in sequence can tap most of a company. An Indy deck, though, tends to have good orc fighting, but the reasons for visiting Shadow/dark-lands/holds. 

So Orc-watch is one of the best cards in a orc-based hazard strategy and can be good just on its own. Watch out for Dwarven companies, though... 

Men of Anorien

Continuing with a week of cards that come up in sealed deck, here's one of the six sealed deck factions. 

Men of Anorien # Resource # Man Faction # 2 MP 
Unique. Playable at Minas Tirith if the influence check is greater than 7. Standard Modifications: Dunedain (+1). 



Well, this faction is pretty standard. It's worth 2 MPs, is found in a safe place, and has a fairly low influence number. It's also found in a failry good fixed pack. The other faction is Rangers of the North (with Aragorn), and the characters are pretty good (Aragorn, Boromir, Elladan, Kili, Annalena, Saruman, and Pallando). Only problem is, it's also easy to influence away. 

First, as far as MPs go, Men of Anorien is on the low end for factions. Two points is pretty good in sealed deck, but in constructed deck it isn't as good (as you can usually get a couple three pointers). However, Men of Anorien is one of the safest factions in the game. It's playable at Minas Tirith, a free-hold which has a site path of Wi, Bl, Fd. So other than Slayers and other man-like creatures, you're pretty safe on the way there. Plus, in a deck based around Minas Tirith you can get The White Tree out, making Minas Tirith an easy and safe place to be. 

As far as influence goes, Men of Anorien is pretty easy. Boromir II, a nice 4 mind warrior, gets a grand total of 4 influence against it, meaning he has to beat a three. Or in a typical Gondorian deck, you can give Aragorn a Horn of Anor (or even better, give him Return of the King when he gets to Minas Tirith) and he'll be assured of getting them in (assuming no followers). However, this is a double-edged sword. Since Minas Tirith is so easy to get to, and since The Tower Guard of Minas Tirith is also played there, your opponent might turn a visit for a 4 MP net gain. Also, Boromir II is a pretty popular warrior (and comes in another fiexed pack too), so it might be difficult to keep the Men of Anorien in play for too long. 

Also, in constructed deck, there may be better cards to play at Minas Tirith. The Palantir of Minas Tirith, while imparting corruption, can be a very useful card to have. Also, you may want to leave Minas Tirith untapped (after playing The White Tree), so that you can heal there or use it to facilitate local travels. 

So Men of Anorien can be a pretty good and easy 2 MPs for any deck which spends time in the south. It may be better to include this faction rather than the Tower Guard in a deck, as Boromir is generally a better character than Denethor. 

Dunlendings

Continuing with cards that tend to be useful in sealed deck, here is another faction, this one, though, is not as good as most of them. 

Dunlendings # Resource # Man Faction # 2 MP 
Unique. Playable at Dunnish Clan-hold if the influence check is greater than 9. Standard Modifications: Men (-1), Dunedain (-1), Dwarves (-1). 



In general, factions are a pretty good source of MPs. While they do not give bonuses (other than MPs) while in play (like items, allies, and characters), and they are vulnerable to influence attacks, they are both playable in places without auto-attacks and they do not impart any corruption. 

This faction is one of the standard, fairly safe, 2 MP factions. However, it is one of the toughest factions to bring in. The influence number is 9, which is exceeded only by Returned Exiles. Also, the only modifications are negative. This faction is almost as hard to influence in as the Southrons, a 5 MP faction! The only character with a plus to this faction is Peath, who is at an unmodified 4 DI. Even she needs to beat a 5, so a wizard or maybe Dain with a Horn of Anor may be your best bet. And for an influence number of 9, better modifiers, and an additional MP (not to mention a safer site path), you can get the Rangers of the North. The hard influence means that if your're using Muster anyway, though, that your opponent will have a harder time trying to influence it away, especially with an agent (a couple have Dunnish Clan-hold as a homesite). 

The site itself is somewhat safe and quick. It's a border-hold, so you need to watch for Slayers and the like. Also, it's site path is tripple wilderness, so you can get hit with some of the nasty drakes. However, there are very few attacks that happen specificly in Dunland. Aside from Dunlanding Raiders (a card I have NEVER seen mentioned for any consideration of inclusion in a deck), this region is safe from both Dragons and Nazgul. Also, it's near Rivendel, so you can include it in a strategy based on that region (which is fairly safe). 

This card is sort of another piece of a sour lot of a fixed pack. Pretty much the only good cards in the pack are Glorfindel, the wizards, Faramir, Moria, and the Rangers of Ithilien (which is bettered by some factions). 

So Dunlendings is pretty much only worth putting in your deck if you don't want your opponent to have much reason to try to influence it away. Or if you got that faction and don't have a choice. 

Slayer

Continuing with good sealed deck and common cards, this card is one of the best creatures in the game. 

Slayer # Hazard # Creature # 2 MP # 11/- # Keyable: Bl, Bh 
Slayer. Two attacks (of one strike each) against the same character. Attacker chooses defending character. The defender may tap one character in the same company to cancel one of these attacks. 



Slayer can often have a good chance of killing a character. And even if no wound occurs, you're pretty guaranteed that that character will tap as well as probably another. 

First of all, the prowess of 11 is one of the best of the low MP creatures. Also, this lets attackers choose defending characters (and it isn't hurt by More Alert Than Most, although it is hurt by Forewarned is Forearmed. It's also pretty easy to play. Border-lands and -holds are pretty common (though not as much as single Wilderness or Runis & Lairs). Pretty much the only area without many Border-lands is around Rivendel (and Mordor, but that's already dangerous). And anybody who doesn't go to a border-hold at least once in the game is probably not going to get many faction points. 

So, how effective is Slayer? Well, in order to have a good chance of actually staying untapped against it, a wizard would have to get hooked up with a pretty big weapon. Even if he does decide to stay tapped, an unenhanced wizard has to roll at least a 6 to recieve the 2 MPs. In fact, the fact that Slayer is worth 2 MPs instead of the standard 1 (for creatures without body) shows how nasty Slayer can be. Plus, unless the company is pretty well enhanced, most times the defender will want to tap a character to remove an attack. You don't get to choose the tapper, but you do get to choose a character, take a good shot at him, and tap another character. That's better than most creatures. 

One debate that arose a little after the game came out is "why does Assassin have one more attack than Slayer and one less MP?" Simply, Slayer is a lot more playable. Your opponent starts the game at Rivendel. His strategy is based largely in the east. First turn he heads out to Lorien. On his way through Anduin Vales his main character encounters a slight problem: someone is out to get him. Or your opponet is heading from Lorien to Minas Tirith (which has The White Tree). You whip out a Slayer to be keyed to the border-land in the site path. 

How can you defend against a Slayer? Well, one way is to get some weapons early. However, that won't stop slayers attacking your hobbits. And in order to cancel the whole card you have to use both a cancellation card AND tap a character (or use a canceller and Forewarned is Forarmed). This will also generally tap two characters in the company, which is what you're trying to do (along with a chance to make a kill). So the best way to avoid Slayers is to avoid Border-lands and Border-holds. Not an easy task. 

So Slayer is one of the best common hazards, a useful card to add to a deck if you're trying to reach the 10 creature minimum for Council of Lorien play or if you just need a nice card. Only problem (or sometimes advantage) is that there are no Slayer-specific modifiers. 

Rescue Prisoners

Today's card is another common card that can make its way into tournament decks. 

Rescue Prisoners # Resource # Permanent-event # 2 MP 
Playable at an already tapped Dark-hold or Shadow-hold during the site phase. The company faces a spider attack (2 strikes with 7 prowess). If no characters are untapped after the attack, discard Rescue Prisoners. Otherwise, you may tap 1 character in the company and put Rescue Prisoners under his control. That character may not untap until Rescue Prisoners is stored at a Haven, Border-hold, or Free-hold during his organization phase. You do not receive the marshaling points until this card is stored. Cannot be duplicated at a given site. 



This card is one of the two staple events of the popular "Indiana Jones" deck which is mentioned so frequently. For those who are not familiar with this strategy, its basic premise is to go to a Shadow-hold or Dark-hold like Moria, play a greater item, play Thorough Search, play another item, and then finish with a Rescue Prisoners yielding a maximum of 10 MPs. 

First off, this card may be hard to get into play, especially if you are planning on playing a Thorough Search first. For that you will need at least four untapped characters, and that's after the Movement/Hazard phase and facing the auto-attack. For instance, take this scene at Moria. Your company is Elladan, Elrohir, Gildor Inglorian, Boromir II, and Annalenda. You somehow survive the Movement/Hazard phase untapped and enter Moria. You let the four warriors stay untapped and face the orcs. Elladan and Elrohir need a 4 not to be wounded and Boromir and Gildor need a 3. Now you are in, and you tap Elrohir to get Orcrist. You tap Annalena for a Thorough Search so Elladan can get a Sword of Gondolin. You now have two characters left untapped and you play Rescue Prisoners. You need to keep at least one of the two untapped to take the Rescue Prisoners, so you let Boromir take the first strike while staying untapped. He needs to roll at least a 3 again. If he doesn't do it, Gildor has to stay untapped (needing a 5). And if something goes wrong (like two characters tapping in the M/H phase or Spider of the Morlat is in play), you won't be able to get around to Rescue Prisoners (which interestingly doesn't have anything to do with the new prisoner rules). This combo also requires 4 cards in your hand at the right time. 

As a hazard player, one way to avoid a Rescue Prisoners is to tap characters (it helps to know if your opponent has a Thorough Search and/or a Rescue Prisoners in his hand). If you play a creature that taps enough characters of his, even if it is defeated (and worth just 1 MP), it's better than your opponent get 2 MPs (though it was a much better trade-off before the erratum was issued). 

The errata to Rescue Prisoners (making it one less MP and making it so you don't get the points until it's stored) makes it in some ways worse than Deams of Lore. With Dreams the auto-attack is easier and you get the points when the card is played, storing it just lets you untap the character. This is actually a significant disadvantage to Rescue Prisoners, as it leaves your character tapped for at least two turns which means (if it was a buff character like in the example I gave) that some of your weaker characters may take a few hits. 

So Rescue Prisoners, while not as good as it once was, is often a good choice to include in a deck based out of Shadow-holds and Dark-holds, especially in a one-deck game where WHEN you acquire the MPs is almost as important as how many you get. 

Old Road

The last in a week of common and fixed cards, I haven't really used today's card much, but it can be very useful. 

Old Road # Resource # Short-event 
Allows a character at a Haven to attempt to bring a faction into play. The length of the site path from this Haven to the site at which the faction can be played must be two or less (this must be verified by an available site card). The influence check for this attempt is modified by -1 and is not modified by the influencing character's direct influence. 



This card, with a little luck, can speed up your acquisition of marshaling points. And in a game that is basically a race, that is a good feature. However, if you lie not in the lap of Lady Luck, you may end up losing your chance at a couple MPs. 

There is one card that Old Road is best used with, but first I'll look at how it works without that specific card. First, this card requires that your faction be within two regions. This isn't too big of a drawback, as many decks base their factions in one area to speed things up. Second, it requires the character to be in a haven. This is a fairly big drawback, as many factions aren't quite close enough. This eliminates all but two factions from Grey Havens, two from Rivendell, four from Lorien, and three from Edhellond. The other drawback of having to be in a haven is that there can't be an Old Road between Dale and Lake-town, for instance. However, this card does allow you to play a faction while the rest of your company is healing. Or it allows you to play a faction and then head off in the other direction for another faction. Also, if you are using starter movement, it can save two turns movement. With region movement, though, you can easily hit several faction sites in a row at a rate of one per turn. 

The other major drawback to this card is that direct influence does not apply. That means you can't have Aragorn with a Horn of Anor and Return of the King influence in factions left and right while staying in the saftey of a haven. You actually have to roll, and many of the factions near havens have high influence numbers (five require better than 9). Thus, unless you have some really good dice, you'll need some assistance. Lordly Presence can be a good choice. Or the best card to use this with, Muster. 

Picture: your opponent called the Free Council last turn. He's 12 MPs ahead of you. You've got Pallando, Elrohir, Elladan, and Gildor Inglorion sitting in Lorien. You look in your hand and notice you've got three Old Roads, three Musters, The Great Eagles, the Ents of Fangorn, and the Riders of Rohan. You chuckle to yourself as you play an Old Road, tap Elrohir with a Muster and bring out the Ents. Same with Elladan and the Eagles. And again with Gildor. There's 9 MPs. Now you head off to Moria to see if you can draw an item. You arrive, face the auto-attacks, then Pallando and Gildor share some Waybread, And Forth Elrohir Hastens, you grab a Sword of Gondolin and then Thoroughly Search for another. Bam. 13 MPs with several commons, fixeds, and two uncommons. 

While scenes like the one just described may be rare, Old Road can give you the extra push before the Free Council or the extra step early in the game. 

Gamling the Old

Today's card doens't make its way into too many decks, but that may be due to the fact that many people don't really think of him too often... 

Gamling the Old # Character # Warrior Man # 2 Mind # 1 DI # 3/7 # Home site: Edoras 
Unique. 



This card is one of the best low-mind characters around. For two mind, he brings you a nice 3/7 warrior (pretty good for mind that low) as well as 1 DI. 

First, 3/7 isn't enough to single-handedly have much of a shot at dragon- slaying, but it is just a few points behind several characters with a mind of 4 or 5. Also, since Gamling doesn't get a -1 corruption modification like most low-mind characters (like Dwarves), he can safely be given a Sword of Gondolin, making him ready to fight right up with the likes of Beretar and Gildor Inglorion. 

He's also got a nice mind/DI ratio. His one mind can control a character like Ioreth or, with an Elf-stone, a three mind elf. This can be of great assistance, allowing you to later bring in another three plus mind character or preventing Call of Home/Muster Disperses. Perhaps you are starting with Aragorn and Cirdan. That puts you at 17 mind. You can add Gamling as someone who can take an auto-attack, a strike from an orc, help with a corruption check or attack roll, or what have you. You can then add in Ioreth, giving you a nice sage. Or if you were starting Aragorn and Gimli, you could add Gamling with an Elf-stone controlling Arwen (who can later control Aragorn). Or you can add to his 1 DI with a Horn of Anor and have him head around to influence some of the easier man factions. 

Another good use for Gamling is to have a character in your company from Edoras so that you can bring in Eowyn with Helm of Her Secrecy. And then, with a Gold Belt of Lorien, either can control the other. Or, since he's not worth any MPs, if you're in a tight fix, you can have him take one for the team. The Witch-king is bearing down on you with a Pale Sword! Fate is upon you! But wait, Gamling, knowing his time of glory had past, steps up, knowing the fate that would come to him. 

So Gamling the Old can be a real utility character. He doesn't really have any disadvantages, and can easily do the work nobody else wants to do. He's almost like Toku from Legend of the Five Rings. 

Stealth

In traditional approaches, there are two ways to react when you are attacked. First, you can fight. Second, you can run away. Another good option is to be vewy vewy quiet. 

Stealth # Resource # Short-event 
Scout only. Tap a scout to play at the end of the organization phase only if the scout's company size is less than three. No creature hazards may be played on his company this turn. 



This card works best in a Hobbit deck. It can work well in other decks, but it works best in a Hobbit deck. But to see why it works best in a Hobbit one must discover what it is that works in this card... 

This card is essential for small companies that would rather avoid creatures than fight them. It can be good on dangerous trips to Mordor or Dragon country or if you've got a weak company heading out on a short trip. Preventing all creature attacks for a turn is pretty impressive, especially for just the price of tapping a scout. However, there is a big drawback to this card. The company must have a size less than three. Thus, for this card to work with an ordinary company, you have to tap half of your company to bring it out. Of course, that can be okay. If you have Radagast on Shadowfax along with a Hobbit, you can have the Hobbit play this and send Radagast out to draw 8+ cards and then influence a faction. Or if you're heading for a faction with Arwen and Aragorn, just tap Arwen, play Stealth, and let her hubbie do the rest of the work. Or if you have a scout ally (Gollum) play this and leave his two masters to face the auto-attack and grab an item. Another nice combo with this is A Chance Meeting. Sure, you USED to have a company size of 2, but now you've got another character. And if you need the character untapped that can easily be arranged with a card like Cram, And Forth he Hastened, or Hundreds of Butterflies (they can't use the extra hazard to attack you...). Another nice thing is the fact that on-guard creatures can't attack the company. 

But these drawbacks are bettered by Hobbits. Since Hobbits only count as half a character for company size purposes, you can have four Hobbits and still play this card. How many Hobbits does it take to get an item? One to play the Stealth, one to cancel the auto-attack, one to pick up the item, and one to make up a song about it. Plus, they are a natural group for this card, as they want to spend most of their time hiding quietly away from all the hustle and bustle of big folk. And actually playing the card is no problem, as they're all Hobbits. 

One thing to keep in mind about Stealth. If you're using it to avoid nasty creatures, you'll need a way to get back. There are situations where you don't need a way back, such as avoiding your Ahunt dragon or if you use Great Road, but in general, you'll want to be able to avoid any creatures they could have played this turn. If you're just trying to stay untapped (having a larger company could help), then you don't need to worry if you're just heading back to a haven. But if you fear a wounding or are trying to go somewhere else and stay untapped, you may want to pack another Stealth or a few other cancel cards. 

So Stealth, in the right decks, can be a very useful cards. However, since it requires such a small company it isn't used as much as cancelers like Concealment or Torque of Hues. 

Magic Ring of Words

It's been quite a while since a ring was reviewed, so I decided to review 

Magic Ring of Words # Resource # Special Item # 3 MP # 2 CP # [+3 DI] 
Magic Ring. Playable only with a Gold Ring and after a test indicates a Magic Ring. Gives the bearer diplomat skill. If the bearer is already a diplomat, he gets +3 to direct influence. May not be duplicated on a given character. 



Well, this ring has all the normal attributes of the other magic rings, and it's own nice feature. While some of the other rings are better all around, this card can be very good in the right circumstance. 

First, the basics. This ring gives 3 MPs for 2 CPs, a ratio similar to many greater items. This card can be harder to get out than a greater item or easier, depending on your character mix. It requires a Gold Ring, preferably Beautiful Gold Ring (pretty easy to get) and a test, preferably Test of Lore or Wizard's Test. With Test of Lore and a Beautiful Gold Ring, the chances of getting this ring are a little better than 41% (you can check all the chances at my other page which may be updated soon to include The Under-grottos). You might want to have both this and a Dwarven Ring in your hand when you test, so you can get one on almost any roll. Or you can have a Lesser Ring as a backup, which gives you almost the same ability as the ring of words. 

So, if Lesser Ring is almost as good as a words ring, why play with this ring? Well, first if you need a character to be a Diplomat (for some odd reason), this is the only way to do it. However, it's other bonus is much better. In the hands of a real diplomat, this card can make them in to a major influencer. For instance, with just this card, Galadriel has 7 DI. You can send her out (with Celeborn controlling) to grab just about any faction you want. Or Dain II, who has 6 DI (7 against men). That means you can have Dain and Beorn running around, two 7 mind characters for the price of one. Or hey, give it to Halbarad and let him control a nice 4 mind character like Boromir. Or you can combine this card (as well as some other influence boosters) on Saruman and have a good shot with Hour of Need. Or you can put it on Adrazar, giving him 5 DI against factions, and send him down to Gondor. 

The best way to decide if you want to put this card in your deck is to set out your "best case scenario" of characters in play. Then, see if +3 DI would make possible a character that otherwise wouldn't be possible. Otherwise, it might be a better idea to play with a Lesser Ring, another Magic Ring (stealth, courage, and nature are pretty good), or junk the whole ring thing all together. Now if you could just play it on an agent... Ratings for Magic Ring of Words: Isildur: 5.0 Frodo: 7.0 Samwise: 6.9 Cirdan: 3.0 Fingolfin: 7.0 Strider: 6.5 Legolas: 6.0 Bandobras Took: 9.0 Alatar: 5.5 Farmer Maggot: 5.0 Average: 6.1 

Nobody's Friend

When I first saw this card I was amazed and immediately thought it to be one of the best cards in the set. After ICE pointed out to me that the combo I had in mind didn't work, I still think it's a pretty good card. 

Nobody's Friend # Hazard # Permanent-event or Short-event 
As a permanent-event, playable on a face-down agent who was brought into play this turn. When the agent is revealed, and if his home site is a Border-hold or a Free-hold, the site where he came into play (which is not represented by a card) may legally be any Border-hold or a Free-hold. Discard when the agent is revealed. Alternatively, as a short-event, take any agent who has a home site that is a Free-hold or Border-hold from your play deck into your hand (reveal it to opponent and reshuffle your play deck). 



What was the combo I was thinking of that doesn't work? Twisted Tales. I had a deck that caused much havoc by having someone like Dror become Nobody's Friend and then when a faction was influenced, I would use a Twisted Tales to automatically get rid of it. Why doesn't that work? This card does not change the agent's homesite. It merely lets them come in at any border- or free-hold. 

This can be very useful, especially since you are limited to 36 mind worth of agents in your deck. You can use this card to get a lot more out of your agents. For instance, you can have just a few agents in key locations (like near Mordor, up east, near Rivendel, and near Gondor) and move them around bit by bit until you finally get to that site you want. Or, you can just make one of them Nobody's Friend and have a shot at influencing away any faction. You should probably use Good Sense Revolts to give your attempt +4, as you won't get any of the homesite bonuses. 

You can also use this card for other agent purposes. You can have the agent appear where it was unexpected and attack a company who is entering. Or you can let an agent like Firiel go to ANY border-hold the company happens to go to and play Shadow Out of the Dark, causing mass amounts of pain and death from undead. You can also use this card with a ranger agent and Seek Without Success to cause any one trip to a border/free-hold to be unsuccessful. 

There are a few drawbacks to this card. First, it only happens once, so you can't just teleport around Middle-earth. Also, you can't unreveal the agent, as when he was next revealed, it would be an illegal site path. Also, you have to play this card along with the agent. One advantage of agents is that they are easy to get in to play, as you can just plop them down. With this card you either have to hold the agent in your hand, taking up space, or you have to draw this card at the exact right time. 

However, this card can be a very needed addition to many agent influence decks. 

Free to Choose

One of the rights most prized in most parts of the world is the freedom of choice. In Middle-earth, it's pretty good too. 

Free To Choose # Resource # Permanent-event 
Playable on an item that normally gives 3 corruption points or more. Target item gives 2 fewer corruption points (3 fewer if Gates of Morning is in play). Discard after its bearer makes a corruption check. Cannot be duplicated on a given item. 



Well, this card is worth its slot in almost any large item deck. While certain other cards give a better bonus, they have to be held for longer. This is a preemptive corruption check helper. 

So, what can this do? Well, picture Aiglos. A very nice weapon in all accounts, but you may have a slight corruption problem. Put this card with Aiglos, and it now only gives 1 CP instead of 3 (as you want Doors with Aiglos, not Gates). Or Dwarven Rings. Instead of 5 CPs, they can give you 3 (or two if you want to play with Gates). 

Sadly, though, this modification is not permanent. It only lasts for one corruption check. However, it can act to prevent that check, as someone with a Weariness of the Heart is not very likely to play it on someone with 1 CP. While this card doesn't give as good a bonus as cards like New Friendship or A Friend or Three. However, it keeps a card out of your hand, so you can use that slot for another card. You're making a corruption check in advance. 

So this is a very important card for any big item deck 

Sentinels of Numenor

One of the most common resource strategies oddly revolves around a single character (which makes it hard to fight itself). Aragorn-based Gondor strategies were helped some by Dark Minions, though the expansion also brought some threats. 

Sentinels of Numenor # Resource # Permanent-event 
Place this card in your marshalling points pile. Any attempt (by any player) to influence a faction playable at a site in Anorien, Lebennin, Lamedon, Belfalas, or Anfalas is modified by -2 and cannot be attempted with Muster. Place any such faction you successfully influence (while this card is in play) under this card. All factions under this card give an additional marshalling point. Discard when any faction under this card is discarded (all other contained factions remain). Cannot be duplicated. 



This card can greatly help a Gondor faction strategy. And while it has a couple drawbacks, they may actually hurt your opponent more than you. 

The typical Aragorn-Gondor deck's ideal situation is Aragorn with Return of the King under control of Arwen with Choice of Luthien. This lets Aragorn automatically influence any faction in Anorien, Lamedon, Lebenin, Anfalas, or Belfalas other than the Woses of the Druadan Forest (worth a total of 16 MPs not counting Army of the Dead). Once Sentinels of Numenor comes into play, he has to beat a two or three for all the checks (accepting the Woses again). And for that slightly reduced chance of influence, if you influence them all in, you get an additional 7 MPs (though you have to somehow get both the Tower Guard and the Men of Anorien). 

This card is also useful in its own defense. While it's still pretty easy for you to influence the factions, your opponent will find it harder to influence them away. The -2 modification can help quite a bit when either a character or agent is going after your faction. Also, your opponent can't try to Muster them away, one of the most effective ways to get rid of a faction. And while it's still possible for your opponent to try it, its harder than normal. If he does manage it, though, you lose the extra MPs permanently (unless they all get discarded and you try again after cycling or with Horns, Horns, Horns). You can also keep this card in your sideboard and bring it in to defend against a Gondor strategy (they don't get extra MPs). 

This card is somewhat useful without Aragorn, but not as much. Gondor strategies can work without the king, you basically just need a dunedain with a Horn of Anor and maybe a couple influence cards. Sentinels of Numenor counterbalances the Horn's bonus, so with someone like Imrahil you've just got to beat a 4 or 5. 

So Sentinels of Numenor can be a great addition to some decks, though like most area specific cards, worthless in others. 

Quiet Lands

Be vewy vewy quiet, I'm hunting wabbits (or orcs, or undead or...) 

Quiet Lands # Resource # Short-event 
Environment. Until the end of the turn, the number of strikes for one automatic-attack at a Shadow-hold or Ruins & Lairs is reduced by half (round up). Alternatively, if Gates of Morning is in play, treat one Shadow-land as a Wilderness, or one Shadow-hold as a Ruins & Lairs until the end of the turn. Cannot be duplicated. 



This card has two very useful uses. First, it makes auto-attacks easier to deal with. This is good especially if much of your company is tapped or weak. The second use lets you get to the site more safely, so that you will have more untapped characters to deal with the auto-attacks. 

First, this card can really help you during the site phase. You may have set up your deck so that you can get something at a certain site, but due to the tapped, wounded, or killed status of your characters, you can't deal with the auto-attack now. This card can help you out quite a bit. For instance, you can make Moria's somewhat dangerous attack of 4 strikes at 7 just 2@7. Or you can make Dancing Spire only 1 strike at 11, just as easy as Zarak Dum but with more items. Or you can reduce an At Home Dragon to 1 or 2 strikes, much easier to deal with. And The Under-deeps sounds better as 1 strike at 16 rather than 2. This card also helps to counter the effects of certain enhancements. It resets the strikes after an Awaken Denizens/Minions or a Plague of Wights. Redoubled Force isn't too scary with this card, either. 

The other use of this card, unchoking shadows, can also be very handy. You can avoid attacks such as orcs and undead, as well as prevent a Fell Beast- riding Nazgul from attacking. This can also be a slightly silly combo with Rebuild the Town. You arrive at Mount Doom. After looking around a bit, you decide that it would be nice to have a small town on top of the volcano, just to piss Sauron off. You make Orodruin quiet down, and then start work ;-) In more serious ways, you can rape and pillage Moria or Carn Dum with a site untapper like Durin's Ring. And why not set up a few buildings next to Shelob's Lair? This use also helps defend from a card like Incite Minions, making the site no longer a Shadow-hold. 
This card has a couple of disadvantages. First, it's an environment, so it can be taken out by 

 HYPERLINK "http://www.flwyd.dhs.org/metw/cotd/issues/99.html" Twilight (especially useful if you're trying to convert from shadows to something else). Also, it doesn't work on sites with one strike, and doesn't work too well with three strikes. Also, it can't be duplicated, so you can't both make a Ruins & Lairs and reduce the strikes too. 

However, all in all, Quiet Lands can be a useful card for a company who would rather a safe journey. 

Revealed to All Watchers

Most of the unique cards in the game are unique because there was only one in any of Tolkien's books. However, a few very powerful cards are unique, even though they could happen many times. 

Revealed to all Watchers # Hazard # Short-event 
Unique. Reveal your hand to opponent. Place all non-hazard cards from your hand off to the the side. Draw cards from your play deck until your hand size is reached. Place the non-hazard cards from off to the side face down on top of your play deck in any order you choose. 



This is one of the most powerful cards in Dark Minions. It allows you to take a hand of mostly resources and turn it in to a hand of all hazards to hit your opponent with. 

First, there is a question of when to play this card. Do not play this as the first hazard in the phase. Play a few hazards. When your hand is at its normal size or less, THEN play this card, as that's when you'll get the most benefit from it. Also, if possible, play it on the M/H phase of the first company moving so you have a hand of hazards for the next company. You should also play this card when you've got a chance of hitting your opponent with most of the hazards in your deck. For instance, if you have a deck with lots of Nazgul, and your opponent moves to a Dark-hold, play a few creatures to tap his company and then get a big grin as you Reveal to All Watchers. Who knows, you might be able to play several Nazgul without having to hold them in your hand for several turns. You might also want to figure out what's coming up by using the Palantir of Minas Tirith or a similar card at the end of your turn. 

This card also works best against a large company, as you can get the most effect from it. Not that you can't play it on a medium or small company, though. You can use this card in hopes of drawing JUST the card you need to mess your opponent up. Maybe you need that one Choking Shadows to be able to play a Fell Beast and a Nazgul. And hey, while you're drawing you just might draw a Twilight to hit your opponent's Twilight. 

There is one card that just cries for this one: Two or Three Tribes Present. Your opponent moves through a Shadow-land with two characters. You play a Two or Three Tribes present and rain down four or five orcs. Then you play Revealed to All Watchers. Set aside those worthless resources and draw eight more orcs to attack with. 

As a resource player, there isn't really any way to defend against this card. There is no card to cancel it. The best you can do is to lower the hazard limit, prepare for the worst, and hope your opponent draws a whole bunch of resources. 

Searching Eye

I had set up to have Cirdan (aka Geoffrey Scott Mercer) do a guest review of Searching Eye tomorrow, but since I stayed up late last night working on the deck listings, I figured I'd post it today so that you can read something coherent... 



To quote Craig O'Brien in the new Dragons Players Guide, "Searching Eye is as useful as all of the scout skill cards put together, because it can cancel every single one of them." That's a very strong statement, but Searching Eye is also strong card. 

Searching Eye # Hazard # Short-event 
Cancel any card requiring scout skill before it is resolved or cancel any ongoing effect of a card that required scout skill to play. If this card is played as an on-guard card, it can be revealed during opponent's site phase to cancel a card requiring scout skill. 



Searching Eye can cancel the following cards, Concealment, Hiding, Stealth, Lucky Search, Thorough Search and Trickery. While Hiding is rarely played, and Lucky Search got its knees cut off by errata, the other four cards see some considerable play in tournament and casual play. Concealment is the all-purpose cancel any attack card, and Trickery is similar but trades a sure thing for not having to tap a scout. Stealth is the Hobbit deck's best friend, as well as a wandering wizard's pal. Thorough Search is a key card in the "Indiana Jones" fast item strategy, allowing for maximum use of a site. 

Searching Eye also has the ability to be played as an on-guard card, probably the strongest feature of the card. It can cancel a concealment planned for a nasty auto-attack, or cancel a Thorough Search or Lucky Search. Facing an auto-attack that an opponent wasn't expecting could wreck the party, or usually just tap the party and force it to wait a turn. The cancelling of Thorough Search could force a opponent's party to head to an extra site for its last marshalling points, providing your own party with an extra turn, as well as giving your own hazards another stab at hindering the opponent. Good turn management should always be a goal. 

The funniest part about the card is that after you use it as an on-guard card, you can always bluff with another card. If you force the resource player to be more conservative, you might buy a turn or two. 

Searching Eye is also useful during the movement/hazard phase. If you play a big creature combo deck, the worst nightmare is having it cancelled. When you wait several turns for the Withered Lands/Fever of Unrest/Itangast combo, you do not want to see concealment cancel what would be at least 3 wounded characters. 

Cancelling the effects of Stealth can also be a rude surprise. A Wizard venturing out from Lorien to go influence the Southrons doesn't have to worry about Assassins, which can only hit the Wizard at the site (and not on the way back to Lorien). Searching Eye can neatly pull the rug out, allowing one hazard to be played on him, since Searching Eye does count against the hazard limit. 

Searching Eye doesn't belong in every deck, however. Your opponent could play with few, big characters, in which case he or she probably won't need to cancel creature attacks. Not every deck plays with small companies for stealth, or fast items with Thorough Search. Many Sorrows Befall, another important resource event canceller, can cancel more types of cards, but is unique and can't be used on-guard. 

Searching Eye is therefore a card to mix in your decks upon occasion, or when you know your opponent is playing a Hobbit deck. A couple Searching Eyes played every 2 or 3 games will put your gaming group off guard, and make your on-guard bluffs all the more meaningful. With An Unexpected Outpost in the card mix now, you can even place the cards in the sideboard. 

The Moon is Dead

The owl and the pussy cat are going to be angry, because someone killed the moon. 

The Moon is Dead # Hazard # Permanent-event 
All Undead attacks receive +1 strike and +1 prowess. All Undead automatic-attacks are duplicated (i.e., each Undead automatic-attack must be faced twice, including all modifications). Discard this card when an Undead attack is defeated. Cannot be duplicated. 



All I have to say for this card is "I'd hate to be against it." But just to make you happy, I'll describe in further detail. 

This card is like a permanent and automatic Chill Douser. While not as powerful as Plague of Wights with Doors, this card is easier to play and stays around for longer (hopefully). Plus, together they have a lot of fun. Picture Ghouls with The Moon is Dead in play first and then Plague of Wights. 12 strikes at 9/-, sure to tap almost every member of a company. It's pretty doubtful that someone will defeat that attack (assign all the modifiers to one weakling :-) so you can follow up with another. The company just faced 24 strikes at 9 prowess, quite a bit better than a Morgul-rats. If you add in three Chill Dousers before the Plague of Wights, you've got 18 strikes with 12 prowess. Now that is what I call scary. 

The Moon is Dead can work without Plague of Wights and Doors of Night, which is what is so cool about this card. You can have Gates of Morning out and all sorts of nice things that help you out, and then bring out The Moon is Dead and maybe a Chill Douser to give +2 strikes and +2 prowess to an undead. And with some luck and careful planning the moon will remain dead for sometime. 

That's another good thing about The Moon is Dead, you can get it out of your hand when you draw it and it will stay in play until your opponent gets lucky or you make a bad tactical decision. This doesn't happen too often, but don't test your luck too far, Halbarad on his own once defeated a Chill Douser and unkilled the moon. However, most of the time this card will stay in play for longer than Plague of Wights (and is easier to keep in play than Will of Sauron because this can't be knocked out with Twilight). 

This card also hurts Undead auto-attacks. This makes the tame sites like Gladden Fields and Isles of the Dead That Live harder to deal with and it also makes harder sites like Dead Marshes and some Under-deeps REALLY hard to deal with. If a company defeats the auto-attack, though, TMID goes away. In order to do that, though, they'll have to tap some of their tough guys, giving you a turn perhaps. To this end, The Moon can come out of the sideboard and die against a Costal Sea deck, the auto-attacks of which are almost all undead. Tolfalas sounds a lot more risky when it's two attacks of 4@8 rather than one of 3@7... 

There isn't really anything bad about The Moon is Dead, it's not even worthless outside of an Undead deck. With careful planning, you will get benefit from it and your opponent won't (unless he also likes undea, in which case the game can get REALLY fun). 

Rank Upon Rank

Up until Dark Minions, man hazard strategies had a few viability problems. But now with one card (and a little help from Scimitars of Steel), they are now pretty viable. 

Rank Upon Rank # Hazard # Permanent-event 
All non-agent Man attacks receive +1 prowess and +1 strikes. If Doors of Night is in play, all Giant attacks also receive these bonuses. Discard this card when such an affected attack (automatic, hazard creature, or otherwise) is defeated. Cannot be duplicated. 



At first, you might think that this card isn't too useful, after all, most of the man attacks are pretty specialized, but this can be a card that turns the tide of the game. 

So, what effect can this have? Well, picture a Thief with 2 strikes at 16/- Chance are pretty good that someone will get wounded, and thus an item will be lost. Or picture Corsairs of Umbar, 6 strikes at 10/-. Pick-pocket can do some pretty serious damage with 2 strikes at 12/-, attacker choosing. And Assassin basically gets +2 from this card, as the extra strike ends up as a -1 modifier. One interesting attack that is affected is Traitor. Beorn, corrupted, now attacks with 2 strikes at 18, player to the left choosing defenders. It's a pity it doesn't get agents, too, but it works pretty well with the likes of Dunlending Raiders. And you might want to include some Giants and Thunder's Companions. Two strikes at 14 is pretty good, as is 4 stikes at 10. Even if you don't have Doors, your opponent might. 

What else should you include in a man deck? If you have a few orcs or trolls, you might want Scimitars of Steel or Helms of Iron. With one of each, Corsairs of Umbar will be 6@11/4, just about as nasty as Nameless Thing, worth less MPs and with better range. The other cool thing about man decks is that they don't need Doors of Night. The only benefit men can get from Doors is if you want Giants with Rank Upon Rank or if you want to play Clouds (which can hurt you big time too). You can't even get full benefit from Night with Doors, as it hurts them just as much as it helps them. The other cool think about a man deck is it doesn't screw your auto-attacks over. The only man auto-attacks are Bandit Lair and Hermit's Hill, which are pretty tame and not too frequently visited sites. Of course, this means you can't enhance them so that your opponent has a bad time either. And man decks aren't as popular as, say, orcs or undead, so you don't have to fear getting hit with your own medicine very frequently. 

So Rank Upon Rank can really make a man deck tick, with or without Doors of Night. 

Dunlending Raiders

Today's card was one of several commons from Dragons that I looked at while opening pack after pack, thought about for a few seconds, and then put in the pile of commons, never to be thought about again. Then, due to a suggestion, I took another look at it. 

Dunlending Raiders # Hazard # Creature # 1 MP # 8/- # Keyable: 
Men. Five Strikes. Playable keyed to Enedhwaith, Cardolan, Hollin, Rhudaur, and Dunland; and may also be played at Ruins & Lairs in these regions. 



At first look, Dunlending Raiders look like a pretty area-specific creature with a pretty low prowess. This is true, but they can get more play than you would expect. 

First off, they have the standard 1 MP. Not too much, but it can make a difference. They also have the same number of strikes, but one less prowess and fewer regions, as Corsairs of Umbar. The Dunlending's regions, though, are more frequently visited, especially in sealed deck. So, what is in those regions? There are two faction sites (Cameth Brin and Dunnish Clan-hold), one ally site (Old Forest), five ruins & lairs item sites (Ettenmoors, Tharbad, Barrow-downs, Ost-in-Edhil, Ruined Signal Tower), and one haven (Rivendell). Five of those are frequently visited, most notably Rivendell. If you draw Dunlending Raiders on the first turn, you can tap your opponent's company, starting off with a one turn advantage. Many decks are built around Rivendell, and you can mess with them quite a bit. Even in a deck built around Gondor or Lorien, you've still got that first turn. Perhaps you might want to put this card in the sideboard and bring it out against a Rivendell deck, though Ruined Signal Tower is reachable from every haven and Dunlending Raiders have a pretty good playability rating in sealed deck. 

Dunlending Riders can be pretty good with an enhancement or two. Rank Upon Rank makes them 6@9/-, which is starting to get scary. And since they have so many strikes, there's a good chance you can assign -1 modifiers. Or -4 with Pierced by Many Wounds. They are also not hurt by very many resources. Dark Quarrels can cancel them, along with Trickery and the normal canceling cards. They aren't hurt by a lack of Doors, they aren't hurt by site-path changers, they can't be canceled by Elven Cloak or prevented by Ford (some of the favorite avoidance cards in Rivendell decks). They aren't hurt by Sun, as it gives them both +1 and -1. They can also attack at a ruins & lairs, so if you tap your opponent with a Dunlending Raiders on his way to Ruined Signal Tower and he can't play anything, you can hit him with more Dunlending Raiders and hope he stays tapped. 

So Dunlending Raiders, an often overlooked card, can be a worth addition to a man deck, a sideboard, or a sealed deck deck. 

Pick-pocket

Today was the Super Bowl. And one thing to watch out for at that game is 

Pick-pocket # Hazard # Creature # 1 MP # 11/- # Keyable: Fh, Bh 
Men. One strike. Attacker chooses the defending characters. For each successful strike, an item the defending character bears must be discarded (defender's choice); he is not harmed. 



This card finishes up a three-card man mini-theme. This card, along with Thief, takes the less common of two objectives. One use of hazards is to tap your opponent's characters so he can't get MPs during the site phase. The other use is to take the MPs away from him after he gets them. 

Pick-pocket, like many men, is best in certain situations. The ideal situation for a Pick-pocket is when your opponent has a weak character, like a hobbit, with one big MP item. If you catch someone like a wizard carrying nothing but Aiglos or a hobbit carrying a greater item and an Elven Cloak, Pick-pocket's not going to help too much. It can also be useful to tap someone heading to influence in a faction (they ARE at a free or border-hold). And if they don't tap (as they won't be wounded), it effectively puts the Pick-pocket at 14 prowess, which is pretty nice. And if they only item they have is a Horn of Anor... 

Once enhanced, Pick-pocket is really nice. With Rank Upon Rank, it becomes two strikes at 12, attacker choosing defenders, and taking items (though if you take playability into account, Cave-drake is about it's equal). So with this, Pick-pocket can do some serious damage to a small faction-gathering company with an item or two or a sealed deck company, which tends to have weaker characters and fewer items. Also, a barrage of three of these can easily start hitting even a fully laden hobbit, though you might just end up grabbing a Leaf Brooch... 

Keep in mind that this card is theoretically equal to Assassin, it has the same number of MPs, the same playability, and the same prowess. Assassin gets two extra (cancelable) attacks instead of item stealing. I would tend to go with the Assassin, as it will tap more characters, and doesn't require wounds. Plus, it can eliminate a character, especially in a small company. Also note that Rank Upon Rank's extra strike just ends up as a -1 modification with Assassin. 

So Pick-pocket can be useful in several situations, but not in others. It's best in an all man deck. 

Daelomin at Home

Perhaps the best card in the entire Dragons expansion, certainly the best dragon mainefestation, is 

Daelomin at Home # Hazard # Permanent-event # 4 MP # 14/8 
Unique. Unless Daelomin Ahunt is in play, Dancing Spire has an additional auto-attack: Dragon -- 3 strikes at 14/8. In addition, you may discard this card from play during opponent's movement/hazard phase (not counting against the hazard limit) to increase the hazard limit against one company by two. 



This card has several nice uses. First, you have a decent chance of tapping a company (and almost certainly preventing a Thogough Search). It can also give you just the extra hazards you need to do some damage. Or you can use it yourself for King Under The Mountain/Returned Exiles. 

First off, Daelomin is an interesting dragon. At first, he seems weaker than the other four greater item dragons. However, he's got more than average strikes, which means you have to buff up several people to try to kill him. Also, he's worth 4 MPs, so he's not QUITE so much of a bummer as Smaug or Itangast. So, you can shut off Dancing Spire. That's not all that good of an ability, but it's his second ability that rocks. 

You can get two additional hazards to play. Well, you don't get the hazards, but you get the chance to play them. And using Deolomin this way doesn't count against the hazard limit, so you can do it even if you've just used your last hazard slot. With just a couple of creatures, you can do some serious tapping. It's not restricted by having to be held in the hand. It's not restricted to just certain kinds of hazards. You can play it several turns ahead and not fear your opponent gettting really powerful and trying to beat it, because you can just discard it on his way there. There is no reason not to include this card in your deck save that you have the exact resource and hazards you need. 

Thirdly, you can use Daelomin at Home in your own little schemes. Go and kill him to play King Under the Mountain and then top it off with Returned Exiles. Play it just to annoy your opponent because she can't play it either. Or play it just because the art's pretty darn cool (David Martin). 

Nameless Thing

At first, today's creature seems kind of weak. After a little though, though, this Dark Minions uncommon is pretty effective. 

Nameless Thing # Hazard # Creature # 3 MP # 10/4 # Keyable: 
Drake. 3 attacks of 2 strikes each. A character can tap to cancel one of these attacks. Playable at any site in the Under-deeps. If Doors of Night is in play, also playable at an adjacent site of any Under-deeps site or keyed to a Coastal Sea. 



With Doors of Night, Nameless Thing is pretty limited. However, once Doors is out, Nameless Thing can effectively slow down the two top tournament decks, Indy Jones and coastal seas. 

First off, it's worth 3 MPs, but has the lowest prowess/body of any creature over 1 MP. 3 MPs can be a pretty big hit, giving your opponent about as many MPs as he would have gotten at the site anyway, and he can just grab what he wanted to play the next turn. Nameless Thing also, though, has more total strikes than any creature save Morgul-rats and cards like Neeker-breekers. Secondly, it's a drake. While there are several cards that can hurt drakes (Fram, Wormsbane, Dragon Feuds, etc), there are a lot more cards that can help them out (Dragon's Blood, Half an Eye Open, etc.), and the drake defenses aren't included too often. Since it's a drake, it can also be lots of fun with Two or Three Tribes Present (3 Nameless Things, 3 Rain Drakes, and a couple Sea Serpents anyone?). 

But how much damage can it do? It has three attacks of 2@10/4, which is three times what a Cave-drake (perhaps the best creature without modification in the whole game) can do. It can't choose defenders, true, but after three attacks, your opponent will probably be pretty darn tapped, even if he taps a character to cancel one. This is not the card to play on a company with Glorfindel and Beorn as the only members, but it is a good creature to play on a character containing five or six mid-range characters, hopefully with a weakling amidst them. Hey, that sounds just like an Indiana Jones deck! And what a coincidence, some of Indy's main sites are Moria, Carn Dum, Mount Gram, Goblin Gate, and Mount Gundabad. And guess what's under each of those sites? Under-deeps sites! With a few of these, some Drums, and Redoubled Force, you can really shake up an Indy deck. 

What's that? With Doors, Nameless Thing hits Costal Seas as well? How nice! Now I can hit those companies heading from Himring to Isles of the Dead that Live! Or from Dol Amroth to Tolfalas! Still, the full brunt of this card can be prevented by Great Ship, but that's what Noose of the Sea is for ;-) 

Sadly, though this card takes out the two main tournament strategies, it's pretty weak against others. Many Gondor decks's don't hit the sea at all. Dragon slaying decks, though fitted for this card, are usually out of this card's reach. Also, one Twilight can make this creature unplayable, which can ruin all your fun. So Nameless Thing is a good defense against some of the most popular strategies, but has trouble with others. 

Cave Worm

As with yesterday's drake, today's card at first seems like it's got pretty limited range. But if you Look More Closely Later... 

Cave Worm # Hazard # Creature # 1 MP # 16/- # Keyable: 
Drake. One strike. May be played keyed to Redhorn Gate, High Pass, Gap of Isen, Angmar, Gundabad, Grey Mountain Narrows, Withered Heath, Numeriador, and Iron Hills. 



First off, there are just six creatures that have more than 16 base prowess. They're all worth 6, 5, or 4 MPs. All the others with 16 prowess are worth 4 or 5 MPs. This is worth 1. Granted, it doesn't have body and it only has one strike (attacker doesn't choose), but even so, an unmodified wizard needs at least an 11 to defeat a Cave Worm. And even a tough guy with Aiglos will want to tap to face this strike. 

So, you say, 16 prowess is great, but can I actually get this thing out? And the answer is yes, you can. The regions form a nice "T" with the Misty Mountains and the northern regions. While some of these regions like Numeriador and Withered Heath aren't visited too often (and Withered Heath companies are often ready for a 16 prowess drake), Redhorn Gate, High Pass, and Gap of Isen are quite frequently visited. Those regions contain Goblin Gate, Moria, Isengard, and Glittering Caves, several fine sites. Against an Indy deck, Angmar and Gundabad can be pretty frequently visited too. Even if your opponent is not dropping by one of those sites, he may be taking the route through Redhorn Gate from Rivendell to Lorien to avoid Slayers. Gap of Isen, since it is pretty easy to get to from several places, is also pretty frequently traveled through on the way to somewhere else. 

There are, of course, some drawbacks to this card. The first is that it has just one strike and it doesn't get to choose who to hit. This is a perfect opportunity for Gamling the Old, who is willing to step up and take one for the team. Or a hobbit with a Magic Ring of Stealth can distract the Cave Worm and then hide in the bushes. Hale an Eye Open is the easy answer to this problem, though in a company of mid-range prowesses, you'll at least tap (and probably wound) one of the people. Secondly, this card is worthless against decks that run around Gondor, Mordor, or the Sea. So you can either put this card in your sideboard, take it out when you cycle, or use Dragon Feuds and give Smaug or Itangast a foe that's at least semi-worthy. 

So Cave Worm can be a VERY nice card against decks that spend any time in the middle of the map or up at the top. 

Taladhan

If you could include minions along with your normal characters, one I would like to use would be 

Taladhan # Minion # Scout/Ranger/Sage Man # 2 MP # 4/9 # 6 mind # 1 DI # Home Site: 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. 



Taladhan has several nice features, all for 6 mind which means you can have 5 other similar characters. He's god nice stats, decent prowess/body, a nice ability, and his home sites are pretty close to a lot of action. 

First, his ability is pretty good. He's one of the few agents who naturally choose defenders, and against a small company with just a couple items, he can do some serious harm. If you add a Sudden Fury and consider that he's probably face down, you can have two strikes at 6/9 taking away the hard-won items the company just got from The Lonely Mountain. What would be really cool is if he could attack without the item loss, as he could do some pretty cool bashing. His other ability, use of shadow-magic, has one use currently, but it sounds like it should have some really cool stuff coming out in Lidless Eye. Shadow Out of the Dark is a really cool card, worth it in any undead deck. You can slap an Inner Cunning down on Taladhan when he comes in, then pop up at somewhere like < ahref="84.html">Moria or Carn dum, providing a nasty surprise of about six undead or so (not even counting against the hazard limit). And if that's what shadow-magic is going to be like, I can't wait for Lidless Eye (not that I can wait anyway...). 

He's also got some nice skills. Ranger lets him use cards like Seek Without Success. Scout lets him use Sudden Fury (and An Article Missing if he wants +4 prowess). As yet, there aren't any cards that want a sage agent, but with Lidless Eye coming, sage, scout, and ranger are pretty good skills to have. 

He's not a good influence agent, with just one DI, but he is a nice attack agent. Against a small company, Taladhan following you around can be really annoying. 

Never Seen Him

Sometimes the most important thing an agen has is other people to lie for him. 

Never Seen Him # Hazard # Permanent-event 
Playable on an agent. Target agent may take an extra agent action (which does not count against the hazard limit) each time he normally takes an agent action. Cannot be duplicated on a given agent. 



This is one of the most useful cards to compliment an agent deck. It works with both influence agent strategies and attack agent strategies, and lets a few agents cover a lot of ground. 

It's easy to bring into play. You don't have to play it the same turn as the agent, and the agent can be face down or face up. It can't be duplicated, but that's a good thing, because I wouldn't want to face an agent with four agent actions per one hazard. 

As for abilities, this card greatly speeds up your agent (or lets you use an agent and several other hazards. For instance, if you play this on Golodhros, you can move from Minas Morgul to Henneth Annun to Minas Tirith and untap. The rules aren't clear about whether an agent using an ability counts against the hazard limit, but it doesn't seem to. So in the space of two hazards, you have just moved an agent three regions and tried to influence away a faction (or character or ally). This would normally take either four hazard plays or two turns and three or four total hazard plays. Or you can play this on Gollum and start from Moria and counting two against the hazard limit, move to Dol Amroth. Now THAT is movin'. 

So this card can be useful in moving an agent around to get to more faction sites, to make more attacks, or to get an agent that comes in in an out of the way place to get into action quicker. It's especially useful against small companies as you can let your agent do what you want him to do, even though there is a small hazard limit. 

I Know Much About You

Most of the damage agents do is by getting to know someone and then betraying them. Sometimes it's a good idea to get to know the agent. 

I Know Much About You # Resource # Short-event 
Cancels any agent attack or any hazard effect that requires tapping an agent declared earlier in the same chain of effects or one attack from a hazard creature with multiple attacks (e.g., Slayer, Nameless Thing). 


This card has two similar effects and one totally different one, which is also a pretty nice one. This is also one of the primary anti-agent cards to include in a deck. 
It's first effect is to cancel an agent attack. While this is a pretty specific cancellation (compared to something like Trickery and Riddling Talk), it can be pretty useful. For instance, you made your way through some nasty hazards to Easterling Camp, but managed to keep your wizard untapped. You reach the site, declare you're entering, and Daskun, 11+2d6 prowess starts to sneak up on you. A local nearby shouts out "Daskun! I know you, backstabber!" Your party wheels round, realizing the threat, and Daskun scuttles off to hide. 
Or if your opponent is using his agents for influence and Wormtongue, with his Twisted Tales is trying to convince your Riders to ignore the words of that old grey fool, Eowyn can shout "I know much about you, Wormtongue, servant of Saruman! Your lies are not wanted here!" Or if Firiel shows up with a Shadow Out of the Dark, you can proclaim "This lady is in league with the undead! Watch her every move." Or (depending on what exactly is considered a hazard effect), you can prevent Bill Ferney from attacking you with that Nazgul. 
All these are very useful against an agent deck, and I Know Much About You may be a good sideboard card, but there is a card which accomplishes these anti-agent tasks better: Withdrawn to Mordor. Instead of just cancelling the attack, you can send the agent either to the discard pile or, at least, back to the hand. It also works against face up agents that aren't doing anything (yet) and prevents the agent from doing it again (at least for the moment). The one preventive measure I Know Much About You can do that Withdrawn to Mordor can't is prevent a face down agent from moving. This can be good if you think you know who it is and where he's going... 
I Know Much About You, though, as an added feature. You can get rid of that extra attack that you couldn't get rid of before. Suppose you have a weak character planning on influencing a faction, and a Slayer pops up. Tapping a character to cancel one of the attacks is no problem, but for the other you need something like a Concealment or Riddling Talk. This card, though, doesn't require the presence of any skill and doesn't require anybody to tap or a roll to be made. In fact, you can use three of it to cancel the entire Assassin, keeping the company untapped. 
Long Winter

Today is Groundhog Day and, at least here in Colorado, it's a clear morning in the 40s. Thus, the groundhog saw his shadow and we're in for another 6 weeks of winter :-( 

Long Winter # Hazard # Long-event 
Environment. Each moving company that has at least two Wildernesses in its site path must return to its site of origin unless it contains a ranger. Additionally, if Doors of Night is in play, each non-Haven site in play with at least two Wildernesses in its site path is tapped. Cannot be duplicated. 

This card is probably the biggest reason that most decks carry Twilights and pack at least one ranger in their starting companies. It's a common, and can easily have a deck built around it, and can seriously screw up someone's strategy if timed right. And if Will of Sauron comes into play, look out. 

This card works best with Doors of Night, but without it's an okay card. If you can force a ranger to leave the company (Call of Home, Faces of the Dead, Left Behind, Memories Stolen etc.), you can force the return of a company traveling through double wilderness. And of course, if you manage to catch a company without a ranger in the first place, they're just asking to get caught in a Long Winter. 

How common is travel through double wilderness? Almost anything you do around Rivendell sends you through two wilderness or more. And most sites in the east, like the dragon lairs and Moria, have two wilderness in the site path. Plus, you can make your own. If you play Fog on your turn (or if your opponent plays it), then there are only seven normal sites that can be traveled to without going through double wilderness. Or, if you have Doors in play (which you want rather than Gates for Fog), you can play Withered Lands to make it almost impossible to avoid Long Winter. If you're going to have Will of Sauron out, you can throw in a Fell Winter (and make sure you're nice and warm). 

Long Winter gets even better (or worse, depending on your perspective) with Doors on the table. There are 28 normal sites with two wilderness in their paths. If you add Fell Winter, that drops to 8. Plus, most people do not build a deck around avoiding double wilderness unless they are planning on using Fell Winter. Thus, it's really easy to catch them with their pants down, so to speak. If you slap this down on a company moving to Moria, with just a single hazard you have prevented the possible play of 8 or more MPs. And the even better thing about it, they can't go back and use it again until they cycle, when it might be too late. 

This is one of the long events that can hurt its player the most. There are two ways around it, though. The first is to build a deck where you don't go through any double wilderness. Gondor (with Rohan and Gap of Isen) is a good choice, as is a deck centered around Anduin Vales, Grey Mountain Narrows, Rohan, and Gap of Isen. A coastal seas deck can also do well. The second is to have a Twilight handy at all times. Laugh as your opponent is stuck in Moria and then merrily Twilight the Long Winter and run off from Lorien to Buhr Widu. The first option is probably the best, as you can then put in the Will of Sauron, causing your opponent to be stuck while you run free. Radagast will be annoyed. 

So Long Winter is an excellent card and will, if nothing else, provide great annoyance and draw all of your opponent's Twilights out. 

Redoubled Force

Star Wars is back in theaters, now, and the force is redoubled. One card for the dark side is 

Redoubled Force # Hazard # Permanent-event 
All Orc and Troll automatic-attacks receive +3 strikes and +2 prowess. Discard this card when such an automatic-attack is defeated. Cannot be duplicated. 



One good way to tap your opponent so he can't play stuff during the site phase is to enhance the auto-attack, making it equal to or better than a normal creature, and not worth any MPs. This card can conceivably go in any deck that it does not hurt. It can completely hose up an Indiana Jones deck and can mess with others trying to get something. 

It has a very simple but potentially deadly effect. It enhances all orc and troll auto-attacks by +3@+2. Not just one attack by +3 or doubled strikes (like the ____ minions cards), but all attacks with both prowess and strikes. How nasty is this? Moria becomes 7 strikes at 9 prowess, making it a fair possibility that someone taking -3 to stay untapped will be wounded. Also, you've got at least a couple -1 modifications to apply to the scouts of an Indy Deck, making sure they tap. Even Sarn Gorwing, normally an easy attack, becomes 6 strikes at 7. And just wait for someone to drop by Dol Guldur, 6@9 and then 5@10. This card also stops cold anyone trying to abuse Buhr Widu, making it 4 strikes at 12. 

This card is somewhat easy to get rid of. All that needs to be done is to defeat the attack. Most Indy Jones deks are well equiped to handle an orc attack, even if it is slightly enhanced. However, to give a good chance of beating the attack, they'll probably have to tap several characters, meaning they won't get as many MPs during the site phase. And if you further enhance the attack, through Minions Stir, Doubled Vigilance (though these two don't directly affect each other), and Scimitars of Steel. And now that the attack is more dangerous, Arouse the Minions, making Moria 7@12, something only a SERIOUS company could deal with completely untapped (normal orc fighters at -3 need at least a 9 not to be wounded). Or Incite Minions, making more of a chance to wound (or at least tap) someone. And Troll Purse can be a nasty surprise, potentially taking almost all of a tapped company prisoner. 

Basically the only drawback to this card is that it needs some planning to play well. Don't put this card in if you are planning on heading to an orc/troll auto-attack. You can still get greater items at Minas Morgul, Dead Marshes, and The Stones. There are plenty of undead auto-attacks for major items too (so don't put this in with The Moon is Dead!), or you can head to Dragon Lairs. 

So if you plan your deck right, and fear an Indy Jones deck might be on its way to a neighborhood near you, Redouble your Force. 

Necklace of Girion

Sometimes one little thing about the way someone looks can have a great effect over people. It might seem that a Necklace is just something you're wearing, but some people can be greatly attracted to you. 

Necklace of Girion # Resource # Special Item # 4 MP # 3 CP # [+3] DI 
Unique. Only playable at The Lonely Mountain. Bearer receives +3 direct influence against Dwarves/Men and Dwarf/Man factions. If bearer is at a Free-hold or Border-hold, he can make a corruption check, and, if successful, you may discard Necklace of Girion to play any non-special item from your hand with its bearer. 



When I first looked at Necklace of Girion I though "why would you want to replace this item, when you can already GET any non-special item at The Lonely Mountain." After thingking for a while, though, I realized that that was not the main purpose of the card, and that the discard could actually be useful. 

First of all, it's worth 4 MPs and 3 CPs. This is a little high on the corruption, though it's got the same ratio as Scroll of Isildur (though the scroll is easier to play). The Lonely Mountain is a fixed site, so there's a good chance you have it, and though it's auto-attack is 1@14/-, a good strike canceller gives you a nice item for free. However, since it is only playable at the Lonely Mountain, you can't fetch it with a Dwarven Ring and you have to reserve the site for when you draw this card instead of playing at whatever hoard greater item site you want. Also, as I said, The Lonely Mountain can play ANY non-special item anyway, so why not play that there and not have to make the corruption check? 

The answer lies in the other ability. With this piece of jewelry, you get +3 DI against men/dwarves. Almost all of the factions in the north-east end of the map are men or dwarves and they tend to make up the decks that head up that way. For instance, Bard Bowman, normally with 0 DI, get's +3 from this card and +2 from a card like the Men of Dale and all of a sudden has to beat a 2 to influence them. Or have Dain II wear the Necklace. He can control Beorn, a character with equal mind. Or give this card to a wizard and have them control Thrain II and a 4 mind character. Or give it to Thorin II and have him control 8 7 mind worth of dwarves. Of course, for one less MP and CP and about as much hastle you can give a diplomat (like Thorin or Dain) +3 discressionary DI with a Magic Ring of Words... 

So, once you have headed around and rounded up most of the factions in the north-east, you can grab something like Orcrist for the same 4 MPs and one less corruption, which will be more useful now than Necklace of Girion (unless the Necklace is letting you do something with your influence you couldn't without). It's just too bad that, since it's a special item, you can't have impress someone with your necklace and then slip in a Leaf Brooch in the trade instead. 

The only real drawback is the 3 CPs, which really starts to add up in a dragon- slaying deck. Of course, if you fear a bad corruption roll, you could always switch this card for an Emerald of the Mariner for a surprise... 

Fireworks

In the Shire it didn't have to be the 4th of July for them to see 

Fireworks # Resource # Permanent-event 
Ritual. Playable on an untapped sage at a tapped Border-hold or Free-hold. Tap sage. Make a roll (draw a #) and add the mind of the sage (+10 if a Wizard)-if the result is greater than 12, the site untaps. The next time the sage would otherwise become untapped, make him tapped instead and discard this card. 


There are several times when I've been building a deck and wished I could get several resources at the same site. Now, with Fireworks, it's possible. 
It has a pretty high cost, but also a nice benefit. The cost is tapping a sage for this turn and probably the next. It's best if it's a high mind sage or wizard as you then need some good rolling. The best choices (other than wizards) are Elrond, Galadriel, Thrain, Cirdan, and Glorfindel. Those you'll often want to keep untapped for playing things, so this is a pretty high cost, and this card is thus best used in a deck with a pretty large company. And if you want your sage untapped next turn, eat some Waybread. 
Consider, though, the benefit of this card. With three of these you can play all four ent allies (8 MPs), though I don't recall any explosions in The Two Towers... You can play both factions at Minas Tirith plus the palantir (6 MPs) and then leave it untapped so you can come back to The White Tree. Or you can play the Army of the Dead and the Men of Lamedon and the Stone of Erech (10 MPs), Tom Bombadil and Goldberry (4 MPs), Mistress Lobelia and Hobbits (2 MPs), Men of Lake-town and Men of Northern Rhovanion (4 MPs), etc. This can both increase your MP per turn ratio and the role playing value. For instance, as you bring in the Men of Anorien, throw a party! Have a few drinks, get some Cram as an hors d'ourve, and watch Gandalf's Fireworks. Now that you've made some friends, head away from Minas Tirith in search of other items knowing you can come back and hang out with your friends any time you want. 
This card can also get into some sick combos with Rebuild the Town. For instance, you head to The Stones, Rebuild the Town just as some creature is crawling out of a den he made, grab a greater item, untap the site and grab another one. Then, you can untap the site and head off to another one and know that you can come back to the Stones again at a later time. 
So if you have a high mind sage (or good luck) and you want to center around one site, Fireworks can be an excellent choice to speed up your deck. 
Foolish Words

The life of a fool can be admirable. They can do just about what they please and get paid. They are, however, not taken too seriously. 

Foolish Words # Hazard # Permanent-event 
Any riddling roll, offering attempt, or influence attempt by the target character is modified by -4. If placed on guard, it may be revealed and played when a character in the company declares a riddling, offering, or influence attempt. 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 7, discard this card. 



This card can do some serious harm to a company with just one person to do the factions. It can also hurt the play of a few other cards and protect your characters. 

First off, this card makes a sure thing into an unsure thing. If you put this on, say, Theoden, he needs at least an 8 to influence in the Riders of Rohan when he normally needs at least a 4. Or slap this on a wizard to make him at 6 DI against factions. If you add a Stormcrow he's at 2 (with Doors), and suddenly what was once a sure faction grabber now needs some serious luck. You can also reveal it as a surprise. Your opponent thinks he's got this faction made so he discards his helper card. All of a sudden he finds himself saying a few faux passes and those men decide he's a fool and they won't follow him. And even though there aren't yet many riddling cards or offering attempts, playing this card can seriously ruin someone's chances of cancellation. 

Are there any drawbacks? Not really. The roll required to remove it is less than 50% likely. It's not a corruption card so the character can't take -3 to remove it without regards to tapped status and it can be duplicated on the same character on the same turn. Thus, as Radagast heads out on Shadowfax to influence away your Southrons before you can call the council, tell him his words are very foolish and he will never convince your Southrons to turn over to his side. As far as defenses go, your opponent can either use Marvels Told (or The Cock Crows or Palantir of Osgiliath) or Wizard Uncloaked. Of course, if he's relying on Muster to bring in his factions, he doesn't really care about how Foolish his Words are... 

So Foolish Words can really hamper a deck where one character acts as an influencer. It's just a pity that you can't play it on agents... 

Saw Further and Deeper

Revealing you wizard is a big advantage. For no mind cost, you receive a 6/9 character with 10 DI, four skills, and two cool abilities. However, it brings with it a risk. You may lose the game on a bad roll. 

Saw Further and Deeper # Resource # Permanent-event 
Playable only if your Wizard is not revealed. Your general influence is increased by 5. Your Wizard may only be brought into play at his home site. Discard when you bring your Wizard into play. Cannot be duplicated by a given player. 



This card makes playing without a wizard a definite option. While it is only half of the influence you wizard would give you (though a 5 mind character can have a couple DI) and doesn't give the free 6/9 character, but it also won't lose you the game if it gets discarded (which it can't). 

You should build the rest of your deck before you include this card. Where does your deck go? Is it far away from any of the wizard home sites? Does it go to dangerous places and take lots of risks? Can your deck survive without a wizard? Is your play group really viscous? Do your dice roll snake eyes too often? If you answered yes to any of these questions, Saw Further and Deeper is the product for you! Also, if you are going to a tournament, you might want to include this card so you don't lose the whole tourney because of one lousy die roll (though a wizard can also be a big advantage in a tourney). This card can also be useful in a large deck, giving you 5 GI until you can draw your wizard. This works best with Gandalf, though Saruman and Alatar don't have home sites that are too bad. 

So, what does 5 GI do for you? Well, you can bring in another character like Beretar or Gloin or Fram Framson or two like Annalena and Gamling the Old. This can give you that one extra untapped character to play an item during the site phase or that one extra warrior to protect your company. Also, if you are playing without a wizard anyway, you might want to include Saw Further and Deeper to counteract cards like Call of Home and Muster Disperses. It also protects against agent/character influence. 

So if you don't feel like revealing yourself directly, you can act indirectly, though not as effectively. It will, though, make it harder for Sauron to find his enemy... 

Ordered to Kill

'Shrink, I wanna kill. I wanna kill! I wanna see blood and gore and guts and veins in my teeth! Eat dead, burnt bodies! I mean: Kill, Kill! ...And the sergeant came over, pinned a medal on me, sent me down the hall, said, "You're our boy!"' -- Arlo Guthrie, Alice's Resteraunt 

Ordered to Kill # Resource # Permanent-event 
Each face up agent must attack if a company enters a site where he is located. Additionally, any unrevealed on-guard cards are discarded instead of being returned to their owner's hand. 



This card can mess with an agent strategy a little bit, but hurts an on-guard strategy more. It would be better against agents if they agents didn't have a way around it... 

The first effect is to cause face up agents to attack when possible. The main use of this is if there are some agents that are causing you some trouble (like someone with Shadow Out of the Dark), you can either chace them down or let them come to you. Then, Order her to Kill and pick off that 3 or 4 prowess character with Glorfindel. Problem with Shadow out of the Dark, though, is you have to SURVIVE the undead attacks first... Of course you could use Mirror of Galadriel and plan your attack on Firiel, though make sure to play Ordered to Kill during the site phase so she can't use a hazard to turn back face down. 

The second use of this card can be pretty good too. If you don't like surprises, you can Order Arouse Minions to be discarded (except you don't know that it's an Arouse Minions). This can be used as a surprise if you head up to Gold Hill and your opponent places a card on guard. Play Ordered to Kill and stay out of the site (best in long games where EVERY turn is not too valuable) and force the discard of Itangast (or that bluff card...). This can be especially useful if your opponent places cards on guard to cycle faster. However, once this card is on the table your opponent will only put cards on guard that he doesn't mind losing (or using) and if you lose a turn for the cost to your opponent of discarding a card, it's not worth it for you. 

So Ordered to Kill can be useful, though not particularly usefully generally. That's probably why it's rare... 

Hundreds of Butterflies

If the object of playing hazards is to tap characters, the object of characters is to stay untapped. One card that does that exactly is 

Hundreds of Butterflies # Resource # Short-event 
Playable on a moving character during his movement/hazard phase. Untap the character and increase the hazard limit against his company by one. 



This is the least restrictive of any of the untapping cards, but it also carries the highest price. You do get to untap your character, but your opponent gets another shot to retap him. 

The reasons to untap a character are many. You might, for instance, have tapped him in the organization phase and you want him in the site phase. Or maybe it's a warrior like Aragorn who protected your weaklings in the M/H phase and now needs to influence a faction. Or your opponent Gnawed you with Words and you needed that sage for Anduril. It can save you a turn of waiting during and speed things up. However, Hundreds of Butterflies lets your opponent take another shot at tapping your character again. 

So Hundreds of Butterflies is a card you should use strategically. Don't include it to go along with a two character company unless you have a way to deal with anything else that comes up. It can be very useful if you have a large company, as it's unlikely that you will get hit with more than four or five hazards in a turn. To this end, An Unexpected Party is a good card to use, as you can tap the characters you want, then untap them and not care if your opponent can play 15 hazards instead of 14. This card can also be very useful in certain situations. For instance, you come to a river and you just have one ranger. Sam taps to get past the river, and then as the group is heading through the forest, they come to another one. Your opponent laughs evilly, but you tell Sam to climb a tree and take a look around for a way across. He finds one and you walk off in that direction which has one more spider than the first way, but you can actually get to where you want to go before it's too late. Another nice combo is Here is a Snake! You check out what hazards you'll be facing and untap when your opponent is done. 

So Hundreds of Butterflies can't untap a character whenever needed like And Forth He Hastened or Cram, et al., but it is more restricted in that you don't have to meet any other preconditions like having a wizard in play or getting an item. All you have to do is move... 

Legendary Hoard

Perhaps one of the most confusing cards in the game can actually have a pretty cool effect, if you can understand how to use it. It took me three tries... 

Legendary Hoard # Resource # Permanent-event 
Playable on an at home Dragon manifestation. Target Dragon's automatic-attack cannot be cancelled. Rotate this card 90° each time a manifestation of target Dragon is Played. If the site receiving the Dragon's automatic-attack is untapped, a number of items played there do not tap the site: not rotated: 1 item; rotated once: 2 items; rotated twice or more: 3 items. If target Dragon is required to be discarded or removed from play, invert Dragon on table until this card is discarded. Discard this card when any item is played at target Dragon's lair that taps the site. Cannot be duplicated on a given Dragon. 

First of all, how does this card work? First, there must be an At Home dragon manifestation in play. If you include this card, you should probably also add a dragon you want, or at least put it in your sideboard in case your opponent isn't playing with dragons. This card comes into play unrotated, as if it was "untapped" as all normal cards do. Now, you wait for a manifestation of this dragon to be played. Ahunts or basics is the only way to go, and again, if your opponent isn't playing with lots of dragons, you should include your own Ahunts (and maybe From the Pits of Angbad so you can play it several times). Now, according to the number of times you play manifestations of that dragon, this card gets rotated. Now you can go in and snag several items from the site all at once. Remember that since the site is untapped you can play items until the site becomes tapped or you run out of character or items in your hand. And then you can wait until next turn or come back when you're ready. 

There are a couple problems with this. First, your opponent can also use the Legendary Hoard. Thus, you can end up doing all the work and then as you make your way towards the site, and your opponet shows up with a hand full of items to play, you're out of luck. Another problem is, if I play one less item than is allowed, can I come back and play more than one? If not, how do I keep track of it... I'm sure someone at ICE will yell at me... There exists one other major drawback of this card: the attacks can't be cancelled. You can get the At Home manifestation out of the way by using Marvels Told &c., but you will probably need to tap a buff warior for the auto-attack. Or, to be sneaky, have Bilbo take it and then have him slip on that Stealthy ring to canncel that strike (you can cancel the strike without cancelling the attack). And if you get some ambitious Dwarves, why not head up there and kill the dragon yourself so you can get King Under the Mountain, several items, and Returned Exiles (make sure to play that after the items as it will tap the site no matter what... 

This is one of several cards that is not useful in one or often two deck games, but can be a fun "quest" in a three or four deck game. And hey, if you can pull it off twice (maybe with different dragons), it can be real fun. And pulling off a combo like Anduril or Legendary Hoard or Fate of the Ithi Stone is somehow more gratifying than going to Moria and cranking out 9 MPs... 

Secret Passage

One card that I haven't seen too many people take notice of or use is one that I have found quite useful while working on my tournament deck (starting tomorrow!) 

Secret Passage # Resource # Short-event 
Playable only at the end of the organization phase. If the company that it is played on moves to a Ruins & Lairs site, opponent may only play hazard creatures that are keyed to the company's site. 

This card can make even the most dangerous site path into an easy journey (well, pretty much). It can be read as your opponent may only play hazards that are creatures keyed to your site, but the correct reading says that your opponent can't key cards keyed to your site path except for your site. 

First off, to include this card in your deck you should plan to be going to some ruins frequently. This can easily be arranged as it's the most common site type. There are several good ones around Rivendell (like the Barrow- downs and The Stones), several around the coasts, and the dragon lairs. Most of these are reached from double wilderness, which can be infested with some nasty drakes and others. Most of the dragon lairs also have a shadow- land and a border-land, so this card keeps you safe from orcs and Slayers. Also, you can use this card in conjunction with, say, Morgul-night to make things worse for your opponent while keeping yourself out of trouble. It also nicely gets around Angmar Arises and Reaching Shadow, as you can't be hit by creatures keyed to regions. 

Another nice combo is Rebild the Town. First play the Secret Passage. Your opponent looks at his hand and decides the Cave-drake and 

 HYPERLINK "http://www.flwyd.dhs.org/metw/cotd/issues/57.html" Dragon's Desolation should do just fine. He plops down the Cave-drake and you send orders ahead to Rebuild the Town. He can't key the Cave-drake, so it dissapears in a puff of logic. Unfortuantely for you, he also has a Slayer in his hand. Or if you want a Stealth for all company sizes, tap a sage for Secret Enterance and a Secret Passage. Now, your opponent can't key to the site and may only key to the site. He is now forced to either play an event or waste a turn of hazards. And that's a good thing. 

I think the following combo works, though Secret Passage isn't as clear as it could be. Play Secret Passage and then move to Moria. Your opponent looks at you like your head's come unscrewed. Then you calmly pull out Quiet Lands, meaning you are on your way to Moria via the Secret Passage. 

So Secret Passage is a nice card to include if you are planning on visiting ruins and lairs, though not seen frequently enough for lots of people to pack The Way is Shut or other similar cards. 

Mathom Lore

I am like a Hobbit in many respects, not least of which is the fact that my family has lots of useless stuff around that we can't throw away. Hobbits also have lots of mathoms. 

Mathom Lore # Resource # Permament-event # 2 CP 
Playable on a Hobbit at Bag End; tap the Hobbit. During the organization phase, bearer may tap to choose a minor item from your play deck or discard pile to place into your hand. Reshuffle your play deck if it was used. Bearer makes a corruption check. 

While minor items won't get you too many MPs on their own, they can certainly help. This card along with a few from Dark Minions allows you to make minor items a significant part of a deck. 

While this card takes some planning to pull off, its reward can be quite useful. First, to get it out you need an untapped Hobbit at Bag End. This can easily be achieved by either including someone like Robin or Folco in your starting company and sending them to the Shire or include one or two in your deck and bring them out at Bag End when you draw them. In either case it's a a good idea to give the Hobbit Await the Advent of Allies if you intend on leaving him somewhere, though you can certainly play Mathom Lore on him and move around with him in your company as well. It's 2 CPs are a little bit of a bummer, but not too much to worry about on a Hobbit. 

The effect, as I said, can be very good. For instance, if your company starts with two Potions of Prowess you can have your Hobbit go and fetch them back after you use them. Then pop them into the Armory (if you can pull off 9 minor items and 3 Armories it's worth 3 MPs) and get the Potion back during the site phase. This can also be used to recycle cards like Healing Herbs or Thror's Map (Bilbo knows SO much about small, bizarre items that the Dwarves keep finding big ones). Or you can tap your wizard to bring 5 minor items in from the sideboard and then have your Hobbit bring them slowly into play. You can also use Mathom Lore to get a minor item you didn't start with such as Thror's Map, Sting, a hoard minor item, a Lost Knowledge card, or a third Dagger of Westernesse. 

This card combined with Dwarven Ring of Durin's Tribe can also crank out major items at Hermit's Hill. Or send a company for Tharbad and play minor items until the cows come home. Sure, these aren't game winning combos or anything, but when you're getting full use out of Armory, Cup of Farewell, and Mathom Lore you get that Hobbit Role Playing Feel. 

So Mathom Lore can let you do some really cool recycling and can help an obscure minor item strategy work. 

Bridge

When you go over a bridge, make sure to watch out for trolls. 

Bridge # Resource # Short-event 
Playable at the end of the movement/hazard phase on a company that moved to a Haven. That company may move to an additional site on the same turn. Another site card may be played and a movement/hazard phase immediately follows for that company. 



In some ways this card is the counterpart to Great Road. It allows for you to go in one direction and back. It also allows your opponent to draw twice as many cards. 

Bridge is most useful in starter deck games or in sealed deck, which is odd because it's an uncommon card. In this situation it can greatly speed up your acquisition of MPs. With starter rules it allows you to effectively use region movement to go from one MP site to another without having to stop over at a haven in the mean time. In sealed deck, when your MPs and sites may be scattered from the north-west to the south-east. The use of Bridge can allow you to move from Rivendell to the Iron Hill Dwarf-hold. 

Thing is, though, that your opponent gets to draw cards and play hazards twice. This means that chances are, you won't get to your new site untapped. If, however, you had not used bridge, your opponent would split these hazards between two turns and you would have a good chance of being tapped when you got there. So you can either get there first and wait a turn or you can get there slowly and maybe not have to wait a turn. It will be at least as fast with Bridge. 

Most designed decks, however, are built around one area so that the player can easily get to any site she needs to. This card does make some interesting combos, though. While Hall of Fire won't work, you can draw LOTS of card with Radagast if you go from the Iron Hills to Lorien to Dorwinion instead of just taking the short cut. It also allows you to go past a regional card like No Escape From My Magic (just use Haven movement twice) or if you plan it right, an Ahunt Dragon. You can also use this (combined with Radagast for better effect) to effectively untap Buhr Widu so you don't waste an extra turn in moving away and back while you crank out items. This can also help get away from bad hands. If you have nothing to play in your hand, why not head for a haven in hopes of drawing something and then Bridge to the site if you draw it on your way? Heck, you can even use it to taunt your opponents (I'm going through several shadow-lands and dark-domains! I'm going back!). 

So while Bridge can be useful for several tasks like moving from Gold Hill to Ruined Signal Tower it is often made useless by good deck design. 

Hauberk of Bright Mail

The best defense may be a good offense, but sometimes you'll want a plan B. 

Hauberk of Bright Mail # Resource # Major item # 2 MPs # 1 CP 
Armor. Warrior only: +2 to body to a maximum of 9. 



This item doesn't stand out too much. It's got an average bonus, average MPs, normal CPs, is often not too useful, and is common, so it may slide into your pile of commons and never resurface again until you find yourself playing sealed deck, where it is a very good item. It can be a pretty good item anyway, though. 

First, this item has 2 MPs, the standard for major items. Second, it only has 1 CP. This is the same ratio as Glamdring, an item most people would rather have but which is also unique. This means that you can have a Hauberk and another item and not be as worried as if you were carrying a Sword of Gondolin instead. It only works on warriors, which eliminates characters like Ioreth, Halbarad, Peath, et al., but there are several warriors who benefit greatly from +2 prowess such as Theoden, Erkenbrand, Gamling, Boromir, and several of the Dwarves. And even if you have mostly high-bodied characters in your company you can still take this 1 CP 2 MP item to a haven to be stored (anyone can carry it, just warriors get the benefits). This can be a better item to grab with Thorough Search if you are concerned about corruption and/or if your characters already have Daggers and Swords. 

This is even better in sealed deck where 2 MP is right at the top, it's a major item, so you can grab it anywhere, you can feel pretty safe about giving it to Boromir, it's common so it's pretty likely you'll get one, and the 1 CP is good too because corruption is pretty nasty in sealed deck. 

It's ability isn't as good as Habergon of Silver, but that one is both a hoard item and gives more MPs, so I'll go with a Hauberk of Bright Mail any day. 

An Unexpected Party

Since I had very little time over the weekend to write (I was at Ghengis Con) so I let Mike Hess review this card which he knows better than I do. 

How many angels can fit on the head of a pin? Who cares. The real question is, how many dwarves can you fit in a single company. Well, when those fun-loving dwarves get in the mood, the answer can be "just about all of them" if they throw 

An Unexpected Party # Resource # Permanent-event 
Only playable during the organization phase on a company. There is no limit to the size of this company. Dwarves with a mind of 2 or less in this company do not require influence to be controlled; and there is no limit to how many Dwarves may be brought into play on a given turn with the company. Discard this card if the company has more than one non-Wizard character with a mind greater than 5 or more than two non-Dwarf characters or no Dwarf with a mind greater than 5. Cannot be duplicated on a given company. 



The first power of this event is not necessarily the best, but I am going to talk about it first and then move to the second effect. 

Up until now, the only way you could get more than 7 characters travelling together was if two or more of them were Hobbits. That's okay as far as it goes, but lets face it, Hobbits aren't going to protect anybody. Now that the Dwarves can throw a party, you can practically travel with an army. It might be considered a drawback that you are raising your hazard limit along with the size of the company, but let's face it, very seldom will your opponent have that many hazards in his hand anyway, and if he does, then he's probably discarding resources which can be to your own benefit. Also, with some of the new strategies that bypass the hazard limit, this card can only help you. Let them attack with unlimited orcs. They will never have as many as you have dwarves, and dwarves will kick orc butt anyway. 

Under perfect circumstances, you can get 13 dwarves, one wizard, and another character, or the size of Thorin's company in The Hobbit, into a single company. One limitation is that you can't have more than one non-wizard character with a mind greater than 5 in the company, so you can't have Thrain, Gimli, Thorin, and Dain travelling around together, but I don't consider it much of a problem considering the advantages. Think about it. You have 15 characters travelling around together. That gives you 14 +1 prowess modifiers on a single attack, or 14 +1 bonuses for a corruption check. Very handy for helping to defeat those at-home Dragons, or carrying around those corruption-heavy dwarven rings. Or use The Dwarves Are Upon You! You can have +26 in total prowess, the perfect match for a Ghouls with The Moon is Dead and Plague of Wights. It also helps in the Under-Deeps, when you have to face a Balrog at the Under-Gates. Either you can throw a couple of 1 mind dwarves at it, or tap enough dwarves for your toughies to defeat it, and still have a couple left to play those two items, assuming you've gotten there relatively unmolested. 

The second power though is the one that I consider even better. Forget A Chance Meeting. With this card, you can put as many dwarves in play on a single turn as you have in your hand, if they meet the criteria (which would be a 5 or less mind attribute) and you are at a haven. Again under perfect circumstances, this means that on your first turn, you could get your wizard and six dwarves into play, and travel your first Movement/Hazard phase with 12 characters. Naturally, the draw is never going to be THAT good, but here is what I do. Usually, I can get a dwarf or hopefully my wizard into play on the first turn, and have some major or greater item to try to get into play. Since I put three Unexpected Parties into my deck (yes, I traded to get three as soon as I saw the power of this card) I can be fairly sure that it will come up reasonably soon, so if it and a number of dwarves don't come up on the first turn, I travel somewhere dangerous with a big card draw, and take every opportunity to draw as many cards as I can, and most often, by my third turn, I have Unexpected Party and a number of dwarves, and bring them all in at the same time on one trip to a haven. In any case, even if you have a couple of things you need to get done first, you can just collect dwarves until the opportunity to visit a haven, or even a dwarf hold, arrives and put them all in play at once. More than once an opponent has rejoiced at his luck in killing off a small dwarf in my party only to see three, four, or even five come in to replace him on the next turn. 

There are a couple of stoppers. Seige, for one, can keep this company in limbo, since there are only a couple of scout dwarves. I recommend a Palantir of Osgiliath in the deck for this purpose. Corruption can also be a factor, since many of the smaller dwarves have a built in -1 corruption. This can be gotten around since you can spread your items over a pretty wide range of dwarves. Also, once you have your company in place, a Fellowship or two can be very helpful. 

All in all, what weaknesses this card has are more than compensated for by its strengths. If there is a real effective stopper for it, nobody has come up with it yet, and I haven't seen it. Siege probably could cause the most headaches for it, but there are ways around that, and Siege is only one card in quite a few, and chances are good that your opponent won't be playing one, and if he is, since it is rare, he is likely not to have more than one, and he may never see it in a game. 

And whatever is said about its effectiveness, this card is a very fun card to play, and will never be absent from any dwarf based deck I build. And my rating has to be taken from within the context of building a dwarf based deck, as of course this card would be absolutely useless in any other deck, but that is its purpose and it carries it out so well. 

Party on!! 

Variags of Khand

One of the biggest advantages in war is horses. In the War of the Ring there are two armies with lots of horses, the Riders of Rohan for the Free Peoples and for the forces of Sauron, the 

Variags of Khand # Resource # Man Faction # 4 MP 
Unique. Playable at Variag Camp if the influence check is greater than 9. Standard Modifications: none. 



This is one of the harder factions to bring into play, and that's not just for the roll required. Khand can be an unforgiving place. 

To bring this faction in you either need to plan on having a big DI character, someone with a Muster, or count on your luck. It gives no modifications (though no minuses like the Southrons), so you can't get it with a friendly member of a race. Arinmir does get +2 to influence them, but she still needs to roll better than a 5. It's no chalange for a wizard, even with a small follower, and Aragorn with Return of the King should be able to do it, but freeing up that influence can cost you the absence of a character or two. A Lordly Presence played on someone like Adrazar or a Muster with an ordinary warrior should do the trick as well, but that involves an extra card you have to hold in your hand until you can play the faction. 

Before you can try to influence in the faction, of course, you have to get to the site. This can be rather challenging what with the creatures that can be played there. It is a Border-hold in a Shadow-land. This means you can get hit by everything from Assassins to Undead. Also, several creatures can be keyed to Khand itself, not least of them four Nazgul. And unless your aren't affraid of Orcs, Trolls, Nazgul, and Undead, you had better come in from the southwest, most probably from an Edhellond based deck (or Minas Tirith). Then once you've got it in play, you have to hope you keep it in play. Muster Disperses has this as a pretty big target, and Mordor In Arms makes the influence attempt very hard and prevents the use of Muster. Even an unhindered wizard can fail to bring in these riders when Mordor is in arms. Further, there are several minions whose homesites are around Mordor. This may be why the Variags were easier turned to fight with Sauron than with the Free People. 

So with all these reasons why it's hard to bring in the Variags (and keep them in), why play with them? There 4 MPs, that's why! The equal or greater MPs of greater items that you can get at a site without an auto-attack. And if you've got an influence monster in your company you can hit the Southron Oasis, the Variag Camp, and the Easterling Camp for 13 MPs in three turns and probably assuring that you will not have your item points being more than half... And the Variags may be a prime target for Minion companies in Lidless Eye. 

So if you can get these horse riders on your side they can be a great asset. But like any good thing, they're hard to get. 

Baudila

The best way to prevent a company from doing something at their site is to not let them get there 

Baudila # Minion # Warrior/Scout/Ranger Man # 6/8 # 3 MP # 8 mind # 2 DI # Home Site: Goblin-gate, Mount Gundabad 
Unique. Agent. Agent only: If Baduila is discarded at target company's new site, company must return to its site of origin. 



which makes Baudila a really cool agent. His 8 mind mean that you can only have three or four agents with similar abilities, but it also gives you some pretty nice stats. His 2 DI and lack of diplomat skill make him unlikely to be doing much influencing for you, but with Baudila you can prevent your opponent from doing his influencing. 

Baudila can be a key piece in an agent attack deck. He's got easy acces to a lot of the area around Rivendell and the area north of Lorien. And while he doesn't have as high of a prowess as The Grimburgoth, when he attacks from face down he's at 8+2d6, if you add a Cunning Foes it becomes 11 plus a roll, only the most kick ass characters can be confident against that. And he's got 8 body, so even if they do defeat the prowess, they may have a problem getting the 3 MPs. 

This is not Baudila's main strength, though. HIs main strength is his cool ability. You can send him to a site, discard him, and return your opponent's company to their site of origin. You can use this to get an early turn advantage or you can use it to prevent your opponent from making a last ditch effort. His home sites of Goblin Gate and Mount Gundabdad allow him to slow down both normal Indy decks, Dragon decks, and other Rivendell based decks. You can further his range and REALLY surprise someone if you give him Inner Cunning, letting him pop up anywhere and ruin anybody's day. Seek Without Success can do the same thing but it requires an extra two cards (a resource to balance) and requires you to draw it and the ranger agent at the same time. You can just plop Baudila down and wait for a chance to muck with your opponent's plan. Only problem is remembering to use him, since he's face down he's out of sight, out of mind. Hmm, that could be another agent card... 

How can you defend against Baudila? I Know Much About You doesn't work as Baudila doesn't tap to force you back home. Withdrawn to Mordor can send him back to your opponent's hand, but he can hit the table again and cause you more trouble. Ordered to Kill won't do it either, you might get munched or he might just force you back. This is one tough agent. Watch out for his wolf, too... 

Magical Harp

Music can be very important part of a society or of your company. 

Magical Harp # Resoruce # Major Item # 2 MP # 2 CP 
Unique. Hoard item. Tap Magical Harp to cancel all actions for the rest of the turn that discard a target character in bearer's company. Bearer makes a corruption check. This item may also be so tapped during opponent's site phase. 

At the simplest, this card gives you 2 MPs for 2 CPs if you visit a hoard major items site. It's ability, though can greatly help a hoard item deck, or any other deck. 

There are normally 9 hoard item sites, and you can get more with Dwarven Hoard or even Hermit's Hill. And you can even get a major item at Framsburg if you tap it and play Bounty of the Hoard... Nevertheless it takes some planning, but getting hoard items isn't too hard. Once you have Magical Harp around you can effectively give a character +2 to corruption checks, paying for it by having the bearer make a corruption check. This can assure that your character with a Lure of Nature and heading from Lorien to Buhr Widu will not be discarded or you can use it with someone like the Bearer of the Ring to make it more likely to keep your character around. Of course, if you fail by more than 1 under your corruption value you're eliminated still, but that doesn't happen too often. 

The coolness of this card doesn't stop there. You can use it to prevent a character from being discarded in the Hour of Need. You can keep your wizard around after a Sacrifice of Form, though he doesn't get the bonuses and still loses his allies/other perm. events. And perhaps the second best use of this card (after corruption) is the fact that it can be tapped during your opponent's site phase. Saruman with Wizard's Ring getting you down? Respond to his influence attempt against your character with the Magical Harp. Most opponents will say "Oh, yeah, forgot you had that..." 

Unfortunately, unlike Tookish Blood, this card doesn't cancel actions that return characters to your hand. Thus, Call of Home still works as well as ever and you cant use this to convince Beorn to stick around after changing skin. The only other drawback to this card is the 2 CPs, though if you tap this for its bearer he basically makes corruption checks as if he didn't have the Harp. 

Valiant Sword

Often in fantasy-like settings a character must prove his mettle (or win a medal) with a large piece of metal. 

Valiant Sword # Resource # Major Item # 2 MP # 2 CP # +2/(+1) 
Hoard item. Weapon. +2 to bearer's prowess to a maximum of 9. Warrior only: +1 to body to maximum of 9. 

I chose this card to review, along with several I have done recently or in the near future, partly to look at how well it served me in my recent tourney deck. I was not disappointed. 

While this card is in many ways similar to Sword of Gondolin, Valiant Sword makes its way into more of my decks. The main difference is playability: Sword of Gondolin is more playable, Valiant Sword has a better ability. Sword of Gondolin is playable at 43 sites across Middle-earth. Valiant Sword can be played at 9 without the use of other special cards. If you have a choice of both, though, go with a Valiant Sword. Both cards are worth 2 MPs for 2 CPs, decent ratio but not great. Both are non-unique so you can use them as a large staple in your deck and you aren't screwed if your opponent gets his first. Valiant Sword, however, gives its +2 bonus to anybody, not just warriors, often just the people who need a weapon. Consider a Valiant Sword in conjunction with Map to Mithril
Warriors also get a nice bonus: +1 to body. This can can make it just that more unlikely to kill someone like Beretar (now 7/9) or Thranduil (9/9). It can also be the saving factor on a man like Theoden or Erkenbrand. If you add a Shield of Iron-bound Ash you've made a somewhat vulnerable character into a 7 (or 8)/8 character, much harder to kill. This turned out to be a very good item in my tourney deck based around dragon country. In testing and play, I never lost a character (primarily Gamling and Theoden) who had a Valiant Sword on him. Its non-uniqueness and the fact that it's a major item allowed for quick and easy play, really making the deck possible. It can also be a nice card when combined with Bounty of the Hoard, effectively a hoard Thorough Search that doesn't require the scout. 

Valiant Sword isn't as good as Sword of Gondolin as far as sealed deck goes. While you may get a non-warrior or two in sealed deck (e.g. Peath), if you just have one or two Dragons boosters chances are that you will get a Valiant Sword (or a Habergeon of Silver) but it's less likely that you'll land a site to play them. You are assured of getting a couple sites to play the Sword of Gondolin, though. 

So Valiant Sword, while not as playable as Sword of Gondolin, has a better ability and can work really well in the right deck. 

Men of Dale

Over (Gold) Hill and over Dale, the great wyrm Smaug flew. Where he passed, great warriors were few. 

Men of Dale # Resource # Man Faction # 2 MP 
Unique. Playable at Dale if the influence check is greater than 7. Standard modifications: Men (+2), Dwarves (+1). 

The Men of Dale are one of several factions up in the north-east. They are a hardy bunch, living near the great dragon, yet it's easy to convince them to join your side, especially if you say you'll go kill Smaug. 

Men of Dale are ideal for a typical dragon-slaying deck. They are worth 2 MPs, not a staggering amount, but when you're around all those greater item sites you can get enough MPs anyway and factions are mainly useful for not limiting your item MPs. It's also ideal in a dragon slaying deck for its ease of play. You can have a big, tough man without much influence, Beorn for instance, try to bring in the Men and only need to roll better than a 3. Or you can have someone like Thorin (needs better than a 4) or Dain (needs better than a 2) bring them in. Or for some fast points you can give someone like Gamling the Old a Horn of Anor and send him round to bring in the Men of Lake Town/Northern Rhovanion, Dale, and Dorwinion, possibly followed by the Iron Hill Dwarves and Wood-elves. Another option is to put someone like Fram Framson, Beretar, or Boromir under the control of a Wizard and let him bring in the faction. Or if you want to make a likely thing positive, have Brand need to roll better than a 1 to bring them in. 

Overall, you'll probably want to include just about all of the factions in Northern Rhovanion and its neighboring regions in a deck around there, especially if you're playing single deck. With a dragon deck you end up with lots of item MPs, several of which go to waste unless you get some factions as well. Plus, if you're up in the north you can use the only "army" card so far, Alert the Folk. While discarding a couple MPs may not sound like a good idea, you may get more than those 2 MPs in kill points. Plus, once you get the faction out it's not as safe as it once was. 

Several very nice cards can help to shut down the faction half of a dragon deck. No Escape From My Magic placed on the Men of Dale can be a real downer, there's the usual Muster Disperses, and you can use one of several agents to take away all of your opponent's faction MPs, thereby rendering several of her item MPs worthless. Gergeli, Gisulf, and Woffung all have multiple home sites in the north-east while Daskun and Fori the Beardless each have a site in that area as well. A good agent strategy may have an agent or two each for the greater Rivendell area, Gondor, Mordor, and dragon country. With a few Twisted Tales or Good Sense Revolts, you can really harm a deck without just throwing creature MPs away. 

I used Men of Dale as one of the factions in my recent tournament deck. They, the Men of Lake-town, and/or the Men of Northern Rhovanion managed to be worth 4 MPs several times in testing and in the tournament. Unfortunately, though, they seemed to be cursed and would all huddle together at the bottom of my deck. Other decks that have included them, though, have all done very well. The Men of Dale are a solid low end faction. 

No Escape From My Magic

It might just be me, but I get a great kick out of cards with a phrase in the title. In fact, I sometimes play with this card just so I can say in a deep and sinister voice "There is 

No Escape From My Magic # Hazard # Permanent-event 
Playable on any faction in play. On the turns after it is played, this card affects the region that contains the site where this faction is playable and all adjacent regions. Each company moving with region cards using one or more of such regions must make a roll (or draw a #) modified by +2 for each ranger in the company, by +1 for each scout, and by +1 for each diplomat. If the result is 12 or less, the company must do nothing during the site phase. Cannot be duplicated on a given faction. 



While I have rarely seen this card actually pulled off with great effectiveness that might just be because it's rare, as it can be a VERY nasty card. If nothing else, it provides one more reason to include several rangers in your deck. 

First of all, this card is designed to hose decks that concentrate on one geographic area. Interestingly, almost all constructed decks are so built. Also, almost every deck uses region movement, as any other way would be rather slow. So the only drawback to putting this card in your deck is if your opponent is concentrating on the same region you are. The effect can be deadly. Consider a company of a diplomat and a scout traveling around Gondor while another heads somewhere else to get items. If you plop this down on the Knights of Dol Amroth the company must roll an 11 on their way to bring in the Men of Lamedon, the Men of Lebenin, anything in Tolfalas, and most probably stop them on their way to Minas Tirith or Stone-circle. They can avoid this by just using haven movement, but that takes twice as long :-) Another good place to place No Escape From My Magic is Nothern Rhovanion. This will hurt anyone going to Shrel-kain, Iron Hill Dwarf-hold, Buhr Widu, Thranduil's Halls, Sarn Gorwing, Withered Heath, or Northern Rhovanion. In short, by playing this card on Men of Dale you double the time it takes for an unprepared dragon company to do anything. 

There are ways to Escape From My Magic. The first is Marvels Told, Palantir of Osgiliath, or The Cock Crows. Barring that, you can make sure to have several rangers in your deck and travel as one company. If you have two rangers, two scouts, and one diplomat (a reasonable company), you just need to roll a 7 or better. Still not great odds, but at least you're talking better than 50%. This card also doesn't affect the Underdeeps, so it can be used effectively with that strategy (though you have to pop up out of there SOME time). And if you get REALLY bothered by this card and didn't put Marvels Told in, you can always send an agent to influence away your own faction... 

So No Escape From My Magic is a card with a really cool name that for some reason doesn't seem to get as much play as it deserves. 

Irerock

"The problem about caves is you never know what's inside." 

Irerock # Site # Withered Heath # R&L # You/opponent 3/3 # Path: Wi Bl Sl Wi 
Nearest haven: Lorien 
Playble: Items (minor, major, greater, gold ring) 
Automatic-attack: Dragon - 1 strike with 14 prowess 



There are just 5 sites at which you can normally play any non-special item. Most people, however, tend to avoid these sites in favor of sites with a weaker auto-attack. 

As I said, you can play any non-special item here. Most notably you can play cards like Emerald of the Mariner, Wizard's Staff, Orcrist, and Scroll of Isildur. After you've done that you can use Bounty of the Hoard or Thror's Map to get something like Durin's Axe or Bow of Dragon-horn. If you're going for just an ordinary minor, major, or gold ring item there are certainly easier sites (Gladden Fields is 6 prowess less, Sarn Gorwing is easy), but Irerock has some advantages if you want to play those, too (and who knows, ICE might come up with a hoard gold ring...). The auto-attack for Irerock is a single strike of 14 prowess. If you plan things out, you can easily deal with this. Someone like Beorn with Wormsbane needs to roll a 3 to avoid the strike. You've then got the rest of your party to deal with items. Other similar sites like Moria require several tough guys to deal with the attack. The Irerock auto-attack can also be canceled with something like a Magic Ring of Stealth, allowing someone like a Hobbit to singlehandedly grab all of the Dwarven treasures of old. You also get macho points for heading into a dragon's lair and beating up a dragon instead of going to a site where a hobbit could easily handle the auto-attack. 

Irerock is one of the tougher dragon lairs. Caves of Ulund has an auto-attack that is one less, The Lonely Mountain has the same auto-attack but a safer site path, and if you have two medium warriors Dancing Spire may be easier than Irerock. This might be justified in terms of balance, but all three manifestations of Leucaruth, the dragon for Irerock, have higher prowess than Agburanar, the Caves of Ulund dragon. So perhaps if people expect their opponents to go to Caves more frequently they will be more likely to put Agburanar in their decks, and by going to Irerock you are tricking them... Also, most dragon decks will hit more than one site. I tend to go to a major hoard site first and get a Valiant Sword for my big warrior. I then head to Caves of Ulund, hopefully getting something to help my warrior in combat a little more. I then pillage The Lonely Mountain and Irerock and by then have usually gotten big enough to take Gold Hill. Of course, if you throw prudence out the window, you'll get a bigger rush if you can send someone unarmed like Boromir in to dispatch with that dragon and roll a 12, laying waste to the wurm that has troubled the people for so long. And what are game for, but to have fun, and what fun beats an adreneline rush? 

(it's a site, so you should at least include it...)

Await the Advent of Allies

Part of my job as the writer of the Card of the Day is to help bring enlightenment to readers about cards that are confusing or seem useless. One such card that arose on the newsgroup is 

Await the Advent of Allies # Resource # Permanent-event 
Playable on a non-Wizard character with a mind of six or less. Character must stay at its current non-Haven site until you play a card at the site. Target character does not count against general influence and its marshalling points do not count. Discard this card when you play a resource at the site, the character is discarded, or the character is wounded. Cannot be duplicated on a given character. 



First of all, you may be asking, how does this card work? In short, it allows you to leave a character somewhere and not have them take up any GI. He doesn't give you any MPs and can still be attacked by creatures, but this can still be a very useful card with many uses. 

It's most obvioius use may be factions. Many characters have a bonus to influence factions that are played at their home sites. So, you can bring in Vygavril at Southron Oasis and put Await the Advent of Allies on her. Now that your influencer is in play, you can use something to sideboard the Southrons into your deck. When you draw them, you can bring them in with Vygavril, then discard her during your next organization phase. In the mean time, you can have another 3 GI to work with. You can even get the MPs from the character if you call the council right after playing the faction (or other resource) as you won't have an organization phase where you'll have to discard the character. This influx of up to 6 MPs can be a definite deciding factor. Another use is cards like Palantir of Elostirion. Since your character is going to be there for the rest of his life anyway, why not use his GI for something else. Or you can send Balin (or some other sage) to Blue Mountain Dwarf-hold with the Book of Mazarbul. Play Await the Advent of Allies on him and use him as a cheap Elven Lord. Then, when the council is called, he can store the Book for 5 MPs. Or perhaps you have a character who's sole purpose in life is to keep hold of Tom Bombadil so he can give you ally points and cancel hazards. Plop down Await the Advent of Allies and bring in another character you can move about. This card can be used to keep a site in play. For instance, you can drop off a weak follower at a tapped < ahref="84.html">Moria as you drop down into the Under-gates and then return to Moria once you've tapped the Under-gates instead of spelunking around for a while looking for untapped surface sites. This can also keep a tapped Minas Tirith with The White Tree in play. Also, unless the text I got from the spoiler list is wrong, the character CAN have followers. This means you can have Arwen<./a> with 

 HYPERLINK "http://www.flwyd.dhs.org/metw/cotd/issues/321.html" Choice of Luthien controlling Aragorn, giving you 4 MPs plus any items, for no GI and you can use Aragorn for influencing characters away that happen by. Similarly, you can have Celeborn with a Lesser Ring control Galadriel who is using a Palantir. 6 MPs and two possible characters when you need them all for no GI cost... 

While there are many uses for Await the Advent of Allies, it has several drawbacks as well. The biggest drawback is the fact that you have to time it right. It's best used when you can play a character along with it, but that means holding a combo and you might be better off trying to hold the resource you want to play and the character as a combo. Also, you can't use it for Elven Lords because a) their mind is too high and b) their ability is used at havens. Also, as I mentioned, your opponent can still attack you. So if you have someone like Denethor waiting around for the Tower Guard, your opponent can throw Assassins and Slayers at him, either killing him or maybe getting rid of Await the Advent of Allies. 

So Await the Advent of Allies can make things a little easier, but it's a bit combo intensive and so doesn't make it's way into general decks. But if you have a character for just one purpose, this is the card for you. 

Dodge

If you can't avoid a situation entirely, at least you can 

Dodge # Resource # Short-event 
Target character does not tap against one strike (unless he is wounded by the strike). If wounded by the strike, his body is modified by -1 for the resulting body check. 



Since the general purpose of playing hazards is to tap characters, Dodge can often directly counter this purpose. It's not as powerful as some other cards, but it is more versitile. 

In order to effectively look at Dodge, you must also look at Block and Risky Blow. Dodge keeps you untapped and you're at -1 body. Block keeps a warrior untapped with no body modification. Risky Blow gives +3/-1 to a warrior, which he can use like a Dodge (staying untapped at -3 cancels the bonus from the Blow), but the warrior could also tap and try to kill the creature. Thus, Dodge's main advantage is the lack of skill required. You can play it on someone who could not Block like Peath if you expect a Nazgul coming or a Hobbit or someone who's Memories have been Stolen. This is also useful as you can use a Dodge along with a Risky Blow to get around the "one skill card per strike" rule. 

So how useful is Dodge? It's especially useful in games wher time is of the utmost importance, mainly one or two deck games. If you have only one character untapped after hazards have been played, you can use Dodge to keep him untapped during the auto attack so he can grab an item, keeping you from wasting a turn. Or if you need to protect someone weak, you can keep a strong character untapped. 

Dodge has certain advantages and disadvantages over cards which just untap the character later. The first disadvantage Dodge has is that it's worthelss against cards like Gnaw with Words or River. The untappers can also allow a character to tap to produce an effect several times. The other major disadvantage to Dodge is you can't wait to use it until after the barrage of creatures. If you tap once, you can't untap with it. It does have an advantage, though, in it's ease of play. The untap cards all have restrictions, And Forth He Hastened requires a wizard, Hundreds of Butterflies adds one to the hazard limit, Cram, Waybread, and Healing Herbs all involve getting an item and a corruption point. Dodge can be played anywhere by anyone with only the drawback of -1 body if the character ends up wounded. It can be really effective if you know what's coming with something like Mirror of Galadriel or Here is a Snake! It can also be a pretty good card in sealed deck. 

Phial of Galadriel

I've occasionally pondered building a deck around Galadriel just so I can play ALL the Galadriel cards. Not least of them is 

Phial of Galdriel # Resoruce # Special Item # 1 MP # 0 CP 
Unique. Playable on a non-Wizard, non-Dwarf bearer of Star-glass at a Haven in the same company as an untapped Galadriel. Tap Galadriel, replace Star-glass with Phial of Galadriel, and remove Star-glass from play. Tap Phial to cancel any Undead attack. Tap Phial to modify the prowess of any hazard creature attack keyed to a Dark-domain, Shadow-land, Dark-hold, or Shadow-hold by -2 - you choose targets of such an attack's strikes (regardless of tapped status, wounded status, and the normal abilities of the attack). Tap Phial to give +2 to any corruption check by its bearer. Cannot be transferred. 



This is probably one of the top 5 items in the whole game, playability aside. However, it is rarely in people's decks. It's rare and it requires a rare character which takes up 9 mind to play. But if you can get it out, it rocks the world. 

To get this into play, you have to do some serious planning. You should probably start with a Star-glass if you want to play the Phial. You can go without starting with Galadriel, but if you do, you should put the Phial in your sideboard and bring it into your dekc once Galadriel is in play. If you REALLY want, you can play Galadriel and the Phial the same turn and then discard her the next turn, but that's a bit of a waste. If nothing else you can leave her in Lorien for an extra card (Celeborn and Gold Belt of Lorien help here). And while you're at it, you can play Nenya, Mirror of Galadriel, Three Golden Hairs, hold on to an Ent, and use a Palantir. 

Once in play, the Phial rocks. You can tap it to cancel an undead attack. That's pretty significant, as undead are getting pretty nasty. The old Star- glass could do that too, but you had to tap the bearer instead. With the Phial you can cancel attacks while tapped or leave the character untapped. The only thing this doesn't allow is to use a character untapping card to use the Phial many times, but you can use Weilded Twice. The second combat ability, -2 to creatures keyed to dark/shadow areas can be really nice too. While you can't use it against creatures like Shelob (keyed to a region) or something like Wargs keyed to wilderness (like you could with the old Star- glass) but it can make it easier to deal with nasty stuff like Nazgul, trolls, and orcs. The last ability may be the best. You can give someone like the Bearer of The Ring a Phial of Galadriel and make it even less likely to lose him to corruption. Or you can give it to someone with an aligned Palantir (in fact, you can give Galadriel a Palantir and then have her give herself a gift...). 

Unfortunately, you can't give this to a Dwarf or Wizard. Dwarves with Dwarven Rings toting the Phial of Galadriel would get a little sick, but it also means you can't help out someone like Kili who has a corruption modifier. Also, this card would be perfect with a wandering wizard, cancelling or reducing attacks and preventing corruption. About the only hazard strategies it can't handle are widerness, border/free, and roadblock. Also unfortunately, you don't keep the old abilities of Star-glass, so against a wolf/spider/animal deck you may wish to hang onto the glass. 

So Phial of Galadriel can be a very good item if you are playing with Galadriel. It's not too good in general play, but it can work GREAT in a theme deck based around getting out all of the gifts from Lorien... 

Hall of Fire

"Heal thyself" the old adage goes. Alternatively, you can go to someone's house and have him heal you. 

Hall of Fire # Resource # Short-event 
Playable on a Haven. Any company at this Haven immediately following its movement/hazard phase may choose for one of its characters to untap or heal (from wounded to tapped). Discard Hall of Fire when the site card is returned to the location deck. 



Planning to put this card in your deck can be rather odd. As one rater said, "It's like planning to get wounded." There are some reasons to put this card in your deck, though. 

In normal use, you have to get lucky with this card. If you head to, say, Carn Dum and on your way someone gets wounded, you'll want to draw this card on your way back to the haven. If you draw it too early you may not know how dangerous your opponent's deck is or you may not anticipate getting wounded. Surely you can think of a better card, like an attack canceler, to hold in your hand for a while. If you draw it too late, like after you've arrived at the haven, the card is pretty worthless unless you are planning to send someone to go GET wounded. This can be slightly viable, using Escape as an attack canceler, and then heading to a haven with Hall of Fire. 

By the way, why would you want Hall of Fire, anyway? It's a card that can speed you up. If one of your main characters has been wounded, you can head to a haven to heal, play Hall of Fire, and have him untapped next turn for more action, perhaps saving a turn. It can also be useful if you plan to tap a character during the site phase at a haven for some reason. For instance, you can tap Saruman during your organization phase to bring some resources to your discard pile, move to a haven, play Hall of Fire, and untap him so he can bring one of the spells to your hand. Similarly, you can have a character tap during the hazard phase and then untap to play something like Earth of Galadriel's Orchard. Or perhaps your wizard taps on the way to Lorien, you can untap him and influence someone away. The unfortunate thing is, it happens right after the company's movement phase, so you can't Bridge, heal, and head somewhere else. 

There is one way to play this card which makes it worthwhile to include in your deck even if you don't want to hold a card in your hand for very long. If you leave a character in a haven and focus your deck around that haven, Hall of Fire can be a very dependable card. For instance, if you have Ioreth get Tom Bombadil early and then keep them both at Rivendell to play Marvels Told, they can also make sure the Hall of Fire is nice and cozy. Any time you have a wounded character, drop by and Tom and Ioreth, adept healers they are, can take care of all your needs. If you want something a little more active, how about Cirdan staying in Grey Havens with a Palantir, canceling any sea based attacks. You somehow get wounded, pay a visit to the old shipwright. And to help to keep the character at the haven in play (especially if a Palantir is involved) you can have an Elf-song Echoing of All Joy. 

So if you don't want to deal with a card like Healing Herbs, Hall of Fire can be a useful card to keep you from being out of action for too long. 

Healing of Nimrodel

There are some cards that have good art but aren't such a good card for play. Then there are cards with mediocre art and a mediocre ability. 

Healing of Nimrodel # Resource # Short-event 
Playable during the organization phase on a moving company whose site of origin is a Haven. If the company moves to another Haven this turn, at the end of the movement/hazard phase all wounded characters in the company heal (from wounded to untapped) and all tapped characters untap. 



This card is similar in many ways to yesterday's card, Hall of Fire. It allows a company heading to a haven to heal or untap characters which can make things go a little quicker. Healing of Nimrodel, though, is more limited than Hall of Fire and doesn't give itself to any combos to make it worthwhile. 

In order to use this card, you must start at a haven. This isn't too bad, as people often head to a haven to heal or to make a somewhat far move. However, the limitation of starting at a haven is the real drawback to this card. If it weren't for that, this card could be very useful. You could use this card after heading to somewhere dangerous like Mordor, return to Lorien and get Healed by Nimrodel, and then head off with an untapped company the next turn. Unfortunately, you have to start off at a haven to use this card. If you begin your turn at a haven, any wounded member of your company will already have been healed, barring a card like The Pale Sword. Thus, if you head to another haven, you won't likely need any characters healed (and untapped the next turn). 

You might, perhaps, want to heal all members of your company if the path between havens is particularly dangerous. For instance, if Angmar Arises is on the table and someone is running a nasty undead deck, chances are that most of your characters will wounded on your way from Rivendell to Grey Havens. In that case, by playing Healing of Nimrodel first, you can have a totally untapped party the next turn so you can set out sailing bright and early in the morning. This use can be pretty well duplicated by having Ioreth carry some Healing Herbs either in your company or at your main haven. If you plan on getting wounded a lot, you can set up a Mathom Lore/Armory combo and have your company bring the Herbs back to Ioreth. Plus, with this setup, you have a sage to play Marvels Told. 

As far as I can tell, there's only one good combo with this card: Bridge. Unlike Hall of Fire, Healing of Nimrodel does its untapping and healing at the end of the movement phase, so if the road between havens is dangerous and you have far to go, you can head to one haven, heal and untap everyone, and then head off to another destination, even if you could have reached it from the original haven, as your opponent will likely have fewer hazards to hit you with the second time around. 

This may be a useful card in sealed deck or starter games where you spend a lot of time going from a site on one side of the map to one on the other side. In sealed deck also, you can't plan around having a big and tough company, so you may get hit hard by someone who gets a nasty creature. 

So if your deck is built around weak characters who travel between havens or you have a reason for lots of untapped characters during the site phase at a haven, Healing of Nimrodel is for you. Otherwise, you're probably off with a slightly smaller deck. 

Fair Travels in Wilderness

Living in Colorado right next to the Rocky Mountains I've done plenty of hoping for 

Fair Travels in Wilderness # Resource # Short-event 
Playable at the end of the organization phase if target company plays a new site card. The hazard limit for the target company decreases by one for every Wilderness in its site path (to a minimum of two). Cannot be duplicated on the same company. 



Of the fair travels cards, this is probably the most useful. Wilderness appears more than all other region types combined and there are more decks based around wilderness than other region types. 

The best use of this card is if you have a fairly large company and are going through just enough wildernesses. For instance, if you have a company of five characters, you can use something like Rhun or Forod to travel great distances and only have a hazard limit of two. Or you can head from Lorien to Buhr Widu with a company of 7 and only expect to see 3 hazards. The most obvious combo with this card is Radagast. Build your deck around wilderness, draw lots of cards and not have too many hazards played on you. Throw in a fog for good measure and build your hazard portion around attacking in the wilderness. Craig O'Brian calls this a tree-hugger and it was one of the first decks discussed on the net... 

This card finds its primary target around Rivendell where there is the most wilderness. A deck based around there with Ford, this card, and other wilderness helpers forms itself pretty well. You can also get good use out of this card in the north-east and Mirkwood where most of the regions are wilderness. Keep in mind that you can also use it when what you'll be facing won't be based around the wilderness. You can head to Mount Doom with this card, lowering the hazard limit by two (canceling the +2 from Mount Doom). You can also use this card to trick an opponent in a sneeky way. Move one company before the company with a Fair Travels. Your opponent will anticipate you heading through several wilderness and will hold cards in his hand accordingly. Then, surprise! you go through a bunch of non-wilderness regions. So maybe that's cheesy and stupid, but it DOES get a card out of your hand... This card can also be useful in sealed deck where you often end up going through a fair amount of wilderness and you tend to have a less than ideal character situation, some of whom you would like to protect (or at least keep untapped). 

Fair Travls in Wilderness is not as useful as it once was. Previously, you could take a large company out, play Fair Travels, and only have to face two hazards. Now with cards like Two or Three Tribes Present and other cards like Pierced by Many Wounds, no matter if you reduce your hazard limit or not you may face a lot of hazards. This means that even your large company with a small hazard limit may be tapped from a hoard of spider attacks or Undead attacks may still do about as much damage. Fair Travels is still useful, though. If you have four characters to face a barrage of creatures it's better than only two and your opponent may be playing with hazards that cost normal, such as corruption. And if you've reduced your limit from 6 to 2, you can only expect one Lure of Nature and one Weariness of the Heart rather than several more cards to cause a corruption check. This means you've got more people to tap in support. 

So Fair Travels in Wilderness is a way to escape some of the nastiness of the hazard phase without appearing to be as much of a whimp as you do when you just cancel anything that comes along. 
Lost in the Wilderness

Now that winter is ending it's not as bad to be 

Lost in the Wilderness # Hazard # Short-event 
Playable on a company that is moving this turn. You may play one additional hazard on target company for each Wilderness in its site path. 



This card is almost the exact opposite of yesterday's card Fair Travles in Wilderness. It can screw over a wildernes deck, but won't do any good against other decks. It's also been made somewhat obsolete by stuff that doesn't count against the hazard limit, but it's still a nice card. 

In a good situation your opponent might have a company of, say, two and he heads from Rivendell south to Ruined Signal Tower, sitepath of three wilderness. You start with a Chill Douser keyed to the Ruins & Lairs. Your opponent looks at his hand and decides to cancel it with a Concealment, figuring he can deal with the auto-attack staying untapped or deal with a single creature and get its MPs. In a surprising move, you then play Lost in the Wilderness, adding three to the hazard limit. You then play another Chill Douser. You follow that with another (5@10/-). With your one remaining hazard, you play a Sleepless Malice (Doors is already in play). Then, you bring in a Barrow Wight who will Pierce your opponent's company by Many Wounds. 

You can also coordinate this in a wilderness attack deck. Use Fell Winter to make more wilderness (or Fog if you want Gates), then make the people get lost, and then play nasty things like drakes. This can also work well with Withered Lands, adding an extra wilderness so that Lost in the Wilderness is essentially played for free. This can work well with drakes, wolf/spider/animal, and can be useful if you want to play a lot of Lures of Nature :-) Also note that it can be duplicated, so a company heading from Rivendell to Lorien with size of four can potentially face 9 hazards not counting getting thrice lost. 

This card, as well as Fair Travles, was somewhat hurt by cards like Two or Three Tribes Present. Why be limited to three extra orcs when you can play as many as you want? Lost in the Wilderness is still a good card, though, as you can play things like Wake of War, Doors of Night, and corruption that count normally against the hazard limit. It's useful, assuming your opponent goes through wilderness. Most decks do some wilderness travel, but there are a fair number of people who play with coastal sea decks or Gondor decks. Lost in the Wilderness becomes useless in that situation. Or if your opponent does stuff like heading from Anduin Vales to Gap of Isen he'll only be going through a single wilderness, so this card will be ueseless. What may be a good strategy is to put a few Lost in Wilderness, Free-domains, and Dark-domains in your sideboard and then bring in the ones which counter your opponent's strategy. Lost in the Wilderness and Dark-domains can cause more damage, but Lost in Free-domains or at Sea make it so your opponent can't do anything during the site phase. Both can be pretty useful. 

Shelob's Lair

Spiders and humans are in a love-hate relationship. Many people can't stand the sight of spiders while others are fascinated with our arachnid neighbors. I find spiders interesting, though one spider I would avoid lives in 

Shelob's Lair # Site # Shadow-hold # Imlad Morgul # Wi, Bl, Fd, Wi, Sl # Opponent/You draw: 4/3 
Nearest Haven: Lorien 
Playable: Items (minor, major) 
Automatic-attack: Orcs -- 2 strikes with 8 prowess 



When you plan a deck, perhaps the most important consideration is what sites you want to use. The sites you'll be traveling determine what resources you can play and dictate somewhat what sort of character makeup you'll want. Not without reason, the sites around Mordor are rarely considered. 

Since Shelob's Lair is a site, there's no reason not to include it in your location deck. You never know when you'll want to move an agent there or rescue some prisoners. However, if you don't have one (and this is a good decision in the rarity scheme), you shouldn't go out of your way to get it. You can draw 3 cards for moving here, so it can help you cycle, but your opponent can also draw four, so it helps her even more. You can play minor or major items here, which is good, but which is also doable at 30 other non-underdeeps sites. It's got an auto-attack of two strikes at 8, which is a little on the high end compared to sites like Sarn Gorwing (3@5) or Barrow- downs (1@8). In fact, it's the exact same attack as Mount Gundabad which can give you a greater item. Also, the auto-attack is an orc attack (for some odd reason), and so is susceptible to Minions Stir, Redoubled Force, and other orc enhancers. One Redoubled Force makes this attack into a 5@10, more nasty than any single natural surface auto-attack. However, I think people would still use it if it were not for its location. 

Shelob's Lair resides in Imlad Morgul. While the site and region themselves are a shadow hold and land respectively, Imlad Morgul is prone to the attacks of three Nazgul while the Lair itself can be hit by Shelob, two strikes at 19/9. That's worse than the Balrog and you can't even get a greater item (or gold ring)! And since you're going through two shadows, you'll need two cards to make things so that nasty stuff like undead can't be played on you. So if you're up for a big fight (who says machismo doesn't play a role in card games?), or you think your opponent won't have an answer for a shadow based strategy, why not head for Shelob's Lair? Or hey, why not play a Snowstorm and then head from Minas Morgul to Shelob's Lair to Cirith Ungol to Urlurutsu Nurn to Barad-dur to the Under-courts to... 

Now once Lidless Eye comes out, your minion companies will probably find Shelob's Lair a nice place to visit, but it will be a different sort of site. Until then... 

Ratings for Shelob's Lair: Isildur: 4.0 Samwise: 5.5 Farmer Maggot: 7.5 Legolas: 5.0 Bandobras Took: 4.5 Fingolfin: 5.0 Beorn: 6.6 Frodo: 6.5 Strider: 4.0 Alatar: 4.0 Average: 5.3 

Himring

Continuing with a two week theme of dualistic card pairs, let's talk about 

Himring # Site # Ruins & Lairs # Region: Elven Shores # Fd Cs # 
Opponent/You Draw: 1/1 
Nearest Haven: Grey Havens 
Playable: Items (minor, major) 
Automatic Attack: Undead - 1 strike with 8 prowess; each character wounded must make a corruption check 



After yesterday's review of Shelob's Lair, this looks quite tame. Not only is its auto-attack easier, it's site path is generally safer. Pretty much the only disadvantage of it is that it's out of the way for decks east of the Misty Mountains. 

The first advantage of this card is it's relative safety. It's a ruins & lairs, so it's still susceptible to things like Cave-drakes, but there aren't too many sites that aren't attackable by a Cave-drake. It doesn't have a wilderness in its site path, so Dragon's Desolation doesn't work, nor do Long Winter and Foul Fumes. It can be reached from Rivendell, Grey Havens, Isles of the Dead that Live, The Stones, and most sites west of the Misty Mountains. Being in a coastal sea has some disadvantages, though not as many as being in a shadow-land or dark-domain. You can be hit by Rain-drakes, Sea Serpents, Nameless Things, Corsairs of Umbar, Watchers in the Water, and Earcaraxe. There are also some nasty events that can hit you like Drowning Seas, Wind of Wrath (you though you were going to Himring but instead you went to Urlurtusu Nurn), Noose of the Sea, Storms of Osse, Lost at Sea, etc. The thing is, though, even though many people sideboard those cards, the only ones you're likly to fave unless you spend a lot of time in the sea are the Nameless Things, Corsairs, and the Rain-drakes. You're more likely to run into nasties when you're going through shadow-lands. 

So aside from the sites safety, what else is good about it? Well, it doesn't let your opponent draw many cards (0 if you move there with Alatar), but you don't get to draw many either, so it balances out. You can play minor/ major items here, which as I said yesterday is doable at 30+ sites. Himring, however, has an easier auto-attack than most of them. One strike at 8 isn't bad. Any party that isn't planning to cancel everything will probably have a character with a prowess of 5 or more, even on the first turn. And even a 5 prowess character only fails on a roll of 2. The corruption check caused by being wounded by an undead auto-attack rarely makes too much of a difference. Most characters that have much of a chance of failing a corruption check probably can deal with one strike at 8. One thing to watch out for is The Moon is Dead, which will make it two attacks of 2 strikes at 9. That can be annoying, but a 2@9 attack isn't too hard to defeat and if you defeat the first, the second is no longer there. The other advantage to the single strike is you can have someone like a Hobbit take it with a Magic Ring of Stealth. 

So in all, Himring is a good site for a Rivendell deck which would rather have a fight with a weak creautre than a big one. What with the Barrow-downs, Himring, and Ost-en-Edhil you can easily get several items without a big and tough company. It's also necessary for a coastal deck. And if you can't handle one strike at 8, there's always the Star-glass... 

Woses of Old Pukel-land

For me, one of the most enjoyable parts of Unfinished Tales was the story told by the Woses of the stone guardian. In the game too, you can sort of use the Woses as stone guardians. 

Woses of Old Pukel-land # Resource # Wose Faction # 3 MPs 
Unique. Playable at Wose Passage-hold if the influence check is greater than 8. Standard Modifications: none. 



Among factions, this is a pretty powerful one. It's worth 3 MPs which is more than most, but isn't playable in places as dangerous as the four and five MP factions. It is still hard to play, though. 

3 MP are nothing to shake a stick at. It's as much as someone like Aragorn or Elrond, Emerald of the Mariner, Wizard's Staff, etc. And with a couple factions like this plus a character and ally or two, you'll have a balance for your items. You can put it in almost any deck, as it's in a nice, convenient location. You can get to Old Pukel-land by a safe site path from any haven. It may be best placed in a Gondor, Rivendell, or Coastal deck, though, as they run closer to it. There are also relatively few creatures that can be keyed to Old Pukel-land. 

The main drawback to this card is its difficulty to bring in. You need to roll better than an 8, which is upper midrange for a faction. The bad part about it is, there are no racial modifiers. Even Aragorn with Return of the King heading around Gondor has a chance to fail to bring in the Woses of Old Pukel-land. One character gets a bonus to influence them in, Ghan-buri Ghan. He isn't included in too many decks though, as his 5 mind cost seems too high for a 2/9 character. Nevertheless, he can influence the Woses of Old Pukel-land with a 5 or better and can help a company move stealthily and safely through the land. Another thing to watch out for, though not too many people include them, are the Wose agents. Om-buri Om and Pon-ora Pon both have 9 DI against a 0 when influencing away your Woses, an easy loss of 3 MP for you. 

So the Woses of Old Pukel-land can be a valuable army at yoru side if you are going to be anywhere near the middle west part of the map and have a character with a fair amount of DI (or a Lordly Presence...). 

Pukel-men

The Woses and other Pukel-men of the White Mountains were often ignored by the other races of men. One card that is often ignored from deck consideration is 

Pukel-men # Hazard # Creature # 1 MP # 11/- # Keyable: Sh, Dh 
Pukel-creature. Two strikes. May also be played at Ruins & Lairs sites in the following regions: Andrast, Anfalas, Anorien, Dunland, Enedhwaith, Gap of Isen, Lamedon, Old Pukel Gap, Old Pukel-land, and Rohan. 



Despite appearances of being little-playable, Pukel-men can be used effectively against both Indiana Jones decks and Gondor decks, something most creatures can't brag to. Against certain other decks Pukel-men are worthless, but they may deserve a spot in your sideboard at least. 

First off, Pukel-men have decent creature stats. 11 prowess is more than most 1 MP creatures and 2 strikes is also a good plus, but Pukel-men aren't playable a lot of the time. Since they can only be played at sites they can't hit a company going through dangerous area to a safe site. It also means that you have to hit with them on a companies way out rather than as the company heads back to a haven. However, many companies travel to one of the many shadow/dark holds, many of which have greater items and other attractive things. A company, especially a small one, may be thrown off guard with a Pukel-man. It's not surprising to see a company heading to some place like Moria with a Star-glass on the table and a Dark Quarrels in hand. You then check your hand, play a Pukel-man, and your opponent says "What?" being totally unprepared for this "statue" to attack and she will likely have to tap two characters to deal with it. 

Since even Gondor decks need to get items sometimes, Pukel-men can be a help against these as well. While Anfalas, Anorien, Dunland, Lamedon, and Old Pukel-land don't have any ruins & lairs in them (though they may in future expansions), most Gondor decks (and some other decks as well) will pay a visit to Stone-circle, The Stones, Ruined Signal Tower, Glittering Caves, Isengard, or Amon Hen. This is a pretty good number of sites and two strikes at 11 may be more than a Gondor party is looking for. And even though several of the sites in those regions are border-holds, why not MAKE the ruins & lairs? Your opponent thought he would be safe heading to Wose Passage-hold, but as he arrived the Woses, in a fit of Gloom, turned against him and attacked his company. The use of Gloom (with Doors of Night of course) adds six sites where the Pukel-men can be payed. 

Pukel-creatures, due to their small numbers and low frequency of play, are often ignored by most people. They have no special modifiers that you can give them as creatures, but on the plus side, there are no resources that specifically affect Pukel-creatures. And even if there were, hardly anyone would play with them, as they would only expect to find the Pukel-creatures at auto-attacks for The Stones and Glittering Caves, noto coming for your hand. 

So if you're looking for a different and non-traditional creature for your deck that can combat several different item gatherers, check out the Pukel-men, they may come in handy. Well, that's my piece of mind which comes with every creature of the rock ;-) 

Light-drake

Of the many Kuduk Lore quotes that were made up by ICE, few have produced as annoyed a response as "The kalaloki boast whip-like tails with serrated spines, each housing a retractable membrane filled with electricaly charged fluid. The sting of one knife-like spine delivers the impact of a lightning bolt!" 

Light-drake # Hazard # Creature # 1 MP # 8/- # Keyable: Wi, Rl 
Drake. Two strikes. 



Drakes range in power from near Nazgul and Dragons to near Crebain and Orc Warband. There's lots of stuff you can do with them, but some of them aren't quite worth it. 

Light-drake is one that's usually not really worth it. To its advantage, it is keyable against almost any company, especially if you hold on to it for a few turns. It's got two strikes, so you can potentially tap two characters, but to its discredit, it has but 8 prowess. And while some orcs and undead have comprable prowess, they also have both more strikes and potential modifiers. Sure, you can modify Light-drake with cards like Half an Eye Open or Dragon's Terror or Prowess of Age, but in most cases this is just a waste of cards for a wasted cause (Dragon's Terror) or requires extensive planning which defeats the purpose of easily playable creatures (Prowess of Age). 

It can be useful in situations where your opponent's company is pretty weak, such as a company of Hobbits, though if two Hobbits both get help from one other Hobbit, they just need to roll 6s to avoid the strike. Further, most companies either take sufficient protective measures like Stealth or have big warriors to protect the weak. Since Light-drake can't choose defending characters (and thus has one more strike than Land-drake), your opponent is likely to have his protective guys take the strike. Even an unmodified prowess of 6 (like a wizard) can take a -3 modifier and only have to roll a 5 to stay untapped against the Light-drake. Once the company's gotten some weapons, this weak drake can just forget it. 

Light-drake is perhaps best used as a pawn in the meta-game of dragons. You can use it to distract away Itangast with Dragon Feuds, though a drake like Cave Worm, Ice-drake, or Nameless Thing will do this just as well. Perhaps the best use of Light-drake is in conjunction with Worm's Stench in a wolf/ spider/animal deck, which can often do a significant amount of damage on only one wilderness. Keep in mind, though, that you may be giving your opponent an MP and lowering the hazard limit one so you can get bigger wolves, but bigger wolves, animals, and spiders will often prevent your opponent from playing resources during the site phase. 

I guess Light-drake can also be somewhat useful in sealed deck, where players don't have much control over what characters they have and might not have as much protection as they would like. Still, I think a Cave-drake may be a much better choice for deck building. 

Ice-drake

It's St. Patrick's day, so all your posts have to mention the word green. This creature, though, doesn't have much green about him. 

Ice-drake # Hazard # Creature # 1 MP # 15/- # Keyable: 
Drake. Two strikes. May be keyed to Elven Shores, Angmar, Gundabad, Grey Mountain Narrows, and Withered Heath 

Of the drakes, this is one of the biggest. It's got high prowes, multiple strikes, and is keyable to quite a few places. 

Of the 1 MP creatures, Ice-drake weighs in pretty heavy. It's 15 prowess rocks, and can even give someone like Glorfindel a few worries. It's two strikes mean that you will certainly tap two characters unless he cancels the attack. And the cool thing about Ice-drake as opposed to a dragon is that if it's canceled, you can just pull out another one and then a True Cold-drake, etc., etc. Plus, if your opponent muscles up and actually defeats the drake, he's only gotten 1 MP and will probably be tapped for the site phase. You may have a character step up and sacrifice himself to the Ice-drake, so you might want to play Half an Eye Open, although Ice-drake will probably cause damage whether or not you choose the recipients. 

Perhaps the only disadvantage (in inverse of Light-drake) is the somewhat limited playability. Many people notice that a creature is keyable to regions only and then don't pay much attention to it, but Ice-drake can hit a lot of companies. Withered Heath hits companies prepared for dragon attacks, but Ice-drake can still be a good move. Grey Mountain Narrows is also usually traveled by big companies, but in sealed deck it can be useful for The Wind Throne (and what sealed deck comapny is ready for two strikes at 15?). Gundabad is a Dark-domain, so it will probably be traveled by buff companies, but if they're expecting undead or orcs a Drake could be a signficant surprise. Also, if you can use Ice-drake to tap a couple characters, that's a few less MPs mister Indy Jones can get. Angmar is a similar place, even more popular for Indy. Also, this creature can hit Elven Shores, something I forgot to mention in my review of Himring. 

So you may want to include this very powerful (but limited) drake in a deck with other creatures in other areas. It might also be a good sideboard or sealed deck choice, and screw with Indy, Coastal, and Dragon decks. 

No Waiting to Wonder

Hobbits are perhaps the most loved of Tolkien's peoples. While some people like Dwarves more and some like Elves, Hobbits strike a place in everyone's heart. 

No Waiting to Wonder # Resource # Short-event 
Playable on an untapped Hobbit when another character in his company is facing a strike (during other character's strike sequence). Tap Hobbit. The prowess of the strike is modified by -4 and its body by -1. If the strike is successful, the Hobbit must make a body check (in addition to the other effects of the successful strike). 



Asside from being used in a "killing Shelob" theme deck, it can be quite a useful card and can let help come from the small and unlooked for. And like most of the Hobbit Helpers, it's exclusively for Hobbits. 

This card has a variety of applications. For instance, if your company is travelling to influence faction and there's a Cave-worm bearing down on Aragorn, calmly tap Aragorn and Robin Smallburrow and hope for a 6 rather than a 10. Or perhaps there is a Cave-drake trying to tap both Aragorn and Robin. Have aragorn take the first strike, let Robin play No Waiting to Wonder while Aragorn takes -3 to stay untapped, thus needing only a 3 to stay untapped rather than a 7. And what of Robin? Well, you could play Hobbit Stealth or you could hope he rolls a 10 or have another Hobbit Not Wait to Wonder or even have him take one for the team, figuring his 9 body is tough enough. 

This card can be used in large companies, giving a better chance of defeating a creature, or in small ones, protecting a character. For instance, if you have a company of four Hobbits, you can have one Hobbit play Stealth, and then when the company gets to the site, have one Hobbit face the attack, another give the strike -4 (thus requiring a role of 3 to avoid an 8 prowess auto-attack) and have the last get an item. Now the only question is how many Hobbits it takes to screw in a lightbulb... 

This card is somewhat ironic. Normally, your big characters are there to protect the Hobbit, while here the Hobbit's doing the protecting. Of course, if the Hobbit's not going to be doing anything during the site phase it's a big bonus, but it also leaves the Hobbit tapped and open for assault on himself. So No Waiting to Wonder can seriously rock against stuff like Nazgul (have both Merry and Pippen both help out Eowyn) rather than against an orc attack. Of course, if you use it on a long shot, you may lose both the Hobbit and the other character. 

So if you've got a Hobbit and expect some nasty strikes to be coming at you, and wouldn't mind seeing some really cool art, pack No Waiting to Wonder. 

Waylaid, Wounded, and Orc-dragged

Continuing with Hobbits and nasty creatures, here's a card that can ruin any Hobbit's day: 

Wailaid, Wounded, and Orc-dragged # Hazard # Permanent-event 
Playable on a Hobbit facing a strike from an Orc attack. Target Hobbit receives +2 prowess against the strike. If the strike is successful, he is not harmed and is taken prisoner at a Ruins & Lairs, Shadow-hold, or Dark-hold. If the Hobbit bears a ring, his player makes a roll at the start of each of his untap phases-if the result is less that 7, the ring is discarded. Rescue-attacks (3): Orcs - 3 strikes with 6 prowess, Orcs - 4 strikes with 7 prowess, Orcs - 5 strikes with 8 prowess. 



This is a card that should at least be in the sideboard of every orc deck. It certainly takes a Hobbit out of comission for a while and it may even have a better chance than The WIll of The Ring of foiling a One Ring dunk attempt. 

First, a word from our sponsor: prisoners. Taking a prisoner can be seriously nasty and throws a wrench right into your opponent's strategy. Firstly, it takes the character out of comission for at least two turns, but this would also be accomplished if you wounded the character normally. The cool thing about prisoners, though, is your opponent has to send his whole company over there to get the character, wasting a turn, rather than sending the character (and maybe an escort) back to a haven. The company will probably be right in that area, so it won't be too much of a detour, but it will at least waste a turn. Probably the coolest thing about taking a prisoner is that the gaoler gets to take the items (they are discarded). 

This may be what kills your opponent's bid for victory. Hobbits are often used to tote the party's items around. If you can manage to attack the Hobbit with a Hobgoblins with Minions Stir out, if the Hobbit doesn't roll a 9 or better, the party potentially loses several MPs in item MPs. And if the Hobbit has a certain ring on, he's got about a 40% chance of losing it each turn until he's rescued. And that rescue attack isn't much fun either, especially with Minions Stir when the company faces a combined total of 18 strikes at 8, 9, and then 10 strikes. And this is AFTER facing the auto- attack. And they're supposed to have a character untapped after that? And another cool thing about prisoners is if the company decides to leave the Hobbit for lost, they've got -1 (or 2) character MPs to deal with when the judgement day comes. 

There are, of course, disadvantages to this card. Firstly it only works on Hobbits and there are no race changers, so you're probably want to put this in your sideboard. So while it's really powerful, it's not going to come into play too frequently. Also, being a prisoner card, you may not have a Ruins & Lairs, Shadow-hold, or Dark-hold handy to hold the Hobbit at. Also, the card is susceptible to Marvels Told, freeing the Hobbit without all the rescue attack fun. Further, as soon as a player sees Wailaid, Wounded, and Orc-dragged, he'll do his darndest to keep his Hobbit around, probably either cancelling the attack or strike. 

So if you expect to see a Hobbit, be sure to have your Orc deck Waylay, Wound, and Orc-drag him! 

Sun

Due to an interesting set of cooincedences, today is the 400th issue. I didn't think of anything special to do so I continued the two weeks of duality I had going. What makes this interesting is that, without intending it, I am ending up doing Sun today. What a perfect card for the Spring Equinox, the return of the sun. 

Sun # Resource # Long-event 
Environment. The prowess of each Dunadan is modified by +1. Additionally, if Gates of Morning is in play, the prowess of each automatic-attack and hazard creature is modified by -1 and the prowess of each Man and Dunadan is modified by +1. Cannot be duplicated. 



This can be quite a useful card in a deck with Dunedain which would rather have a weaker creature to fight. It's one of the few resource long-events, which means you can't spring it out right when you need, but if you pay attention to what goes on, you can pretty easily plan it right. 

The normal use of this card is nice, but not particularly worthy. Boosting every Dunadan by +1 can be pretty good, especially if you have several dunedain like Haladlam who is a nice character but occasionally has trouble in a fight. If you have a company like Aragorn, Beretar, and Boromir this card may help you defeat that nasty orc attack or stay untapped until the site phase. This can be more useful when you've got a company with people like Bergil, but you can get a better bonus that can't be Twilighted if you use Potion of Prowess. 

If you've got Gates of Morning, though, this card is pretty cool. You can have a group of all Men and Dunedain (say, Theoden, Erkenbrand, Boromir, and Beretar) you can do pretty well. And while that group can usually deal with a fight, there are lots of weak Men and Dunedain that you could have running around. With -1 to almost all attacks (not agents), +2 to Dunedain, and +1 to men, you can make things a lot easier for a small company. The thing is, though, that if Gates of Morning is out, chances are less that you will run up against some big and nasty creature. You might have your group of Nazgul fighting women go and have an easier time with an auto-attack, but you should tend to plan your characters and auto-attacks so that you can easily deal with them. Still, some nasty attacks (especially auto-attacks) can be created with Gates in play, and Sun can help you deal with them. 

By virtue of being a Long-event, Sun affects your opponent's characters too. If you plan your deck right, you will probably get more benefit from it, but the -1 to your creature attacks can hurt. Thus, Sun is probably best in a corruption or roadblock strategy, though you could also Twilight it on your opponent's turn (assuming you don't want it to give a permanent bonus with Echo of All Joy). 

So Sun, if used without Echo of All Joy, can give you an okay short-term bonus. If you want to get the Echo combo going, though, it can really help out a correctly-themed deck. 

Night

Usually, the nastier stuff comes out at 

Night # Hazard # Long-event 
Environment. The prowess of each non-ranger Dunadan is modified by -1. Additionally, if Doors of Night is in play, the prowesses of all attacks are modified by +1 and the prowess of each Man and Dunadan is modified by -1. Cannot be duplicated. 



Like Sun, Night isn't spectacular on its own, but with Doors of Night it can be a useful boost to many strategies. 

On its own, this card hurts about 10 Dunedain, most of which aren't seen too often (save Boromir). While this can be useful if you anticipate your opponent using lots of these characters, it would probably be better to put Weariness of the Heart or Gloom in your deck. You should also note that this affects the three Dunedain minions so far released. Without Doors this card is mostly useful if your opponent is playing with lots of Dunedain (unlikely) or to keep Balance Between Powers around. However, with Doors it can be a different story. 

Normally, in heavy creature decks, the prowess bonuses either come from type- specific cards (e.g. Minions Stir, The Moon is Dead) or from Clouds. While all of these tend to give bigger bonuses than Night, Night still has some advantages. First, Night works on all creatures, so you can use it in a deck with Nazgul or Dragon or Drake or... Secondly, if you've already got a Wake of War out, why not add a Night to make your Wolves even bigger? Night also has two advantages over Clouds. First, it affects all attacks, not just creatures. That means you can use it with other auto-attack enhancements or in an agent attack deck. Secondly, Night, while it doesn't give your stuff as big a boost, isn't as much of a problem on your opponent's turn, especially with The Will of Sauron out. Also, Night is more likely (and probably more useful) to show up in sealed deck, though there are at most two copies of Doors in both decks combined, so you may not get the timing right to play Night. 

The other advantage that comes with Doors is the fact that all Men and Dunedain get -1 to prowess (-2 for the non-ranger Dunedain). Thus, if you've built your deck around Elves, Dwarves, and Hobbits while your opponent built her deck around Men and Dunedain, Night effectively gives a +2 prowess bonus for your attacks but only a +1 for your opponent's. That's even better than Clouds. Of course, with this advantage comes a disadvantage: it hurts men creatures and agents, sending them back down the bonus the just received. Thus, to effectively use Night you have to make sure you're not playing with Men in either your hazard or resource portion. Or you could just be ready with a Twilight during your opponent's hazard phase. 

So when you put Night out you can make the table become a bloodier (and thus often more fun) place to be. And one prowess can make the difference between a great character and a dead character... 

Clouds

Perhaps the ultimate way to make the game into a blood brawl is to play 

Clouds # Hazard # Long-event 
Environment. If Doors of Night is in play, the prowess of each hazard creature is modified by +2. Cannot be duplicated. 



This card is almost the epitome of fear in Middle-earth. A plethora of decks can benefit, but it can also hurt the person who plays it. But multi player mosh games with The Will of Sauron and Clouds out can be SO fun :-) 

The effect of this card is simple, it gives all hazard creatures +2 prowess. Doors of Night has to be out, so the companies should be prepared for nastiness, but maybe not this nasty. +2 turns a -3 modifier into a -5, it gives a sure thing a 1/12 chance of failing. And if you play several creatures, each with a +2 modifier, the chance that someone will get wounded increases significantly. For instance, a Ghouls, normally 5 strikes at 7 prowess, becomes 5@9, something more fearsome. If you add The Moon Is Dead and Plague of Wights things start to get sick. Or you can have a Daelomin with 3@15/8. This can work on some of the creatures that come into play more often, giving a Cave-drake 12 prowess or a Slayer 13 prowess (ouch!). In fact the only creature decks that Clouds don't help are decks built around the absence of Doors of Night, and even then Clouds can give the creatures a boost (thought the resource portion may struggle). 

Of course, if you put Clouds out for your animals or drakes, your opponent will hammer you with his undead or orcs. If you're planning on using Clouds either pack lots of cancellation cards or make sure your company can handle a really sick attack. Even then, if Clouds, Night, and a type-specific modifier are on the table, you could loose most of your company in one turn. There are two extremes to this. You could Twilight either the Clouds or the Doors on your turn, preferably right after your opponent grins and plays his first creature. With three each of Twilight and Clouds, plus perhaps Night, and cards like Mouth of Sauron or Palantir of Orthanc to recycle them, your opponent can get very annoyed and you can get a significant advantage (though you may lose an advantage considering how card intensive this combo is). The other extreme is to play The Will of Sauron along with Clouds. While this may not be a particularly smart or long-lasting move in a tournament, it can make a dull game really pick up in a casual game. Now the object is no longer to see who can get the most MPs fastest, it's now a question of who can survive to get MPs period. If you plan to take this route, you should plan on cards like Risky Blow, The Dwarves Are Upon You! and Potion of Prowess so you can negate to some level the effects of the Clouds. And if you get lucky and your opponent is playing corruption or roadblock, you'll be really rockin'. Of course, why else do people pack three Twilights? 

Clear Skies

Finishing with two weeks of duality cards, today's card is the opposite of Clouds, but gets used less frequently. 

Clear Skies # Resource # Long-event 
Environment. Playable only if Gates of Morning is in play. The prowess of each character is modified by +2. 

This card can be very useful in a deck where your prowess may be lacking. The only thing, though, is you have to have Gates of Morning in play first. There aren't too many decks that use Gates because there aren't too many cards which require it and nobody plays with those cards because they don't have Gates in their deck... This is understandable, as it takes up a couple resource slots and doesn't help if your hazard portion wants Doors of Night. 

There are some decks, though, that can use Gates, or at least don't need Doors. Men, for one, don't need Doors, nor do agents or corruption. You can run most auto-attack cards without Doors, and it's also possible to throw together an assortment of good cards that don't require Doors. The decision to add Gates to your deck, though, is a tough one. You're not so much concerned with whether your opponent will be able to benefit off of it as much as you may be with deck space. There are normally quite a few more resources that you want to put into a deck than you can. By adding cards for Gates you've increased your deck size by at least four (two for Gates, two cards which want it). Still, if you have quite a number of weak characters in your deck, it may be a good idea to include some cards like Clear Skies. And if you want Doors anyway, you can use Crown of Flowers to play Clear Skies. 

Once you have Clear Skies in play, what good does it do you? +2 prowess to all characters is a pretty nice bonus. If you have a company of Hobbits it lets you face auto-attacks with more confidence. If you have a small company with just one character who can fight well, Clear Skies helps you deal with multiple-strike attacks. With any group of characters, Clear Skies reduces the penalty for staying untapped to -1, just as if your character were tapped. Since you play Clear Skies during the Long-events phase, it won't come as a surprise to your opponent as he plays his creatures. It does, though, work as a preventive measure. If an opponent thinks you'll have an easy shot at getting a couple MPs, she'll be less likely to throw creatures at you and you will thus arrive at your site with sufficient characters untapped. And if you can get Echo of All Joy onto the Clear Skies (hopefully with a strategy like corruption), you may be traveling on easy street (that's near the East Road ;-) 

This card is a little different from many of the environments. Gates has to be in play when you play Clear Skies, but once in play, Clear Skies does its thing even if Gates is no longer in play. So if your opponent draw Peril Returned on your way somewhere, you've still got the +2 bonus. Of course, a Doors or Twilight will take out the Clear Skies, which means you could conceivably give yourself +2 on your turn and your creatures +2 on your opponent's turn, assuming you get a really lucky draw. 

Pierced By Many Wounds

Sometimes someone wants to take one for the team. But taking a LOT for the team? 

Pierced By Many Wounds # Hazard # Short-event 
Playable on an attack with more strikes than defending characters before strikes are assigned; does not count against the hazard limit. The first excess strike assigned to each character gives a -4 modification to his prowess instead of -1. Cannot be duplicated on a given attack. 



This is an ideal card to use against small companies or with numerous creatures. Undead are the first use most people think of for this card, but several other creatures can benefit as well. 

This card has almost nothing bad about it. It increases the chance that you can wound a character, it makes it very dangerous for a character to take -3 to stay untapped. Further, it doesn't count against the hazard limit, so you can sneak it in when your opponent thinks you've used up the hazard limit. And if you manage to get a creature with a lot of strikes, you could potentially wound the whole company. 

The best way to look at Pierced By Many Wounds is to look at cards to use it with. As I said before, it's most commonly found with undead. For instance, a Ghouls with The Moon Is Dead have six strikes. If you attack a company of four with the Ghouls, you can assign two -4 penalties. This means that someone like Beorn who might normally take -3 will probably want to tap (or risk rolling less than 8). Or someone who could normally deal easily with them like Theoden now needs to roll a 7 or be wounded. Oh, and that Hobbit? Try rolling an 11. 

Other creatures can be used, though. The first that comes to mind is Morgul-rats. Even a company of 7 will be taking lots of negative modifiers. And against a small company, you can effectively give the rats +3 for a couple strikes. This also works well with Orc-guard, turning an almost meaningless -1 into a -4. And if you have Minions Stir out, you can use this with lower- strike, higher-prowess orcs. This strategy also works well with Wolves with Wake of War and Worm's Stench. It can find its way into a man deck, too, helping Corsairs and Dunlending Raiders. And with Rank Upon Rank and an Assassin, you can even give the character a -4 modifier, making a kill all that more likely. Perhaps one of the best uses for Pierced By Many Wounds is Redoubled Force. With Redoubled Force on the table you can put Pierced By Many Wounds on guard, then reveal it to make sure the company doesn't defeat the attack and thus discard the Redoubled Force. Add Awaken Minions and your opponent may waste a turn by being tapped by the auto-attack. 

Other than taking up deck space, there aren't really any disadvantages to Pierced By Many Wounds. It doesn't work well in Nazgul or Drake decks, but other than that, you may find a good use for it. 

Ghouls

Perhaps the creature that epitomizes the nastiness of undead decks is 

Ghouls # Hazard # Creature # 1 MP # 7/- # Keyable: Sl, Sh, Dd, Dh 
Undead. Five strikes. 



On its own, Ghouls is a decent creature. It can at least tap a few, if not all, members of a company headed through dangerous areas. There are other creatures that do this job as well or better, and outside of sealed deck playing Ghouls straight up often results in giving away an MP. Once you've got a couple enhancers, though... 

The first and foremost enhancer for Ghouls is the infamous Plague of Wights. With that card and Doors of Night, Ghouls become a fearsome 10 strikes at 8. This will certainly give you several -1 modifiers to assign. Rather than assign them all evenly, it's usually best to assign them all to one character that you either REALLY want tapped or would like a chance to kill. By doing this you also greatly reduce the risk of your opponent defeating the attack. And if you're attacking a 5 character company with 10 strikes, why not use Pierced By Many Wounds. With that you can either make the attack effectively 12 prowess (one for everybody, much better than Silent Watcher and Watcher in the Water), or you can have the Ghouls rise out of their coffins to pound the proverbial nail into a character's coffin. 

The modifiers don't stop there, though. If The Moon is Dead is in play before Plague of Wights, Ghouls become 12@9/-. Add Chill Dousers and they're 15@12/-, about 6 times better than Morgul-rats. And if you play Plague AFTER the Chill Dousers, the Ghouls have 18 strikes. In order to get those kind of modifications, though, takes either careful planning or really good luck. The former takes away from your resource playing and the latter is unreliable. Thus, you can normally only count on one or two undead modifiers at a time. On its own, The Moon Is Dead can be a real help. Against a 3 character company, 6 strikes of 8 can be very troublesome, being almost positive to tap a character or two. Even against a large company, this combo can be dangerous as the characters are probably low- to mid-range so they can all fit under influence. Thus, a company heading for Moria and prepared for orcs may find itself hard pressed to have enough characters untapped for two items and a Thorough Search. 

Chill Dousers can be useful here too. If you've got Sleepless Malice out with Doors of Night you can play a Chill Douser or two to whet your opponent's company's palate and then drop down a Ghouls with 7 strikes at 9. You might want something like a Spells of The Barrow-wight to further cripple the company, though that's another card you have to hold in your hand. You should think before you play a Ghouls on a tapped company, though. If you think you've got a chance of wounding or killing someone, go for it. If, though, you don't think you'll do much, hold it for later, as the company's already been tapped. Once the company's been tapped, Ghouls are probably better replaced by a Barrow-wight with an Icy-touch, doing more damage than just tapping characters. 

Unlike several other strategies, there aren't too many defenses against undead other than to have a big and tough party. Vanish in Sunlight! can slow down one attack, but there will be more. Star-glass can cancel the attack, but another may come. Perhaps the best is to make the Shadow-lands into Wilderness. 

So Ghouls are great creatures with just one modifier or with the whole Will of Sauron, Plague of Wights, Sleepless Malice, Clouds, The Moon is Dead, Chill Douser, Spells of the Barrow-wight combo. 

Ford

Since it's common, anyone can afford a Ford. 

Ford # Resource # Short-event 
Playable only at the end of the organization phase. Tap a ranger to prevent opponent from playing hazard creatures keyed to Wilderness against the ranger's company. 



This can be an amazingly effective avoidance card in the right deck. While it isn't as effective as Stealth, it can mean your large company arrives unmolested and untapped. 

Ford is best put in your deck after it's been nearly completed, or at least designed. It's obviously best in a deck where you travel through almost nothing but wilderness, as that's when it will be most effective. Such decks are not uncommon. Perhaps the best way to take advantage of this deck is with Radagast. The best place is probably the Rivendell area, since that's almost entirely wilderness, but the far east is also largely wilderness. Ford can also work well with cards like Forod and Rhun, making a formerly dangerous site path only able to hit you in the starting and ending regions. In a normal situation, if you use Ford and Secret Passage together you can prevent your opponent from playing any creatures not keyed to regions. And if you add a Fog, you can go almost anywhere and not be attacked except by region and site. 

So, what all does this card cancel? Site type aside, it cancels cards like Cave-drake, Winged Fire-drake, etc. If you're not going through other terrain types, it stops most wolves, spiders, and animals, as well as some special men, trolls, orcs, awakened plants, etc. What it doesn't stop, though, is keying to region by name. For instance, if you head from Rivendell to Lorien via the four wilderness, a Cave Worm doesn't care if you've forded, it's still going to eat a character anyway. Dragon's Desolation still works (assuming you didn't play Secret Passage), and several creatures like Cave-drake and Rain-drake can be keyed to the site. Also, your opponent can still play stuff like River (and you've already tapped your ranger), Chance of Being Lost, Siege, Lure of Nature, etc. 

So while Ford can't cancel all the creatures you'll face, it can sure help, perhaps coming out of the sideboard to cancel the right deck. It's most useful in a weak deck (Sam is a ranger...), but can be used if you just want a lot of characters untapped. You should also make sure to take along an extra ranger, as you've already tapped one. 

Ford can also be a good find in sealed deck, as a lot of the creatures won't be region specific, you spend a lot of time going through wilderness (often) and much of it is starter movement, eliminating furhter the region threat. 

The Way Is Shut

How disheartening. We come all this way and 

The Way is Shut # Hazard # Long-event 
A company moving to or from an Under-deep site must return to its site of origin. Additionally, cancels the effects of Secret Passage and Secret Entrance. Cannot be duplicated. 



This is one of several nasty cards that can seriously deter anyone traveling in the Under-deeps. There are a number of cards that will seriously hurt spelunking companies, more powerful than their above ground versions, but aren't played very often because they are useless if the opponent doesn't go underground. 

How useful is The Way is Shut? Simply, it stops a company in the Under-deeps from going anywhere for a turn. If she's got two companies, they both must stay where they are. If they want to go to the surface, too bad. Somewhat unfortunately, you can't play any hazards on them after you play The Way is Shut (by the turn sequence outline), but this isn't too big, as you can play nasty creatures on the company first, drawing out their cancelers and making them take chances, and then bring out The Way is Shut, making it all for naught. 

This is incredibly useful if your opponent is dealing at all with the Under- deeps. Any card that returns a company to its site of origin, thus wasting a turn, is good. When the company would be going to the Under-deeps, where you can easily get 8+ MPs in one turn, this one card gives you a big advantage, or at least keeps your opponent from getting one. If you get really lucky and play this card and either Long Winter or Foul Fumes (depending on the situation), you can make a company heading up for fresh air go back down and at the same time tap the surface site, forcing the company to spend at least two more turns getting out. 

Even if you don't tap the site, saving a turn can be vital. Since MPs in the Under-deeps don't count towards purposes of calling the council (though they do in the council itself), a company with a large MP lead may be heading up to the surface to call the council. By informing the company firmly that The Way Is Shut can give you an extra turn to close the gap, maybe even preventing your opponent from calling the council. Plus, it's good any time you get a turn and your opponent doesn't. 

The second use of this card is good too, if rarely used. Secret Passage and Secret Entrance both make a company's journey safer, but they aren't normally used often enough to warrant specific defense (packing defense for Concealment and Thorough Search is a better idea). Still, a company thinking it will be unmolested on its way to a new site may have a new thought coming when you pronounce The Way is Shut! Or if your opponent seems to be making frequent use and misuse of these cards, and you're using The Will of Sauron, The Way Is Shut can do nicely coming out of the sideboard. In fact, WoS, The Way is Shut, and The Black Enemy's Wrath can seriously hinder a company planning on an Under-deeps journey. Of course, why else do people pack Marvels Toldand ? 

The thing about this card, and other cards like Durin's Bane, is that in general, they've got a relatively low chance of coming into play. If your opponent is playing an Under-deeps strategy, great! If not (which, from what I've seen is the case about 90%-95% of the time), you've wasted a couple card slots that could be more effectively used. Thus, unless one of your frequent opponents drops down under a lot, The Way is Shut is yet another card that is best reserved for the sideboard. 

Ancient Stair

When I was young I used to love to go up and down spiral staircases. One really cool spiral staircase is on the picture of 

Ancient Stair # Resource # Short-event 
Playable only at the end of the organization phase on a company that starts its turn at an untapped adjacent site of an Under-deeps site. Opponent may draw up to twice the normal number of cards for this company during the movement/hazard phase. If company moved to an Under-deep site, at the end of the turn the company may replace its site card with the site card at which it began the turn. 



This card is the Great Road of the Under-deeps, allowing you to take a dip down, grab a couple items, and be home in time for supper. The most common use is to go from the surface down and back, but it could also be used to go from one Under-deeps site to another and return to the first. 

The most common use for Ancient Stair is if there is an item you want that you can only be gotten down under. It can also be useful if you want to play two items, but don't want to have to spend an extra turn or two getting out of the Under-deeps. The requirement that the original site be untapped means you can't go to Goblin Gate, grab a ring, and then drop down to the Under-grottos to get a couple items and test the ring. It does allow you to head over to Mount Gundabad, drop down to The Under-leas, grab Aiglos, and then head to another surface site the next turn. Why is this advantageous? If, for some reason, you just have a few Under-deeps cards in your deck, Ancient Stair can save you a turn. Or you can drop down to the Under-deeps, gain an (unlikely) maximum of 17 MPs (though 8 or 9 is likely), and then call the council that turn, denying your opponent the extra turn to catch up. Or try this as an obscure combo: send your company to Morannon (or Wondrous Maps if you change Udun to a Shadow-land), then use an Ancient Stair to go down to The Under- galleries, play an item or two, and then return to Udun, getting the 3 MP from The Under-galleries without the hassle of going up by another route. 

There are, of course, disadvantages to using the Ancient Stair (and the elevator is broken, so you can't go up that way). The main disadvantage is that your opponent gets to draw twice as many cards. If nothing else, this allows him a bigger shot at getting a good resource for the next turn (up to an 8 card draw), but it also means he's got that many more cards to draw a Durin's Bane, The Black Enemy's Wrath, The Way Is Shut (wasting you a turn and a card), or some other nasty card to hit you with. It's true that he would get to draw the extra cards on your way up anyway, but there's a better chance that many people will draw something to hurt someone at The Pukel-deeps rather than at Dunharrow. The second disadvantage to this card is that you still have to deal with the auto-attack (as well as any creatures your opponent provides). This can lead to a tapped company, but unlike Great Road, you are not forced to return to your original site, so the worst that can come of it is you wasting a card and letting your opponent draw a couple more. The main reason not to include this card in your deck, though, is the fact that most Under-deeps decks plan on hitting several sites underground before returning to the surface, so Ancient Stair isn't very useful. But if you need to go down for something like Gems of Arda, Ancient Stair can help you out. 

Elrohir

One can often tell what family someone is in just by looking at the person's name. Tolkien did this all over the place, including Elrond, Elladan, and 

Elrohir # Character # Warrior/Ranger Elf # 1 MP # 4 Mind # 0 DI# 5/8 # Home Site: Rivendell 
Unique. +1 prowess against Orcs. 



Elrohir is one of the staple cards in almost any deck which plans on visiting sites with orc auto-attacks. While functionally equal to his brother Elladan, I prefer Elrohir because he's got a better picture. 

Overall, Elrohir is a pretty rounded character. His 4 mind means you can fit him into a starting company without much trouble, and he can easily be controlled by someone with an Elf-stone. His 0 DI means you'll want someone else in the company to deal with factions, though he's also a warrior and thus a potential user of Muster. His skill of Warrior makes him a good user of Sword of Gondolin and other prowess-boosting cards while Ranger lets him use some of the special cards like Misty Mountains. Ranger also makes your company less susceptible to River, Long Winter, Foul Fumes, Chance of Being Lost, etc. His prowess/body of 5/8 is as good or better than several five- and six-mind characters. It also lets him benefit nicely from Sword of Gondolin, Valiant Sword, and Hauberk of Bright Mail, all nice common cards. He's almost ideal in sealed deck, giving you someone who can easily deal with many of the common creatures while protecting Robin Smallburrow and Adrazar, the other members of his fixed pack; someone who can use several of the common cards you're likely to get; and someone who yet doesn't have a 1 corruption modifier for the dreaded Lure of Nature. 

His +1 prowess vs. orcs is just icing on the cake. It makes him ideal to go to places like Moria and Carn Dum to take a -3 modifier, only needing a 4 to remain untapped. In fact, one of the better starting companies for an Indy deck is Elrohir, Elladan, Gildor Inglorion, a Dwarf, and Annalena. With that starting company, maybe with a couple Potions of Prowess, you can easily deal with almost any orc auto-attack. In fact, as I found out with a recent deck, they can defeat any orc auto-attack, even with Redoubled Force (which I played myself, to add to the challenge). And if your opponent happens to be playing with orcs, Elrohir can easily do his share of dispatching. 

All this for a character with just three small disadvantages. The first is the lack of any DI, but that's not too big of a deal, especially if he's a follower of someone. The second disadvantage is that his home site is at a haven, where he would be playable normally, but that's okay because he's usually a starting character and havens aren't too hard to come by. The only other disadvantage to Elrohir is that he's a pretty popular character, so your opponent may get him out before you do. 

Fate of the Ithil-stone

There are some cards that almost require you to base your deck around them. One of these is 

Fate of the Ithil-stone # Resource # Permanent-event # (7) MP 
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) 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 you receive its marshalling points. If this card is stored, all Palantiri give one less corruption point. Once inverted, no other copy of this card can be inverted. 



This card is almost the epitome of combo-playing. I can only think of one other card in any other game I play that is near this hard to play with (I'm thinking of Bayushi Shoju, the dead champion, from L5R). It involves getting at least three cards in the right order, plus several turns of moving around. It takes a minimum of 4 turns to get the MPs, and that's just if you're lucky. Thus, you'd have to be insane to include this card in a competitive one-deck game, and a two-deck game is even pushing it. Or course, the reward is 7 MPs, more than any other card in the game (including The One Ring). 

How exactly does this card work? First, your company has to get a Lost Knowledge card. There are precisely two of these cards to date, Forgotten Scrolls and Lost Tome. In order to get these minor items into play (they can't be in a starting company) the bearer must be able to take a strike at either 8 or 9 without weapons, which isn't too difficult. These cards aren't in too many decks, as the purpose they normally serve (making information playable at more sites) isn't particularly useful (though you could pull off a stupid Forgotten Knowledge/Look More Closely Later/Lonely Mountain combo). Once you've got the Forgotten Knowledge, you have to head to Minas Tirith, which means you probably can't have used it before. At this point, drop the Lost Knowledge to play Fate. You could influence a faction or play the palantir at Minas Tirith and then play a Lost Knowledge and then Fate. Once you've done that song and dance, you need to play a palantir. If you haven't already tapped Minas Tirith, it can be a productive use of a turn, playing Fate and then immediately playing a Palantir. While you're in that area, there are several places to grab a Palantir: Isengard, Minas Morgul, Cirith Ungol, and Dead Marshes. Now that you've accomplished all those confusing maneuvers, you must head to Barad-dur to face the auto-attacks (no easy task) with someone untapped to play a Stolen Knowledge card (even tougher). So far, there are two Stolen Knowledge cards, and one is only playable at Dol Gildur. Therefore, you must have Dark Numbers in hand when you visit Sauron's home. You'll also need a scout that can stay untapped, so you'll either want a strong group of warriors or a pair of Dark Quarrels (or other cancelers). Once you've done this, your opponent (or your other company if you're nuts) can give up on the quest, though the probability of that situation is almost nil. Now you've hit the home stretch, all you have to do is make it back to a haven without losing your entire company and you've got 7 MPs. Further, the palantir you played and any others have -1 corruption point, quite useful when you consider that a usable palantir usually gives 4 or 5 CPs. So to sum up, in order to use this card effectively you have to have at least one palantir, one Lost Knowledge, and one Stolen Knowledge, and draw them all at the right times. This is certainly 2+ deck activity. 

So, once you've had all that fun playing Fate of the Ithil-stone, what good does it do you? Well, you've got 7 more MPs that can't be interfered with, but for that amount of activity you could easily get 7 MPs in items or factions or... Of course, there's nothing that can discard Fate aside from totally destroying the entire company, but factions and items are relatively safe. After writing this, I was reminded that Stormcrow will discard Fate and other similar quest cards if your wizard is in that company. Nasty. The -1 CP to palantiri is nice, especially if the game is going to go on for a while. It lets Saruman and his palantir recycle cards without fear of corruption, it allows someone with a Ring of Lore and a Fellowship to use the Palantir of Osgiliath without too much risk, etc. It also lessens the danger a palantir deck faces against cards like Lure of the Senses. Of course, for the three cards needed just to get Fate out, you could have three Fellowships or New Friendships or Free to Choose or... Fate might be useful to prevent having half of your MPs come from items (since it's misc.), but that's not too big of an advantage. There is one thing that Fate gives you, though, that isn't immediately reflected in the card: bragging rights. Anyone who successfully plays Fate of the Ithil-stone, stores it, and preferably wins the game gets a big shot of egotism and is entitled to her day in the sun. In fact, I will send a Dark Minions booster to the first person who wins a game with Fate of the Ithil-stone stored. 

So if you don't have anything better to do, or you're up for a challenge of luck and patience, Fate of the Ithil-stone is the card for you. It may not kick as much ass as Aiglos or Revealed to All Watchers, but it sure beats Balance Between Powers amongst the Dark Minion rares. 

A Short Rest

Most people reading this are doing it during 

A Short Rest # Resource # Long-event 
Each moving company may draw an extra card for each region less than four in its site path. 



This card can speed up a deck based around a small area, especially since many sites in common areas have fairly small draw numbers. It is best used when you're moving two or one region, as otherwise the card you draw will just replace A Short Rest, which puts you back where you started. 

First, a word from the latest Collected Rulings File: This card only allows the extra card draw for moving companies that actually have a site path. If a company moves with Eagle-mounts, for example, it does not have a site path and does not trigger A Short Rest. This means that you can't use it when you're going between Under-deeps sites, though that would be the most productive use of the card. 

Aside from that, there are a couple uses of the card. The first is if your company spends most of its time in one or two regions. A perfect example of this is a dragon deck, most of which stay almost exclusively in Withered Heath, Grey Mountain Narrows, Northern Rhovanion, and perhaps one or two more faction regions. A company moving from Caves of Ulund to Gold Hill can draw an extra 3 cards, which can help a lot if you're in a tough place, your deck has lots of special-situation cards, or if you need certain cards for a cool combo. It can be useful when going from Irerock to Lake-town, too, drawing two extra cards, which is one plus the one it took for drawing A Short Rest. You can even use it in a Radagast deck to almost assure drawing 4 extra cards each turn, though in that case you can usually extend your site path, though this also adds more regions of keyability. 

Another good use of A Short Rest is to use it with multiple companies. If, for example, you have one company that hangs out in Gondor and another that hangs out around Anduin Vales, playing A Short Rest before either of them move (in the Long-events phase) can mean you can draw up to 5 or 6 extra cards that turn, which can give you a better chance of having something to play in the site phase for both of the companies. A Short Rest can also be useful in sealed deck, where you usually don't have very many MP resources. It works with starter movement despite what it sounds like and many of the sealed deck sites are within a couple regions of a haven. 

A Short Rest is a long-event, so your opponent gets the bonus cards as well, though she may not be planning to take as short a trip as you are. You can also lessen the effect with a Siege the turn before or if you play Shadow of Mordor on her turn. While neither player must draw the cards, if you can get Shadow of Mordor out for your opponent's movement, either you get a lot more benefit than the opponent or the opponent doesn't get any benefit. 

So if you want to cycle a couple extra cards per turn a little faster, A Short Rest (and possibly Echo of All Joy) is an ample card. In many situations, though, the deck would work better if you just had a utility card in your deck instead. 

Known to an Ounce

Today is April Fools Day, and here's a card that can be a practical joke on anyone foolish enough to go after a dragon's treasure... 

Known to an Ounce # Hazard # Permanent-event 
Playable on a site that contains a hoard or a Dragon at home manifestation. If any item is played at the site or at the site associated with the Dragon at home manifestation, the site's automatic-attacks are again faced. Discard this card when the associated site or Dragon manifestation leaves play. Cannot be duplicated on a given site or Dragon manifestation. 



This card can be useful if you've got at home manifestations or if you think your opponent will be heading to dragon lairs. It's probably not as useful as a card like Incite Denizens (that's why it's rare), but it can give you a chance at killing some characters. 

Known to an Ounce is played on either a site or dragon. The former requires Known to an Ounce to be drawn at the right time so it can be played on a site as the company reaches it. You can play it on any at home dragon at any time (assuming you can play a hazard), but if you play Known to an Ounce on a dragon and a company defeats or discards the dragon, Known to an Ounce goes away, possibly before its effect takes place. 

If the purpose of playing hazards is to tap the opponent's characters, Known to an Ounce does this in an odd way. Rather than tapping characters to prevent action during the site phase, Known to an Ounce will force a decision that will possibly wound characters. Your opponent can either try to keep his buff characters untapped so they can face the second auto-attacks, which may cause them to become wounded. The second option is to tap the people for the strike and the item, leavinng the others vulnerable to the munchings and crunchings of a dragon at home, as with the tough characters tapped, the attacker will be able to hit the weak ones. 

For the defender, though, this isn't too big of a disadvantage. Barring a card like Marvels Told, which is in most decks, Known to an Ounce isn't too hard to deal with. If the dragon is not at home, you most likely will have to deal with one big strike before and one after. If you've got two tough character, this shouldn't be too hard to deal with, just give the item to a weaker character and then have him give it to the person who needs it during the next organization phase. You can also cancel one with a card like Fast Asleep. Burgaling will get past the first attack, but the second will still happen (making Known to an Ounce to be a good idea if you expect burgaling hobbits to be moving around). If the dragon is at home, you may want to try to defeat him, as that will not only garner you MPs (unless you played him) but will also get rid of the pesky Known to an Ounce (assuming it was played on the dragon). Of course, if you want to waste a turn, you could always go to a different nearby site, grab an item there, and then head back to the original site (assuming Known to an Ounce was played on the site). 

So Known to an Ounce can be a useful card if you're anticipating a weak company planning to go dragon hunting. Played normally or on guard can potentially wound a character, and may at least deter your opponent. Of course, if she knows that Itangast Knows his treasure to an Ounce, she might just go and get stuff from Leucaruth... 

Chance of Being Lost

Whenever you're heading around in the wilderness, you should also take into account the 

Chance of Being Lost # Hazard # Short-event 
Playable on a moving company using region movement. Make a roll (draw a #) modified by -2 for each ranger in the company. If the result is greater than 6, you may replace company's new site card with a different site from your location deck that is located in the same region or an adjacent region as the company's new site. 



This card can single-handedly waste your opponent a turn. While it's not absolute (it requires a roll), it can be very annoying, and can potentially stall your opponent from getting the final MPs she needs to win. Of course, you have to have a site handy to send the company to... 

The most productive use of this card is switching the use of the company's new site. For instance, if a company heads to Goblin Gate you can play Chance of Being Lost on them and (with a little luck) send them to Beorn's House, or to be even more effective, Rivendell. Or perhaps your opponent went to Bree. Now you might send him to Lossadan Camp or Blue Mountain Dwarf-hold, if you doubt he has either faction in his hand, but you might also send him to get an item at Tharbad or Ettenmoors (I KNEW there was a use for that site...). Sending a company to a faction site is probably the best bet, as in order for the company to take advantage of the move they have to have a certain card, whereas most items are playable at most item sites. If you can check out your opponent's hand during your own turn, so much the better. 

This card has a hidden use, as well. When you replace the site, the necessary region and site type are added. Thus, a company that thinks it's out on a routine trip to Henneth Annun can get mightily surprised by getting lost and ending up at Minas Morgul with several undead bearing down on them. While this isn't as effective as environmental change cards, it is harder to cancel and also has a better chance of screwing up the company's site phase. In fact, Chance of Being Lost may be a very good card to pack in any deck where you have creatures with playability problems. A single Chance of Being Lost can allow several dragons to be keyed against the company. 

Chance of Being Lost, has a major disadvantage, though: the roll. If the company is without rangers, you've got close to a 50% chance of failing the roll. If the company has one ranger (almost all do), you've only got about a 28% chance of making the roll. If there are two rangers (a pretty normal occurance) you have to roll greater than a 10, not easy or dependable. To increase your chance, the best option is to get rid of the rangers. You can try to kill them outright, but that often proves difficult and is probably less dependable than trying to roll greater than an 8 outright. Call of Home can be a good answer here, especially if your opponent's trying to get the most out of his influence. Left Behind and Faces of the Dead can also be useful answers here, sending the ranger into a company of his own. The problem about these combos is that they often involve holding an extra card in your hand for a while, which sort of defeats the purpose of Chance of Being Lost: card and speed advatange. 

So while Chance of Being Lost can be a very effective card, I find that the roll is rarely effective, if for nothing else than the fact that people make sure to have rangers in their companies just to avoid the affects of Chance of Being Lost. 

Gift Of Comprehension

One thing that can't be given is understanding. Knowledge can be givin, but rearely comprehension. 

Gift of Comprehension # Resource # Permanent-event # 2 CP 
Playable on a Dunadan at a Haven; tap the Dunadan. Gives the bearer sage skill. 



This is one of several specific race enhancers from Dragons. While they're all somewhat useful, most people don't play with them, primarily because of the 2 corruption without any MPs. 

While Tales of the Hunt, Mathom Lore, etc. often deserve more attention, I can understand why people don't use Gift of Comprehension. While it CAN have a useful effect, it's rarely worth the deck space and corruption points. Sage is a very useful skill. There are plenty of cards that require them to play such as ring tests and information cards. Also, in the last two expansions, there have been several cards that make sage a very good passive skill to have, allowing you to remove a permanent event or to tap to produce a nice effect. It's probably second only to ranger in its passive uses, so it's a good idea to have a couple sages in your deck. This is the sort of planning that should happen beforehand, though. Characters like Annalena are good additions to most companies, there are some powerful characters like Thrain and Cirdan that are sages. I often include Ioreth in my starting company if I have a free GI, not to adventure, but to sit at Rivendell and play cards like Marvels Told or Master of Wood, Water, and Hill. Many of the sages are rather weak, but what else are buff characters around for? While there may have been one or two situations when I wanted a sage around and didn't have one, I've never felt a need for this card. Of the 10 or so Dunedain who are not sages, many are designed to be fighters. Usually, a player wants Aragorn, Boromir, Beretar, Faramir &c. to be out fighting, probably laden with item corruption points. Adding another couple CPs so the fighter can play Dreams of Lore isn't usually the best idea. 

The only cause I can think of for this card is if you have a card or cards that MUST have a sage, ring tests for instance, and only one or two sages in the deck, Gift of Comprehension may be a good "bail out" card in the sideboard so you can make a sage from someone like Imrahil. This isn't even very common, as 4 times out of 5 your wizard has the sage skill. But for this limited use, Gift of Comprehension isn't a particularly useful card, especially since you can't even store it. It even makes you more susceptible to Gnaw With Words. 

Trickery

Often the best way to deal with a situation is to use 

Trickery # Resource # Short-event 
Scout only against an Orc, Troll, Man, Elf, Slayer, Awakened Plant, or Giant attack against his company. Make a roll (or draw a #); if the result is greater than 5, the attack is cancelled. 



This card is one of several limited attack cancelers. It's not as globally effective as Concealment or Torque of Hues, but it has a big advantage over those two: your scout stays untapped. 

The attacks that can be cancelled by Trickery, most from man-like creatures, are fairly common. Slayer is one of the best creatures in the game, Orcs are often found in sealed deck, and Orcs, Trolls, and Men recently got some pretty big boosts from Dark Minions. Of the other races, Giants occasionally show themselves along with men, Awakened Plants rarely show up, and Elves can attack as agents or if someone like Glorfindel becomes a Traitor. It's interesting to note that though Trickery came out in Dragons (and ICE therefore planned for the Elvish agents), Dwarves, Dunedain, and Hobbits aren't included in the list of cancelable creatures. This is probably because the scene this card describes is when Gollum escaped from Thranduil's Elves. 

Anyway, while these creatures aren't as feared as Dragons, Nazgul, and Undead, they are some of the most common. Slayers and Assassins are all over the place, and you can use this to cancel the attack you can't cancel by tapping a character. And the cool thing about Trickery is that you don't have to tap the scout. This means that you can play Trickery to get past the auto-attack and then Thorough Search in the site phase. Also, it means that if Aragorn has already tapped to face a big creature, he can still trick the opponent and sneak the company out. If your deck plans to visit Orc auto-attack sites it may be a good idea to pack some Trickery (rather than Dark Quarrels) in case the opponent springs something on you that you don't like. A good deck building strategy may be to include several racial cancelers such as Trickery, Many Turns and Doublings, Dragon's Hunger, etc. and then, once you've found what hazard strategy you are facing, keep those cancelers and discard the rest. 

Trickery does, of course, have some disadvantages. The first disadvantage is that it only gets man-like creatures (and doesn't even get Pukel-creatures or some of the agents). It would probably be used by a lot more people if it could cancel stuff like Nazgul, Undead, Dragons, or Drakes, but it's still a decent canceler. The second disadvantage is the fact that you have to roll to cancel the attack, though it's not too difficult of a roll, you've got almost a 70% chance of success. Of course, once you do make the roll, be prepared for a Searching Eye, making it a good idea to have at least someone in the company who can fight. 

Dasakun

The Easterlings are a tough bunch. They're fierce warriors, deadly on horse. If you can befriend them, they can be great allies in a battle, but Sauron's already got them in his grasp. 

Dasakun # Minion # Warrior/Ranger Man # 2 MP # 6/7 # 5 Mind # 1 DI # Home Site: Easterling Camp, Variag Camp, Shrel-Kain 
Unique. Agent. 



This is a pretty basic attack agent. He's not as powerful as, say, The Gribmburgoth, just as Elrohir is not as powerful as Beorn. 
For 5 mind, Dasakun gives you a pretty good attack agent while leaving 31 mind left for more agents. It also means that should your opponent kill him, she'll get 2 MPs, but on the flip side, when you play with him in Lidless Eye, you'll get the 2 MPs. His 1 DI is nothing to shout about, but Dasakun is probably not the agent to include to act against factions, though in a pinch he may be able to rid the board of 3 of the top factions in the game. His home sites on the eastern rim of the map aren't very centrally located, but they give him pretty easy access to Gondor, Mordor, Mirkwood, and Dragon territory. His skill of Warrior allows him to play a few nice attack cards while Ranger lets him screw up companies with Seek Without Success. And since normal hazards will work against Minion companies that work against Hero companies in Lidless Eye, Ranger will continue to be a good skill to have to avoid cards like 

 HYPERLINK "http://www.flwyd.dhs.org/metw/cotd/issues/262.html" River and Long Winter. 

Weighing in at 6/7, Dasakun's one of the better agents for taking out characters. With just a Cunning Foes, his prowess is boosted to 9, making his average prowess after the roll 16, on par with a Cave-worm. If he was face down when he attacked, his average prowess becomes 18, equal to Khamul and co. And while he may not be favored to easily influence away the Easterlings (though the Men of Dowinion shouldn't be too hard), he may be able to take out the person who will influence them in. Should your opponent head to Easterling Camp, have Dasakun pop up. His prowess will be 11 plus a roll, his body will be 8, and he will be able to choose to hit the faction influencer (or some other character you don't want). Even against a wizard (which is the most likely person to attempt the influence), the hero has to try and roll 5 higher than you just to prevent being wounded. Staying untapped is out of the question unless the character's toting a number of items. And if you manage Cunning Foes as well, Dasakun's average prowess is 21. Ouch. Further, unlike creatures, if your opponent manages to stay healthy (but tapped), you can turn Dasakun face down the next turn and then attack when the opponent tries to influence the faction again. And if an average of 18 prowess isn't good enough, why not tap him to play Khamul, who is always 18, on a company at Shrel-kain? All this, and his only real disadvantages are a somewhat low body (should he actually be wounded) and the lack of the Diplomat skill. 

Dasakun is different from many of the attacking agents in that his home sites are border-holds. This allows him to make use of Nobody's Fiend to pop up at a supposedly safe place like Dol Amroth and attack a company not looking for an average 15 prowess strike. 

If Dasakun were a normal character I would play him a lot. In several decks I've built I've been in need of a good fighter for 5 mind, but usually end up using one of the Elven Orc-fighters or someone like Beretar. Dasakun, though, with the same prowess/body as Boromir but without the corruption modifier would work pretty well. Oh well, guess I'll just have to wait for Lidless Eye. 

Drums

Saturday, famous poet Allen Ginsberg died of liver cancer. Many of his poems that were recorded or performed involved some cool Drums. Accordingly, I thought Drums were a Permanent-event, as death (which was on my mind) is not a Long-event... 

Drums # Hazard # Long-event For each company at or moving to an Under-deep site, the hazard limit is increased by one and the prowess of all attacks is increased by one. All automatic-attacks at sites in the following regions have their number of strikes and prowess increased by one (by two if Doors of Night is in play): Angmar, Gap of Isen, Gorgoroth, Gundabad, High Pass, Redhorn Gate, Rohan, Southern Mirkwood, and Udun. Cannot be duplicated. 



This is one of many cards that can mess up an Under-deeps deck. Unlike several of those cards, though, Drums can mess with other decks as well. 

The first ability of this card is fairly good. While most under-deeps companies will be prepared for a fight, one extra hazard may be all you need to tap another character or two. The only problem is, Drums counts one against the hazard limit (unless you've got Will of Sauron out). So Drums basically pays for itself. An additional prowess to all attacks can be pretty tough, especially considering that if you've got a few creatures in your hand the average Under-deeps company will face 10 or so strikes per turn. It makes The Under-gates into a frightening 17 prowess auto-attack. Yikes! It can also be well combined with cards like Minions Stir and The Moon is Dead to make some truly frightening auto-attacks. 

While this isn't as powerful as several of the underground hosers, it has another ability that comes into play more often. +1 prowess to most of the auto-attacks listed isn't too bad, but when combined with the +1 strike you can often hurt the character that was going to be untapped for the item. With Doors of Night out, the attack starts to get a little scary, hitting an extra two characters. While it doesn't hit all of the sites (like most of the Dragon lairs or the stuff in the west), it hits many of the most popular sites, especially for Indy decks. The most visited of these include Moria, Carn Dum, Isengard, Glittering Caves, and Mount Gundabad. If compounded with Redoubled Force or some of the minions/denizens cards, you can throw a wrench in the spokes of quite a number of decks while keeping safe yourself if you plan your deck right. 

On the defending end, Drums with Will of Sauron is in some ways harder to deal with than most of the other auto-attack helpers. While it doesn't do as much as most of them, it's permanent. Many of the enhancers are short-events which a company can avoid a really scary attack by just waiting a turn. Also, it doesn't go away when an affected attack is defeated, so Doors has to be Twilighted or a Marvels Told needs to come out. 

Gloom

While Middle-earth has lots of battles and glory, one thing that distinguishes it from many other fantasy settings is the amount of treachery and 

Gloom # Hazard # Short-event 
Environment. Playable only on a company that is moving this turn. One character (attacker's choice) in that company suffers -1 to his prowess until the end of the turn. Alternatively, if Doors of Night is in play, treat one Border-land as a Wilderness or one Border-hold as a Ruins & Lairs until the end of the turn. Cannot be duplicated. 


This card surprisingly doesn't get hardly any use from what I've seen. Like Weariness of the Heart, it has two abilities, one quite a bit more useful than the other. 
The first ability, while decent, is nothing sterling. You can give any moving character a -1 prowess until the end of the turn. This can be useful if you're planning on creating several strikes against that character this turn, but on its own for one attack it rarely makes a difference, and probably isn't worth a hazard. When combined with other cards like Weariness of the Heart and Pierced by Many Wounds, you can do significant work to put a character out of commisison. On its own, though, I'd rather use Weariness of the Heart which has a more playable second ability and isn't cancellable. But the second ability is pretty nice. 
With Doors of Night out, which happens pretty frequently, you can make a lot more creatures keyable. The uses of this ability are almost limitless. A company travelling through a wilderness and a border-land is suddenly going through two wilderness and are now subject to being hit by Cave-drakes and the like. Alternatively, even a company heading from Dol Amroth to Vale of Erech can be hit by a Cave-drake at the new-found Ruins & Lairs. This can be useful in a Drake deck, or a Spider deck, or a deck with Morgul-night or Choking Shadows, making the playing field even more dangerous. 
This second ability isn't just for creature decks, either. It can be used effectively with or against a roadblock deck. If, say, Long Winter is out and a company wants to move from Lorien to Gladden Fields, why not make Anduin Vales all Gloomy, forcing the company to suffer the effects. Or you can use Gloom and Choking Shadows to force a company going through Gap of Isen to be forced back (and have the site tapped) due to the awful stench. 
Aside from Twilight, which almost eveyone has multiples of in all decks, the only disadvantage of Gloom is the fact that it has been pretty much surpassed by the abilities of the Dragons common Withered Lands. Withered Lands can make two wildernesses out of a border-land (or wilderness or shadow-land). Gloom is sill (to my memory) the only hazard which can make a Ruins & Lairs, so it can be helpful with cards like Chill Douser and some other nasty stuff, but for most creature decks, Withered Lands will be a better choice than Gloom unless you anticipate a LOT of border-lands travel or you really want the -1 prowess penalty. 
Gems of Arda

One of the several new concepts introduced in Dark Minions was quest cards, cards which don't have their full effect until you do something certain. In many cases, it's lucky that they're rare. 

Gems of Arda # Resource # Special Item # 3 MP # 3 CP 
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 with him a non-special item 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. 



While this is one of the easier quests to carry out, it also gives fewer MPs and probably a worse ability than most of the rest of the quests. Its effect, though, can be very useful. 

Firstly, the basics. The Gem-deeps is a pretty reasonable Under-deeps site with an easy auto-attatck to deal with and it's under a fairly safe site (Glittering Caves). If you're running a dedicated Under-deeps deck (with Veins of Arda), you can play it anywhere, including after you've played your normal item. So if you're not too bogged down with corruption, Gems of Arda can be a nice item to grab before you head to the surface. Unlike most quest cards, you get the MPs immediately, though you also have to deal with the 3 CPs right away as well. 

Once stored, Gems of Arda has a really interesting effect. You can "take" any non-special item that your opponent stored. There are, though, several caveats to this ability. The first of these is that you have to have the item in your deck and have drawn it (or brought it from the sideboard to the discard pile). So if you can anticipate what items will be played and stored, you can plan with Gems of Arda. The second caveat about this is the fact that it must be a non-special item. This means you can't grab Mithril or the Book of Mazarbul or Earth of Galadriel's Orchard or most of the items that would normally be stored. Perhaps the best you could get with this is if your opponent stored an Aligned Palantir of Osgiliath or Amon Sul, robbing your opponent of 7 MPs and giving you 3. Other than that, the only things that get stored very often are large greater items like The Mithril Coat and The Iron Crown. So chances are that you won't get much out of Gems of Arda than 3 MPs, or 6 if you grab two at a time... 

Stormcrow

Shortly after Dragons was released, someone posted a note to the newsgroup saying the equivilant of "Me:tD has a Stormcrow, a promo released in Deuelist, a WotC magazine which had sutff in it about Alliances. In Alliances was a card called Storm Crow. Coincidence? 

Stormcrow # Hazard # Permanent-event 
The direct influence of each Wizard is reduced by 2 (by 4 if Doors of Night is in play). Discard all resource permanent-events that have been played on each company with a wizard (i.e., on the company as a whole, not individual characters, e.g., Fellowship). No such cards may be played on each Wizard's company. Discard this card when any play deck is exhausted. Cannot be duplicated. 

This card alone can wreak havoc against a deck. Not only does it give a wizard a harder chance at influencing factions etc., possibly force the wizard to drop a character, it even forces the discard of quest cards. And if you play this card without a wizard in your deck, your opponent is liable to get really annoyed at you. 

The first ability of this card is perhaps one of the most annoying in the game. Many players count on their wizard to max out on influnce to control an extra character or two. Imagine the horror your opponent finds when you play Stormcrow and force him to discard Aragorn (or 9 mind worth of other characters) in the next organization phase. Or with Doors of Night in play, Gandalf with Boromir heads to convince The Great Eagles to join his cause one more time. What was once an easy shot has now become an attempt to roll better than a 7. Or as Saruman heads to Edoras, force his words to be Foolish and have Wormtongue turn against the Stormcrow. With Doors out, his DI is 2 vs. factions. Ouch. Even without Doors, Stormcrow is pretty good, often forcing the discard of a character. 

The other ability of Stormcrow is pretty good as well. Getting rid of Fellowships is one of the more difficult tasks in general play. You can't easily kill a character or corrupt one, so your options are basically cards like Call of Home or Faces of the Dead. Or you can just play Stormcrow, getting rid of any Fellowships on the wizard's company and preventing further ones from being played. And most companies would rather have a wizard than a Fellowship... Also note that Stormcrow gets rid of quest cards like Fate of the Ithil-stone or To The Uttermost Foundations. To avoid this, you may want to avoid questing with your wizard, which can really hinder the ability to complete a quest. 

Decks built around not having a wizard can now actuall be fairly viable. With Saw Further and Deeper plus Stormcrow, your oppont's only up on you by 1 influnce, and yours is more flexible. Of course, Stormcrow is the sort of annoying card that is likely to have a Marvels Told played on it, especially in a multi-player game. But what else are multiple copies for? Not to mention, it's one less Marvels Told floating around to get rid of your Wakes of War or whatever else you'd like to keep around. Plus, you can even get a Stormcrow for naught but the price of a Self Addressed Stamped Envelope. 

The Under-grottos

"The problem about caves is you don't know how far they go back," or under. In fact, the following site played a vital role in the defeat of Sauron, all do to "a chance meeting, as we call it in Middle-earth." 

The Under-grottos # Site # Ruins & Lairs # Under-deeps # Opponent/You draw: 3/1 
Adjacent Sites: Goblin-gate (0), The Under-leas (8), The Under-gates (8) 
Playable: Items (minor, major, gold ring) 
Automatic-attacks (2): (1st) Orcs - 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. 



This site is, of course, wehre My Preciousssss was STOLEN ah ah, BAGGINS! we must have the ring! Sorry. The art and the card's ability both well reflect this fatefull event. 

First of all, this is a pretty decent Under-deeps site. It's a Ruins & Lairs, so you aren't in as much danger against cards like Nazgul ands Undead without certain cards. It also means, though, that you can't get Aiglos or Dragon-helm, but most companies heading to The Under-grottos have a motive other than big weapons and helms. Also, since it's a Ruins & Lairs, you can sneakily play two Saplings of the White Tree in one turn, if you're so inclined. While the site's somewhat out of the way (requiring a roll of 8 to move to or from any other under-deeps site), the draw is only 3, unlike 4 for many of them. And while the site doesn't allow you to play greater items, you can get a couple major and/or gold ring items and then possibly walk away with an extra 6 MPs, something even no greater item can do. Plus, the attack is pretty decent, the equivelant of Moria or Carn Dum, plus one Shadow-hold creature (watch out for Chill Dousers in the hazard phase and then an undead during the site phase). 

The special ability of this site is what makes it so cool. You can drop in to Goblin Gate and grab a Precious Gold Ring. Then, on the next turn, you can drop down to The Under-grottos and grab two more. Then, during the next organization phase, have one Hobbit with the Scroll of Isildur, someone with two of the rings, and your intended ring bearer. Wizard's Test the ring, if that fails, pass the bearer-to-be another, failing that, another. You've got 6 chances to roll 6 or better :-) This is, of course, a case of extreme preparedness. It's much more likely that you'll have a company down here with a ring or two (possibly without the Scroll), needing a roll of 8 to get The One. With a couple tests, these aren't too long of odds, and is probably preferable to going to grab the corruption-laden Scroll first. Of course, The Under-grottos is a nice place for a Dwarven Ring deck, as they are even easier to get out. Head into the Under-grottos with a decent Dwarven company and head out with a company ready to kick some butt in the under-deeps. Watch out for corruption, though... 

Faces of the Dead

Aside from their nastiness in the game, if you really think about undead, they're pretty scary even without numbers on the cards. 

Faces of the Dead # Hazard # Short-event 
Playable on a non-Wizard character moving with at least two Wildernesses in his site path if you discard any Undead hazard creature from your hand (show opponent). Target character makes a roll (draws a #) and adds his mind. If the result is less than 13, that character splits off from his company, forms a new company consisting of just himself (and faces no movement/hazard phase this turn), and immediately returns to his original company's site of origin. 



This card can be an interesting alternative to the standard methods of preventing a character from being untapped in the site phase. Rather than tapping him outright or tapping his fellows, this card sends a single character to a site where he won't be useful. 

This card is obviously only useful in an undead deck where you will have the undead to discard from your hand. To use this card reliably, it's best to choose a character with 5 mind or less, just so probability is on your side. This covers many of the the characters that would normally get an item or faction, though it doesn't have a very good chance against people like Aragorn or Cirdan. This can be useful if it's a pretty souped up chafaat you don't think you can tap with a normal undead (or something else) attack. It can also be pretty useful if there is a nger in the company and you woe to play a roadblock sort of card. Or perhaps you are pretty sure your next attack will be Concealed. Send back the scout, the little punk. This is ood way to break up fellowships, droppinss and corruption bonus of all those characters so that you can now pick on them much easier. 

The question now arises: is this card worhtprice of discarding an undead? ually depends on the situation. For instance, I'd much rather have a Barrow-wight attack Arn than discard him and hope Aragorn rolls less than a 4. However, I'd rather try to force Boromir back than attack him with a Wisp of Pale Sheen. Also, you can use the following nifty combo: play Faces of the Dead on some character, the player may even heave a sigh of reliefhe doesn't have to FACE the Chill Douser Then grin and play Exhalation of Decay on the Chill Douser, effectively giving up one hazard and a point of prowess to send a character packing. Not to mention, if the roll is successful, the charrcter will either have to t to meet the company or they will have to head back to get him, wasting a valuable turn. 

So Faces of the Dead a useful additon to an undead deck, dng on whether or not you are willing to dundead rather than attack with it. 

Crebain

Of all the possible deaths, death by Crebain is probably the most embarrassing. 

Crebain # Hazard # Creature # 1 MP # 5/- # Keyable: Bl, Wi, Sl, Dd, Rl, Sh, Dh 
Animals. Each character in the company faces one strike. After the attack, the defender must reveal one random card from his hand for each character in the defending company. 



Crebain are almost the epitome of weak in Middle-earth. While they can be enhanced, are playable anywhere, and have an interesting side ability, almost no one plays with them, and playing them in sealed deck is even iffy. 

Well, one thing you CAN say about Crebain is they don't have to stay in your hand for too long. The only places they AREN'T playable are Havens, Coastal Seas, Free-domains/holds, and Border-holds. This is easily the most playable creature in the game, even if your opponent doesn't move. Another plus is the fact that each character faces a strike, so if they're really strong and the company is really weak, you can be pretty sure of tapping the whole company. The problem is, 95 times out of a hundred, you're giving away 1 MP, though you do gain somewhat of a benefit by playing them. 

A fairly typical company might have four or five characters, perhaps one is a Hobbit or other weak character like Ioreth. If you play Crebain, most of the characters with 3 prowess or more will probably take -3 to stay untapped, so on its own, a Crebain won't do a lot of tapping. You can probably tap that Hobbit or maybe even wound Ioreth (don't hold your breath). After the attack, you get to see four or five of the opponent's cards (which will be about half, accounting for cards drawn this turn). There are better ways to achieve this, Secret News for one, but none of them are hazards. So if you would like to know half of what is in your opponent's hand during his turn, Crebain may be a good idea, letting you know if he has a concealment handy, what resources he wants to play, etc. This isn't a spectacular ability, though, as you might see nothing but cards your opponent wasn't going to play this turn anyway, and cards like Palantir of Amon Sul or Mirror of Galadriel do the job more effectively on your turn. Plus, seeing half of your opponent's hand won't usually give you knowledge to prevent his accumulation of 2 MP so you can balance the one you just gave away. It can occasionally, though, if you notice he's got a Muster in hand, try to tap his warriors. If you see a Thorough Search, go for the scouts. 

Once enhanced, Crebain are a little better. With Wake of War and Shelob out, Crebain become 7 prowess against each character (the extra strikes are ignored). Add Bairnax at Home and the buggers effectively don't count against the hazard limit. Against a varied company this attack has a chance that one character won't defeat the strike, so you get to keep the MP. It can also be nice against a company of Hobbits, although there one can often just tap a Torque of Hues. Of course, you can do all this except look at the hand with more prowess if you've got something like Lesser Spiders or Wargs. 

So if you think you've got space for Crebain in your deck, they might be a good idea, but most of the time you're just giving away an MP and are unlikely to tap more than one character. 

Halbarad

While yesterday's card may be on everyone's list of the 10 worst cards, the card for today has become more useful since the original release. 

Halbarad # Character # Sage/Diplomat Dunadan # 1 Mind # 1 DI # 0 MP # 0/5 # Home Site: Cameth Brin 
Unique. +2 direct influence against the Hillmen faction. 

Halbarad's not anything to shout about, but he is a useful character. If sent adventuring he must be virulently protected, but there's lots he can do if he stays at home. 

No one will advocate picking fights with Halbarad, though he can be a nice sacrificial goat to save the company from a Nazgul. His prowess of 0 lets him have a chance of being wounded even by Crebain and his body of 5 means he won't be around for long after that. He can take part in adventuring, as I have shown in a deck where he used Horn of Anor to influence Gondorian factions, though he was eliminated several times even in that safe environment. This is a pretty decent use, though, giving you 4 DI against 7 and 8 influence factions for just one mind. In fact, he and Ioreth make a nice team, giving you two uncorrupt sages for the price of 1 general influence. It's not an ideal pair for adventuring, but who says you have to send all your characters on an adventure? 

Halbarad's primary use is to sit around. Many decks include either him or Ioreth in their starting companies so that the player always has a sage handy for Marvels Told. Master of Wood, Water, or Hill also works well in this situation, as does Hall of Fire. Another nice use for Halbarad is to use items. Have your company head to Moria to grab the Book of Mazarbul and then head back to Rivendell and have Halbarad talk it over with the knowledgeable folks at Elrond's home. Or send some company to get a Palantir to bring back to Halbarad. Palantir of Osgiliath, Align Palantir, and someone like Mablung to help with corruption checks (perhaps also Three Golden Hairs) gives you an infinite Marvels Told with close to the same chance of failing a corruption check. The Palantiri of Orthanc and Amon Sul are also good ones to use over and over. And Elven decks can benefit greatly from having Halbarad manning the Palantir of Elostiron. He would be the ideal character to have wait for his faction to show up, but even he needs better than a 6 to bring in the 1 MP Hillmen, another card few people pack (though I saw a tournament deck with them in it once). You can use his 1 DI and diplomat skill with cards like New Friendship to influence away characters that show up at the haven he's at. Talk about an annoying little squirt, that's like an agent which can play Marvels Told ;-) 

So Halbarad can be an interesting utility character, not ideal for adventuring but just the sort of guy to leave at home. 

Deadly Dart

Today's card is a promo for Lidless Eye, spoiler released on the newsgroup. From what I gather, it will be in the May Scrye magazine (released later this month, I believe) and will then be available through the normal channel of Self Addressed, Stamped Envelopes sent to ICE. 

Deadly Dart # Minion Resource # Minor Item # 0 MP # 2 CP 
Scout Only. Tap Deadly Dart to give -1 body and -1 strike (to a minimum of one) to an auto attack or hazard creature keyed to a site. Tap its bearer or discard Deadly Dart when it is tapped. May also be used as a Hero resource (i.e. included in a Wizard's deck), but may not be included with a hero starting party. 



First, a little terminology. This card, from what I understand, will have a slightly different resource marking to show that it is for use by minions (most of our current agents plus more minions such as orcs in companies led by Nazgul) rather than by heroes (the companies we have now). This one specifically allows for hero use, but with a drawback. 

Deadly Dart is a nice utility card, nothing to make a huge part of your deck, but a nice card to have around, sort of a Black Arrow for the bad guys. It's for scouts only (no one else may even carry it), but there will probably be plenty of scouts, probably even some non-unique ones. While -1 to body isn't particularly great, -1 strike can be pretty nice. For instance, your company heads to Dancing Spire to take advantage of the low prowess. Tap Deadly Dart to reduce the attack to 1 at 11 and you can almost waltz in right under Daelomin's nose (with someone like Beorn or a wizard). Or perhaps a Nazgul riding a Fell Beast is bearing down on your company at Carn Dum and will surely hit your weak scout. Why not tap the scout and reduce the attack to just one strike and make the body fairly beatable, after all, a reduced strike still lets you get the MPs. 

Deadly Dart does have a disadvantage, though, in that to keep it around you have to tap the scout. This means you shouldn't give a Deadly Dart to a character like Aragorn who you want to leave untapped, and you may even have some reservations giving it to a Hobbit, who you might need to grab an item or play a Concealment. Sure, you can use it along with cards like Hundreds of Butterflies or recylce it with Mathom Lore, but as it stands, you'll often be better off with a Black Arrow or, as time progresses, a Bow of Dragon-horn. Of course, in conjunction (maybe even on the same Warrior/Scout), these three cards can work as preventive measures to scare your opponent into not attacking you, as you'll just make them much weaker. 

It still, it remains to be seen what sort of scouts Lidless Eye holds, and there may be some Orcs that work very well with Deadly Dart. 

Many Turns and Doublings

While there are no automobiles in Middle-earth, there's a card for them... 

Many Turns and Doublings # Resource # Short-event 
Ranger only. Cancel an attack by Wolves, Spiders, Animals, or Undead. Alternatively, if Gates of Morning is in play, decrease the hazard limit against the ranger's company by one (no minimum). 



Okay, so this works if you're walking instead of driving, though it can drive your opponent up the wall ;-) It has two very nice features and is easy to play, though the second one doesn't happen as often due to the Gates requirement. 

First off, this is a very cool cancelation card. It requies a ranger, but any company without a ranger has to be taking risks anyway. When I first read the card I said "oh, how nice, a card to deal with wolf/spider/animal decks" and put it away waing for a Gates based deck. Then Dark Minions came around and I was rereading the card and noticed the fourth kind of creature it can deal with: undead. That's right, why tap a scout for Concealment when you can whip out Many Turns and Doublings against that Chill Douser? Your opponent, holding a poised Searching Eye will utter the immortal "d'oh!" and maybe even reconsider playing the Barrow-wight. If nothing else, put some copies of this card in your sideboard and break 'em out when you find your opponent's playing an undead deck. Of course, this can also come in handy against a Shelob attack, but on the whole, Undead are nastier and more often faced than the animals. And if you add 

 HYPERLINK "http://www.flwyd.dhs.org/metw/cotd/issues/119.html" Dark Quarrels and maybe a dragon or nazgul canceller or two, you'll be able to cancel just about anything that comes along. You can even build your deck around Many Turns/Vanish in Sunlight and visit sites like Barrow-downs, Isles of the Dead That Live, Dead Marshes, etc. 

Beyond cancelling, this card really shines when Gates of Morning is on the table. Suppose your hazard limit is four. Your opponent taps Adunaphel to tap a character, returns her with Morgul-horse, plays Fell Beast, and is then crestfallen when you announce that the hazard limit is now three and has been reached. Thank you, come again. Or perhaps your copmpany of four Hobbits (including Samwise) plays two Many Turns and Doublings during organization phase. No character is tapped and no hazards may be played (and most of the ones which don't count against the hazard limit have to have an attack to modify beforehand. The most you can expect to face is an auto-attack or any long/permanent-events. In fact, this is one of the only cards in the game that reduces something without limit, and this lets you work better with single character companies. The only bad part is the requirement of Gates, but most Gates decks want to avoid mean and nasty creatures anyway, so this card fits right in. It's not so useful in a large company, but you never know, that sevent hazard might tap your final character :-) 

So if you plan on Gates, put this card in. If you fear undead, put this card in. Otherwise, put it in the sideboard incase you run into some nasty undead. 

The Dunedain

Today and for the next four issues I will be doing a review of each individual race, it's plusses, minuses, good combos, etc. To start with, the race of kings, the 

Dunedain: Adrazar, Anborn, Aragorn II, Beregond, Beretar, Bergil, Boromir II, Damrod, Denethor II, Faramir, Forlong, Halbarad, Haldalam, Imrahil, Ioreth, Mablung 

This race counts many good fighters as well as quite a number of faction influencers. Overall they are pretty strong (though count some of the weakest characters), and only a few have bad corruption modifiers. Many Dunedain work well in small groups, serving multiple functions. 

Amongst the high-minded characters (7+ mind), the Dunedain count only Aragorn, but he is one of the best characters in the game. At 6/9 he weighs in as one of the best fighters while his 3 DI let him bring in quite a number of factions, especially if you give him Return of the King (and flush it out with Arwen and Choice of Luthien). He is the easiest character to build a deck around with 6 special cards and quite a number that fit naturally. His only problems are 9 mind, which can be hard to fit, -3 MP if he manages to die, and his popularity, so you might not be able to get him out before your opponent does. 

The Dunedain really shine in mid-range mind (4-6). In that span they have Imrahil, Beretar, Faramir, Boromir, Haldalam, and Denethor, all of which have at least 3 or 4 DI against a certain faction and all but Denethor are pretty god in a fight. This allows you to use the character to defend the company most of the time while bringing in a faction or two with the same character. Bereatar, Faramir, and Boromir often end up in my decks even without any Dundedain factions, as all give pretty good prowess for their mind, Boromir being one of the best fighters in the game. Many of them (as well as Aragorn) are also rangers so can save you some headaches against roadblock cards. 

The Dunedain have their smattering of low-mind (below 4) characters as well. Adrazar, Anborn, Beregond, Bergil, Damrod, Forlong, Halbarad, Ioreth, and Mablung can easily fit in almost any company and can often provide quite a useful effect. Of these, Anborn, Damrod, and Mablung can all pop in during organization phase at their home site, spending 1 or 2 GI, influence their special faction (needing 5 or 6) and leave the next turn. They're not much in a fight, and aren't usually worth putting in a starting company (unless they're to be dropped off at the site to Await the Advent of Allies...). They're also all scouts and two are rangers, so can fill in nicely in utility skill positions. Of the others, Beregond and Forlong are pretty decent cheap warriors, though they have -1 to corruption checks and almost no shot at influencing factions. Still, for 3 mind these two can give you a combined 7 prowess, rounding out a company in a moderate area. The other two, Halbarad and Ioreth, actually show up a lot to stay at havens to hold cool cards or play Sage Only stuff. 

While there aren't too many hazards that hurt the Dunedain (a couple agents and Night, but that doesn't even do too much damage) there's a lot that can be said for a straight Dunedain deck. Sun and Star of High Hope can be nice in any Dunadan deck and Anduril can be both a good role playing and ability card in a longer game. Plus, there are more factions with Dunedain bonuses than any other race. 

There are a couple kinds of decks you can easily build with mostly Dunedain. The easiest is a factions strategy, having a group of characters run around Gondor (Sentinels of Numenor can increase your MPs here) bringing in all the easy factions there. For items they can head to some of the coastal sites or go to Gap of Isen/Under-deeps. This works nicely with a roadblock strategy as almost no roadblock long-events hit these areas. For quite a while, my main deck was based around Minas Tirith, the main Dunadan site. Use The White Tree for healing, and move to any site within four regions of Minas Tirith, hitting several major and greater items sites as well as many faction sites. Another deck idea is to stay mostly around the Misty Mountains with several of the Dunedain heavy hitters. You can have Beretar bring in the Rangers of the North, Faramir the Rangers of Ithilien, and someone can take advantage of the +1 from the Riders of Rohan. Then of course there's the Aragorn/Return of the King/Arwen/Choice of Luthien/Sentinels of Numenor deck which works very well in a two deck game, assuming your opponent doesn't manage to wrest Aragorn away. 

One of the only disadvantage of the Dunedain is their lack of travelling sages, which is quick becoming a good defensive skill, which suggests a good team up with Elves or Men. They also don't have too much straight DI for influencing characters and nothing gives bonus DI to controlling Dunedain. As for wizards, Alatar may be a good choice due to his close proximity to Gondor, though no wizard especially helps the Dunedain, and they can often run well with Saw Further and Deeper, allowing for an additional Beretar, Faramir, or Boromir. Dunedain can hold up a single company pretty well, whether it be Aragorn, Beretar, and Imrahil or Adrazar, Boromir, Haldalam, Forlong and Beregond. 

In terms of role playing, Dunedain are alright, though there isn't really a "Dunadan mindset" to get into. Also, as it stands, most of the Dunadan in the game are "good" ones, descendants of the Dunedain who remained true to the Valar, helped the people of Middle-earth, resisted Sauron, and survived the Downfall of Numenor (led by Isildur and co.). I expect some Black Numenoreans (featured well in games like MERP and MUME) to come out in Lidless Eye, playing up the corruption that is so central to Tolkien's works. 

So on the whole the Dunedain are a pretty well rounded race, good for both fighting and influencing. 

The Dwarves

Continuing with my series of racial reviews, today's race is one many people love to play. They are some of the most fun fantasy characters to role play. They have many almost characatured features, their love of beer, their long beards, their lust for gold, their joy of battle, etc. In fact, The Hobbit was largely based, not on Hobbits, but Dwarves (or Dwarfs, depending on your preference.) 

Dwarves: Balin, Bifur, Bofur, Bombur, Dain II, Dori, Dwalin, Fili, Gimli, Gloin, Kili, Nori, Oin, Ori, Thorin II, Thrain II 

Dwarves an the whole are pretty similar. They all have pretty decent prowess, especially against orcs, but enhancing many of them is a little dangerous due to -1 corruption modifiers. They've got several cool cards for themselves and few hazards target them directly (though several can really hurt). They are also probably the most likely race to be found in a company of nothing but that race. 

The high-minded (7+) dwarves don't have the disadvantages of most of the low minded ones. Dain II, Thorin II, and Thain II are all pretty good fighters (though Dain and Thorin only have 5 prowess vs. non-orcs). Dain can control a number of Men and Thorin/Thrain can control most Dwarves. If you give Thorin The Arkenstone he can control Dain (and go get factions :-) or if you give it to Thrain to control Thorin (giving you almost double your investment). Any of the three are good staples in normal companies and a good leader in a Dwarven company. Any of them are also a good target for King Under the Mountain or one of the factions. 

The middle-mind (4-6) Dwarves are pretty good as well. They are Gimli, Gloin, and Balin. All pretty good fighters and can control a small dwarf or two and have a good shot at the factions. Like almost all Dwarves, they get +prowess to orcs, but unlike the small ones, they can be pretty safely given an item without fear of corruption. Gloin can be a faction infuencer who can hold his own in a fight in many companies and Balin is the only Dwarven sage other than Thrain, letting you play cards like Marvels Told or tap to help with some of the nastier corruption cards. Gimli (or Gimpli if he's wounded) can let you add some elf flavor to your deck, perhaps controling someone like Annalena. 

Dwarves really weigh in in the low mind range (3 and below). Bifur, Bofur, Bombur, Dori, Fili, Kili, Nori, Oin, and Ori (all at your service) can often be useful members of a company. They can be easily controlled by several of the bigger Dwarves and they all have pretty decent prowess (and can really dampen an orc attack deck). Most of them have -1 to corruption checks, but this is easily fixed by a Fellowship or two. It's pretty easy to fill up a company of just Dwarves, which is where An Unexpected Party comes in. They often make good after-additions to companies as another fighter to take the hits, easily fitting under several characters' DI. 

A straight-Dwarf deck is fairly easy to build, assuming you have the cards. They don't have too many factions, and one is very hard to get out, but if you're up around Dragon country you can have Dain easily bring in several man factions. With just Dwarf-specific cards (Blue Mountain/Iron Hill Dwarves, Return of the King, Returned Exiles, The Arkenstone, and Durin's Axe) you can easily get 26 MPs, enough to win. If you add Dwarven rings you're adding 6 MPs a pop as well as rockin' prowess/DI bonuses, but you're also raking in the corruption. To this end, Free to Choose, Fellowship, A Friend or Three (or in this case, A Friend or Thirteen) are musts in a Dwarf deck. An Unexpected Party can be fun, though they work well normally too. And for those sick and nasty multi-strike undead attacks, whip out The Dwarves Are Upon You! 

Dwarves can work nicely in "normal" decks as well. For instance, for mind you can have Gloin leading Kili plus Balin leading Bifur and Bofur on the side (20 prowess total) and Robin Smallburrow around to take some items (and only one needs not be part of the starting company). While many of the Dwarves get -1 to influence checks on factions, there's always Muster or one of the Dwarves like Gloin. Another nice Dwarvocentric deck revolves around sites with orc auto-attacks. Since almost every Dwarf gets at least +1 vs. orcs, why not head to big and nasty orc-holds and cleanse the land of the foul brood of Sauron. While you're at it, Thorogh Search and Rescue Prisoners can come out easily. 

In terms of hazard portions, a Dwarf deck can compliment about anything. You don't want any Traitors or The Balnce of Things/Ren the Unclean, but you can have strategies ranging from Orc (I have a deck that enhances its OWN orc auto-attacks and beats 'em up) to a mixed bag to maybe roadblock, though the Dwarves are a bit short on rangers. 

As for hazards to combat Dwarves, there is no better way than corruption. Though Lure of Nature does not work on them, Lure of Expedience/Greed can really hurt a Dwarf deck. Greed is the perfect card to put on guard against a company heading to an info site to play Ringlore and a Dwarven Ring. Lure of the Senses is a good card and is hard to remove, though most Dwarves don't need to head to havens too often. Dispair of the Heart won't cause many corruption checks, though if combined with Undead (something Dwarves sometimes have trouble with) it may be nasty. 

Aside from the obvious -1 to corruption checks, Dwarves suffer from a homoginization of skills. There are two sages, three diplomats, two scouts, two rangers, and everyone else is a warrior. And of those skills, the three big ones take up 5 of the added skills. Thus, cards which require the presence of most skills have a problem against Dawarf decks. Cards like Endless Whispers which requie a sage to get rid of the card are deadly, and you don't have much defense in the way of roadblock and stealthy cards are pretty much out (though Dwarves don't really need to cancel attacks very often). 

In terms of teaming up, probably the best race for Dwarves is Hobbits, as was shown in The Hobbit. The Dwarves can protect the small Hobbits pretty well and the Hobbit can hold the item, keeping the dwarves form being corrupt. Several of the Elves can team up as an orc-bashing team and Men can follow Dain around really well. 

For role playing, Dwarves are about the most fun. You can sing, you can shout, you can make gruff sounding voices, you can act out Thorin swinging Durin's Axe, etc. You can even carry Dwarves back and forth to many RPGs like AD&D, being almost exactly the same as Tolkien wrote them. 

So on the whole, Dwarves are some of the best fighters around. Many of them have problems with factions or items, but if it's combat you fear, fear no more, for many foes will balk if they see a couple Dwarves in the company. 

The Elves

Sorry I've not posted an issue in the last few days, I spent 21 hours plus on the weekend programming Java for a final project, so was very pressed for time. Also, everyone who hasn't, send a message to majordomo@robin.ml.or with the body of: subscribe metw-cotd If you recall, I was in the process of discussing each of the races individually. Today's race was pretty much in charge of Arda from the First Age until the Third Age, and many of the cards show this ruling superiority. 

Elves: Annalena, Arinmir, Arwen, Celeborn, Cirdan, Elladan, Elrohir, Elrond, Galadriel, Galdo, Gildor Inglorion, Glorfindel II, Haldir, Legolas, Orophin, Thranduil. 

While there are good Elves at all levels, they are the most noticable in the high (7+) mind. In this range they count Cirdan, Elrond, Galadriel, Glorfindel, and Thranduil, more than any othe race. The most obvious advantage of these is the fact that, for Cirdan, Elrond, and Galadriel, you get to hold an extra card in your hand while the Elf is at home. However, Pallando gives this anywhere, and the 8+ mind is often better used travelling to gather MPs, though an Elven Lord can also stay in a haven and use a Palantir, the Book of Mazarbul (yes, we do like lots of cards), play Marvels Told, etc as they are all sages. Yet why not use that high mind to some purpose? Elrond is one of the best fighters in the game, especially with Vilya, normally surpassed only by Glorfindel and equaled by Beorn. Cirdan is tough in a fight and can cancel any attack keyed to Coastal Sea. Galadriel, even, may be considered for adventuring. She has the highest body in the game save Tom Bombadil and the Witch-king, though she does have low prowess. She may be a good sage to travel with, though she is probably the best Elf to leave in a haven, being controlled by Celeborn, and available for all the REALLY cool Galadriel stuff like her Phial, her Hair, her Ring, her Mirror, etc. The two of them can also sit with an Ent or Two and use a Palantir, weathering out the Long Winter and Foul Fumes. The other two high-mind elves don't have the decision of whether or not to be left in a haven (and thus don't give - MP if eliminated), but are very good fighters. Glorfindel is pretty much the standard tough fighter, weighing in at 8/9, and can make an opponent think twice about playing many creatures. He serves well as a protector of a small company (and has enough DI to hold someone like Annalena) and can keep all number of creatures in check with cards like Wormsbane (12 prowess vs. Dragons), Many Foes He Fought (I will take on ALL the Ghouls!), and cards like Hundreds of Butterflies to keep him untapped. Thranduil is also a very good fighter, standing in at 7/8. While not quite as strong as Glorfindel he has an extra real DI, so can controll anyone with 3 mind (like a Hobbit). He's also got +2 to bring in the Wood- elves and an extra skill on Glorfindel, but Glorfindel's usually considered a better buy at one less mind (not to say Thranduil's a slouch, of course...). 

Elves have their share of middle-minders (4-6). Legolas is decent in a fight and has an influence bonus for the Wood-elves as well while Galdor can do some Elven influencing on his own or help out as a ranger. Arinmir is rarely used, as she can't even come into play at the site for the faction she has a bonus for, and her 2 prowess iseasily toasted on the way there. Yet other races have better 4, 5 and 6 mind characters. The Elven middle-minders (sounds like mental boxing) that really stand out, though, are the three orc-fighters, Elladan, Elrohir, and Gildor Inglorion. All three normally have 5 prowess (for just 4 mind) and are warrior/ranger, probably the two best adventuring skills. Against orcs the two brothers have 6 prowess and Gildor has 7, so this trio is ideal as the back bone of an orc-lair raiding party. Also, any of the three of them can be controlled by Elrond alone or someone like Glorfindel with an Elf-stone (making 20 mind and 23 prowess). In fact the only disadvantages of these three is they are lousy with factions and controlling characters (but what is Muster for, anyway) and they are popular, so your opponent might get them out before you do. However, in a character draft, if your opponet plays Elrohir you can always play Elladan, his functional equivelant (with worse art). 

The Elves have just a couple low-minded characters, which are often useful in their own right. Annalena is probably the most popular 3-mind sage, as she can do okay in a fight with something like a Dagger (giving her 4 prowess), can play cards like Marvels Told or Dreams of Lore, and also has scout skill for cards like Concealment or Thorough Search. She (like the rest of the low mind Elves) can be easily contolled by almost anyone with an Elf-stone, so bringing her in (or keeping her in) shouldn't be a problem. The exact double of Annalena, with one less prowess, is Arwen. As should be expected, she is rare while Annalena is in two fixed packs. The only reason to put Arwen in a deck (aside from your opponent already having Annalena out already) is for Aragorn. She can be a good sideboard character to influence Aragorn away, but is more commonly found with her husband. Starting out, he can control her, but once you get Choice of Luthien (or a Lesser Ring for better range) she can control him, letting him do all the faction influencing. The remaining low mind Elf, Haldir, joins the ranks of a some Dunedain, Dwarves, and Men as a cheap warrior. His three mind give you a 4/8 character, though like most of his peers he has -1 to corruption and influence checks. His 3 mind is a bit higher than most of the cheap fighters, but with it comes an MP the others don't have. 

There are quite a number of hazards which can hurt Elves. Call of the Sea and Burden of Time both target Elves specifically (and thus aren't used too often in the main part of a deck). Corruption is a danger, especially if you're using Palantiri, as no corruption chard excludes Elves (except Lure of Creation which is Wizard only). Also, the Elven agents can move to havens, possibly influencing away the Elf you thought you had safe. Elves won't have too much trouble with the corrupted, twisted, and bastardized relatives known as orcs (especially the Three Orcateers), but since Elves have such high-minds they must often travel in small companies and thus may be prone to undead. One good way to combat an Elf deck is speed. Most Elf decks (Three Orcateers and Glorfindel aside) are fairly slow, getting enough influence for the right characters, getting the Palantiri or Ents or whatever, etc. So a deck designed to rip through the MPs will often close in on the MP goal before an Elf deck gets rolling. 

Elf decks, due to the speed factor above, are usually best in two-deck games where you have enough time to get out your cards and set up your combos. These decks tend to contain many Palantiri, allies, and hazards designed to slow the opponent down. These decks can be really good in even longer games, taking control of the playing feild after the initial jump. There are, of course, ways to build speedy Elf decks. Perhaps the easiest one (containing largely commons) is a variant of an Indy Jones deck. You can take the three Orcbusters and Glorfindel to go destroy the holds the orcs have taken and win back the items they have hoarded there. Factions? We'll Muster all the strength we can get. You can also do a more traditional Indy deck with the three Orcbusters plus Annalena for sage/scout skills and a 5 mind character like Gloin (you start with 6 MPs and go up from there). This is best in a single deck game, though may be able to carry enough steam into the second deck to call the council while you're still ahead. Of course, you could do a non- traditional deck of all sages, playing cards like Dreams of Lore, Look More Closely Later, etc. Palantiri are okay, but maybe a little too traditional ;-) There are a few Elf cards that can help almost any deck, Elf-stone and Emerald of Doriath for DI, Lore of Ages and Star of High Hope for prowess. Palantir of Elostirion can get rid of corruption cards for the cost of a dedicated sage (Ioreth anyone?) and Elf-song with Echo of All Joy can help out on corruption checks from Palantiri or other cards for the Lords to use. 

Pretty much the only disadvantages of Elves are their high minds, meaning its difficult to get a bunch of them out. Yet each one usually counts for quite a bit, so Elves can hold their own in small groups. The other disadvantage is that Elves only have two factions, meaninng they'll either have to stretch out to other armies or count on character and misc. points to balance items. Overall, Elves are a pretty solid race, though they can wax poetic over the sea, time, or a New Moon. 

In terms of role-playing, Elves aren't as fun as Dwarves and Hobbits. You may want to sing songs or be aloof from the other players. You could also play up each strategic move as a council, having all your high-minded Elves discuss what to do in the situation. Or you could get into the "Elves must kill those foul Orcs of Sauron's brood" mindset and run around killing every Orc in sight. 

The Hobbits

After a long stint of not writing any reviews because I've been programming for a big project. The programming is done and now it's time for a review of a simple people who have no use for things like Java. 

Hobbits: Bilbo, Fatty Bolger, Folco Boffin, Frodo, Merry, Pippen, Robin Smallburrow, Sam Gamgee 

Hobbits are a race not like any other. They are almost exacly all the same, but for a few numbers that change from character to character. They all have 1 prowess (Folco has 0), 9 body (Fatty has 8), and some sort of corruption bonus. They aren't good utility characters, but can be very useful in certain situations. Plus, they're fun to play. 

Hobbits have no high mind characters, and their middle range characters start at 5 mind for Bilbo and Frodo. The two are almost identical, 2 MPs (but you loose two if one's eliminated). They are weak at 1/9, but they're scouts so can use the myriad cancelling cards that exist. Barring that, most companies have someone around who can protect a hobbit. They also have 1 DI which won't do much without enhancement. Frodo's diplomat skill lets him use some of the faction cards, but it's usuaully better to let someone else do the speaking while the Hobbit does the sneaking. The big advantage to Bilbo and Frodo is their +4 to corruption checks. This means Bilbo can carry Orcrist, The Mithril Coat, and an Elven Cloak and only fail a corruption check if he rolls a 2. Perhaps the most obvious use of this feature is The One Ring, which normally imparts 7 corruption points. With a normal character you have to be frightened by the fact that he will fail more than half of his corruption checks on the way to Mount Doom, which is not the best way to take it. With Frodo you just have to be scared that he'll roll a 2 or 3. And with some Fellowships you can even face cards like The Will of the Ring or The Ring's Betrayal with confidence. 

The other middle-mind (4-6) Hobbits are Merry, Pippen, and Sam Gamgee who I would argue is a better all-around character than Bilbo or Frodo. His Scout/Ranger combo lets him be a very defensive character, his +3 to corruption checks works as well as the other two for most purposes, and his low mind makes him easier to control. Plus, you don't lose 2 MP if he's killed. This is, of course, why he's uncommon while the other two are rare. Merry and Pippen can be useful scouts in a company and their +2 to corruption let them tote items for the rest of the party. Their one higher DI usually doesn't make up for the fact that they have 1 less skill and one less point of corruption bonus than Sam, but I sometimes find it so hard to put in one and not the other (counting only one towards the hazard limit) that I'll put both in a company without Sam. 

Hobbits have a few characters in the low mind range as well. Robin Smallburrow appears in 40% of the fixed packs and at 3 mind is a pretty good buy for a company planning to have some items to be carried or a scout to play cards like Concealment. Folco Boffin is decent, with one less prowess than Robin, and his ability to discard himself at a haven to bring in another Hobbit can be useful if you don't quite have enough GI for that last hobbit in your company, though it doens't happen too often. Fatty Bolger who, I am pleased to announce, is now available from ICE for a Self Addressed, Stamped Envelope, is a very good addition to a Hobbit company. Now you don't even have to wait for a card like Concealment or Hobbit Stealth to face that big nasty Dragon auto-attack, you can just have Folco step up and Fattty cancel the strike. 

As a whole, the race has some advantages and disadvantages. Their main point is their corruption bonuses, so they aren't too useful in a deck which has its items under control. They all share the Scout skill, so can make use of most of the cancelation cards, which can really help a weak party against even the strongest attack decks. However, they are weak prowess wise (though tough to give the final death knell), so you almost NEED lots of cancellers (or lots of big warriors) to protect them. The other main disadvantage of Hobbits is the fact that, unless you start with one, it can only be brought in at Bag End which is almost always a turn out of the way. While most decks which want the use of a Hobbit start with one, in many sitations it may better to wait to get some items to strengthen up the company before hiring the assistance of a burglar. 

There are very few hazards which specifically target Hobbits (how many people use Lobelia S-B?), and they are immune to lots of them (most corruption, Lure of Power, etc.). Convesely, though, there are lots of resources to help the little people. With cards like Hobbit Stealth you can avoid damage to your Hobbit, with Burglary (the card or the optional rule) you can pretty easily make off with items even when the auto-attack is pretty tough. There are also cards like Riddling Talk which just rocks with a company of Hobbits. And a company of four Hobbits running hither and thither with Stealth or Ford (and then Burgling a site and Thoroughly Searching) is about the most annoying thing to face on the face of Middle-earth. A deck built around Hobbits can also take the route of having as many Hobbits in the company as possible (with Gandalf and Hobbit-lores). Usually all the attacks can be canceled, the auto attacks are easily dealt with, and you can do things like grow a Malllorn, fetch the Hobbits faction with Mistress Lobelia, have several Noble Hounds, and lots of character MPs. I can say from experience that this is a pretty effective two-deck deck, though it needs cards like Stealth and Thorough Search to effectively compete speedwise with something like an Indy Deck. 

Hobbits can be pretty fun to roleplay. With pretty well defined personality types, one can easily go on about the simple things, how it's miserable crossing the Creul Caradhras, how you wish you were back home with Smoke Rings and Twice-baked Cakes. Sam can be especially fun to play, playing up the "Hobbit sense" and his devotion to his master. Plus, when you're facing a company of 4 Hobbits who cancel your every move, you get to say "Hobitssssesss. We hate them! Mean! Evil! Bagginssss, yes, we hate the Baginsssss, he stole our precioussssss..." 

So a Hobbit burglar can be a useful addition to many companies and can be really good in a small group. Plus, they're just so cool. 

The Men

The final review of an entire race is the race which will enherit Middle-earth in the Fourth Age, 

Men: Bard Bowman, Barliman Butterbur, Beorn, Brand, Eomer, Eowyn, Erkenbrand, Fram Framson, Galva, Gamling the Old, Ghan-buri Ghan, Hama, Peath, Theoden, Voteli, Vygavril, Wacho 

Men are by far the most populus race. Not only are there more man (and WOman) characters, there are more man agents and more man factions. Thus it's hard to generalize about men, but here goes. 

In the high mind (7+) range, men count only Beorn, but he's quite a character. His 7 prowess make him one of the best fighters and his ranger skill lets him help a company in more ways than one. If you plan to head out on a mercenary mission, Beorn with an Elf-stone controlling Elladan with Elrohir on the side can be a pretty scary sight. Beorn can handle most auto-attacks untapped, and the lack of a corruption bonus means you can feel safe with him carrying a couple items. He's a very solid character (though his hair is the wrong color, look at the quote). 

Men have quite a number of middle mind characters. Some, like Erkenbrand and Fram Framson are pretty good warriors. Others like Ghan-buri Ghan can influence factions pretty well. Some like Peath and Galva can hold their own against a Nazgul. And then there are Theoden and Brand who are both good warriors and faction influencers. These men, while all pretty good, have some disadvantages. Erkenbrand and Theoden have low bodies, so you almost have to start them with a Shield of Iron-bound Ash or grab a Great Shield of Rohan pretty quick. Fram is arguably one of the best fighters in the game. For 5 mind you get a 6/8 Warrior/Ranger (the only 5 minder with 6 prowess). And against dragons/drakes (your opponent's or auto-attacks) he becomes the equal of Glorfindel for less mind. Peath is also a good character to have if you expect some Nazgul. She's got 9 prowess against the ringwraiths, but 4 normally, so can stand a fight or influence factions with her diplomat skill. 

Men also have their low mind characters. Several people feel that Bard, Eomer, and Eowyn are rather underpowered for the parts they played in the saga. They're still fairly good characters, Eomer weighing in as a 3/8 Warrior/Ranger for just 3 mind, Bard is 3/6 (another low body) for 2 mind, and both have bonus for factions (Bard just needs to beat a 3). Eowyn is a 2/7 Warrior/Scout which can tear apart a Nazgul. Perhaps the best place for her is in the sideboard, waiting for a Nazgul deck. When you see Nazgul coming out, bring her into the deck along with a Helm of Her Secrecy or two (several can be played at once). There are other good low mind fighters among the men. Hama is a pretty good buy of 4/8 for 2 mind. Gamling the Old is almost as tough and doesn't have the corruption/influence modifiers (in fact he has one real DI so can controll Theoden with the Red Arrow). Vygavril and Voteli both get faction bonuses (so Await the Advent of Alies is a possibility) and they both can fight a Nazgul with a little help. �Then of course are the men that are rarely used, Wacho (2 mind for a 1/8 scout/sage? I think I'll take Ioreth) and Barliman Butterbur (1 mind for a 2/6 Warrior (for lack of a better skill) isn't that great). 

Straight man decks can work pretty well. There is a bunch of easy Man factions in the north east that someone like Theoden or Brand shouldn't have a problem. Cards like Sun can help you out prowess wise, and some shields wouldn't be a bad idea. You don't have too much of a problem with corruption in an all man deck, so your main concern is protecting your characters and your factions once they're in play (more on that in a bit). Another possible deck that I would like to try once I get another Helm of Her Secrecy or two is an Edoras Deck. Start with Theoden, Erkenbrand, Eomer, Gamling, and Hama. You shouldn't have too much trouble with either factions or combat, especially once you get a few weapons and shields. Red Arrow can let you do some serious influencing, and Eowyn can pop in with her helm. Or perhaps you could build an all female deck with several of the Nazgul killers, perhaps Galadriel, and some of the women agents as well as Leucaruth, Daelomin, Earcaraxe, and Andunaphel (and perhaps the 10th female Elven Nazgul Ichabod joked about :-) 

While Men are the most numerous and are the up-and-coming race of the Fourth Age, there are also lots of cards that hurt them. While there aren't many that mention them exactly (save Night), men are hurt by all the non special corruption cards (e.g. Lure of Creation). Perhaps the most dangerous are the agents, most of whom are men and come in at Man faction sites, ready to influence away. 

In terms of roleplaying, Men are pretty decent. You can build a deck of all man characters, man factions, man agents, and man hazard creatures (Rank Upon Rank + Corsairs is pretty nasty). Men seem the ideal characters to build a "beer & pretzels" deck around. However, I as well as some other, fell that ICE hasn't gone very far into the good/evil nature of men, where sometimes they will help the cause of good, yet you never know when they will turn against you, though I have a feeling this will come up in Lidless Eye. 

So all in all, Men are a pretty solid race. They have a failry wide variety of characters as well as hazards and can be failry easy to play. 

Dark Numbers

Having spent the last semester in a Calculus II class I am glad to say that I'm almost done for a while with 

Dark Numbers # Resource # Permanent-event # 1 MP 
Stolen Knowledge. Playable on an untapped scout immediately after facing an Orc, Troll, or Man attack. Tap scout. Can be stored at a Haven. If not stored, discard to give +3 to an influence attempt against a faction by a character in the same company. 



This is a pretty neat card. Aside from the cool use on the card, it is one of two cards that can be realistically used for Fate of the Ithil-stone or Pass the Doors of Dol Guldur (the other which I forgot to mention my review of Fate is Knowledge of the Enemy). 

First off, this card is pretty easy to play, easier than Knowledge of the Enemy. Probably about 10+% of all decks have a fair number of Orc, Troll, and Man attacks, and you may find Assassins almost anywhere (especially on Al Amarja, but I digress). But you don't have to hold this card waiting for your opponent to play something. Off the top of my head, I believe there are more than 40 sites with Orc, Troll, or Man auto-attacks. And if you wait until the site phase to tap the scout you know that you don't need to keep your scout untapped for a Concealment (and this is a nice card to have if the scout is not in use for a card like Thorough Search). Once in play, you have two options. Store the card for 1 MP or carry it around to help with a faction. But unlike info cards, for instance, you can still untap your Scout and unlike cards like Rescue Prisoners, you get the points whether or not you store it, so the only point of storing the card is if you fear you may lose your scout. 

As for the ability, it's pretty nice. You can make some influence attempts certain (e.g. Theoden doesn't fail to bring in the Ridermark on a 2 or 3) or you can make some odds more favorable (e.g. Aragorn with the Southrons). And the cool thing is, you don't need to tap the bearer, Aragorn can sneak into Sarn Gorwing, do a quick count, and then inform the Easterlings that if they don't join his cause the forces of Sauron may overwhelm Middle-earth. And while he's off talking to the Easterlings, the rest of his company can grab something else. 

There are other cards that perform roughly the same function. Lordly Presence, for instance, gives +5 for a faction, but is only usable by a diplomat (like several other similar cards). Muster is, of course, better, but requires a warrior (who may be tapped) and is useless in, say, a Hobbit company. A Friend or Three is better for companies larger than 3 and can also help on corruption checks. However, Dark Numbers has two features none of the others have. The first is the fact that, if you feel safe with your chances, you can keep it for 1 MP (is a little risk worth an extra MP?). The other and bigger advantage is the fact that you can play it almost as soon as you get it in your hand. You don't have to take up an eighth of your hand for this card, you can play it and then use it when needed. Or you can stockpile two or three for a really sure shot. 

So whether you use it to help Pippen with a faction, as an extra MP along with the item at the orc site, or to give yourself a decent chance at a faction in a sealed deck game, Dark Numbers is a nice little helper card. 

Wondrous Maps

You never know how useful a map is until you find yourself without one. 

Wondrous Maps # Resource # Permanent-event 
Playable at the end of the organization phase on a company using region cards with the last one being a Shadow-land. (Play regions face-up.) This card is used as a site card, Ruins & Lairs (automatic-attack: Orcs -- 4 strikes at 7 prowess, items: (minor, major), cards opponent draws: 3, you draw 1). The company may only leave the site using region movement. Discard Wondrous Maps when the company moves to a new site. 



This is probably a better card than it's sister card, Refuge. As a site it's a bit dangerous, but there are times when it can be really nice. 

First off, to play with this card, you need a deck that has a good chance of being around a shadow-land. This means that normally you'll want it in a deck centered around Mordor or the central north, though this card can be interesting in a deck with Morgul-night (though Angmar Arises or Reaching Shadow don't do the trick). As a site it kinda sucks. It's got an attack equal to Cirith Ungol, which also lets you play greater items, and Moria, which has greater and gold rings. Your opponent gets to draw 3 while you only get one, and since you're going through a shadow-land (at least), you may be in for some nasty stuff. So why use a Wondrous Maps when you could just deal with the easier attack at the Barrow-downs or Sarn Gorwing? Well, one potential use is if you want to stay in a pretty close area, say right around the north part of the Misty Mountains, and have plenty of major items to play, more than the local sites allow you. Or perhaps you are playing with the optional enhanced auto-attacks rule. But there are better reasons. 

Perhaps the most abusive reason to use Wondrous Maps is in a roadblock deck. Since Foul Fumes and Long Winter both refer to the site's site path, with a ranger in your company you can laugh at the bad weather. A deck focused around Lorien (with quite a few MPs possible in Wold & Foothills as well as Anduin Vales) can drop over to Brown Lands and slip into a room full of the smell of musty maps rather than the foul stench everyone else is facing. This lack of a site's site path means the card is also immune to cards like Dragon's Desolation, which can be a very nice thing (I recently built a deck that can potentially play Dragon's Desolation 11 times). Wondrous Maps can also be a nice place to go to get away from a wandering wizard (Wizard's Ring and the whole bit) or perhaps Firiel is chasing you down with a Shadow out of the Dark. 

Aside from the auto-attack, Wondrous Maps has one main disadvantage. While most site cards sit around in a pile waiting to become useful, Wondrous Maps take up space. It increases your deck size by two (one for the hazard) and may take up hand size if you draw it before you plan to move to a shadow-land. This also means you may end up drawing it when you have no items to play. But on the whole, Wondrous Maps can make its way into a few decks quite nicely, and is certainly better than it's companion cards Refuge and Morannon (the proverbial "I spent $3 for THAT?" card). 

Horns, Horns, Horns

One of the most important battle elements is morale, and one thing to give morale is word of reinforcements on the way. One big boost is hearing 

Horns, Horns, Horns # Resource # Short-event 
Each player removes all factions from his discard pile and shuffles them into his play deck. 



This card can be fairly useful, both as an "oh, crap" card and as a card to be planned around. 

The first use of this card that most people think of is recovering lost factions. It's no coincidence that Horns, Horns, Horns came along at the same time when Wormtongue, Golodhros, and all the other agents who can wander around taking out factions. On top of the agents is the annoying card Muster Disperses as well as the COMPLETELY annoying "wandering wizard" strategy where a souped up wizard dashes around undoing everything another has done. So if you aren't planning on influencing away your opponent's factions, Horns, Horns, Horns could be a nice card to recover some of your lost factions so you can get them early in the next cycle (as your site is still tapped for this cycle). The card can also be used to recover a few factions if you've botched a roll or two, as the site remains untapped in that case. 

Yet there are usually better cards to put in your deck "just in case." Planning for Horns, Horns, Horns can help your MPs be faster and safer. You can discard most of the factions you draw in the early game and then, once your wizard is in play, blow your Horns, Horns, Horns to bring back the factions to let your wizard have a crack at them. Of course, this works best when your factions are in the sideboard. Reveal your wizard, tap him to put five factions in the discard pile, and then bring them all into the now thin play deck for a high frequency of factions for your wizard to grab. Another nice use is with Alert the Folk to get some bonuses fighting dragons and then bring them back to bring in. 

There is, of course, the possibility you will help your opponent. Horns, Horns, Horns would be a good way for an agent deck to shoot itself in the foot, though again the player will have to wait until the beginning of the next deck. However, if you are content with leaving your opponent's factions where they are, the only way she'll be helped is if she discards some factions to free up hand space for other cards or if she messed up a few rolls, which rarely happens in my experience (and it never fails that you won't have screwed any rolls until AFTER Horns, Horns, Horns). 

So Horns, Horns, Horns can be a nice card if you don't want factions early or if you want to be able to recover lost factions. 

Bring Our Curses Home

On almost everything I do on the net a curse can be found. So why not share some with your friends, thou cockered rug-headed jack-a-nape! 

Bring Our Curses Home # Hazard # Permanent-event # 3 CP 
Corruption. Playable on a non-Wizard character whose company is facing a hazard creature attack. Discard this card if no character is eliminated by the attack. If any character is eliminated, place creature's card with this card-- 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 if this card is discarded. Discard this card if associated creature is defeated. 



This card can add the proverbial insult to injury. Not only has the company lost a character, but now they're going to have to deal with something rather nasty EVERY TURN. 

The main problem with this card is its playability. I'd say that, on average in a two-player two-deck game, one or two characters get eliminated through attacks. Of course, if one of the decks is a tuned Nazgul deck and the other a tuned Undead deck, this rate may be quite a bit higher. These are the decks that want Bring Our Curses Home, not decks that use weak but highly playable creatures. This is a pitty, though, as BOCH won't be too effective once in play if the creature required a vast combo to play. The best decks to use BOCH with are Nazgul or Undead. The former are, along with Dragons, the epitome of nasty hazard creatures. Though their popularity has died down some, managing to get out the Witch-king wielding The Pale Sword riding a Fell Beast is still fun, and can cause curses to be brought home. However, once BOCH is on the character, the Nazgul will likely get just one more shot at the company (as they move out), though as a bonus you still get to play enhancers on it (though not something like Awaken the Earth's Fire). So effectively you're adding 3 CPs to a character in a company where you have knocked off someone else, these CPs could probably be more easily given and the hazard better spent. Undead are another good choice for BOCH because, as can be easily demonstrated, sufficiently enhanced Undead can dispatch a character or two. Undead also make a good choice because of their higher playability (shadow-holds are oft visited), their natural partnership with corruption (a -2 corruption check just got a lot worse), and the fact that even if an undead fighting champion joins the company, your opponent will only get 1 MP (as opposed to 5). Other nice creatures to bring home some curses are Slayers and Assassins. These two are good because you can, for instance, pick out Roac the Raven to be assassinated and then let Boromir Bring Our Curses Home. You'll get to pick off whatever weak character is in the party and/or be able to try and corrupt Boromir away. One big bonus here is the fact that Slayer is pretty playable, so he should hopefully get to knock several knees before his work is done. Dragons would be a natural choice for Bring Our Curses Home, but in a Dragon/Drake deck, Foes Shall Fall is a better choice because, although it doesn't impart as much corruption, it does not require the death of a character. 

Perhaps the toughest part of this card is actually making the body check, which for the average characters entails rolling better than an 8. Dark Minions helps here, with several cards to lower body. While Like the Crash of Battering-rams isn't all that great a card, if you've got some really big creatures, it can finish off a character. Tribal Totem and Tribal Banner can let a really big orc/troll attack do some permanent damage, so BOCH might find its way into a big time orc deck, though they tend not to be as effective as the Undead. Akhorahil can also be a help in this department, dropping the body of a character without lowering the attack's prowess like the above do.\ 

There's a reason this card is rare. It's not all that useful. Sure, it's big and nasty, but the hazard may be better spent on something else. In order to have an attack big enough to be able to count on killing a character you almost have to have a deck larger than the Council minimum 30/30 split, so BOCH may just be added weight. A corruption deck will have better ways of laying on the points and an attack deck could potentially knock out someone else THIS turn instead of letting the company run away. Plus, this card is extremely vulnerable to Marvels Told (and similar cards) or Wizard Uncloaked. 

So Bring Our Curses Home is another card that gives me faith in the rarity scheme. Very nice if you can play it, but very hard to use effectively. 

Endless Whispers

I would have thought that undead weren't intellegent enough to whisper when they need to keep quiet. I guess I was wrong. 

Endless Whispers # Hazard # Permanent-event 
Dark Enchantment. Playable on a non-Wizard character wounded by an Undead attack this turn; does not count against the hazard limit. Target character can never become untapped while bearing this card. Any effect that would move him to an untapped state makes him tapped instead. Cannot be duplicated on a given character. During the organization phase, a sage in target character's company may tap to attempt to remove this card. Make a roll (or draw a #): if the result is greater than 7, discard this card. 



Unlike yesterday's card, Bring Our Curses Home, this card is both fairly easy to play and does more damage. Plus, it doesn't count against the hazard limit. 

First of all, this card is only useful in an undead deck (duh). Undead are currently probably the #1 creature type for wounding characters due to all the nice enhancers and slight lack of defenses. While this card itself won't help to get rid of a character, it does the next best thing: puts him out of commission for a couple turns. This is a nice card (along with Pale Dream Maker) that can be used if you can't quite kill a character outright. If there's some character you don't like, hand him all your extra strikes from a Ghouls or some other undead to give yourself as good a chance as possible to wound. Then roll the body check, with all the fun that involves. If the body check fails, make a big and nasty grin and start whispering taunts to your opponent, while slowly slipping Endless Whispers on top of the character. If you have several possible casualties, you can even hold Endless Whispers until the end of the M/H phase, bringing it out when you've used up your hazards (and your opponent may have used his Marvels Told). 

Once on the table, this card is NASTY. The character would normally be tapped for at least two turns while he travels to a haven to heal. Once he's healed but tapped, a player may get a chance to remove Endless Whispers, but this means he'll have a tapped sage for that turn, and he still has less than a 50% chance of getting it off. Marvels Told, Wizard Uncloaked, et al. can also deal with the whispers, but that means fewer cards to hose your other permanent events. Another nice thing about Endless Whispers is that a speed company may have some cards like Healing Herbs or Herb-lore to handle wounds rather than taking the time to head back to a haven. While the character can still heal with those cards, he still requires a sage to help him shake the whispers from his head, meaning that with one hazard you've tapped at least one and probably two characters that could otherwise be of use. 

Perhaps the best use of this card is to hit a company's only sage (or only remaining sage after a big attack :-) to completely hose up that character. While you can't play Endless Whispers on a wizard (or the wizard is Radagast), a company with only one sage (or no sages...) can be really hurt with a well placed Endless Whispers. Not only will the company be unable to play cards like Marvels Told, Wielded Twice, Dreams of Lore, or one of myriad other sage cards, it will also have a character which CAN'T DO ANYTHING and will likely have to be discarded at a haven. This also leaves the company open for more damage done with more Endless Whispers or some of the other recent cards which make the sage skill a passively defensive skill. 

So if you're planning an undead deck, Endless Whispers may be a nice card to include. While it's not as nasty as it first seems (the character will be tapped for a couple turns anyway), it can hold up a company which wants to go a little fast for your tastes. 

Great Secrets Buried There

For a world based on medieval Europe, one can find some links to some parts of Eastern philosophy. And while Twilight is almost a perfect representation of yin and yang, it has a few peers in Tookish Blood and 

Great Secrets Buried There # Hazard # Permanent-event 
Playable if opponent has at least ten cards in his play deck. Opponent reveals the top ten cards of his play deck to himself. If one is available, opponent must choose a non-special, non-hoard item from the revealed cards to place off to the side under this card (item does not give marshalling points and is considered out of play). If none are available, opponent must show you the cards he revealed to himself. Opponent shuffles all remaining revealed cards into his play deck. Opponent may play this item as though it were in his hand at any Under-deep site. Alternatively, you may play this card as a resource on yourself if you have at least ten cards in your play deck. In this case, you and your opponent reverse roles. 



Often a card which has multiple uses should be considered over one with a single but better ability. This card can go into some certain resource decks, some hazard decks, or you can combine the two and use this card as it seems fit at the time (or on whichever turn you draw it). 

The effect as used as a hazard can be either good or bad, again depending on the situation. The worst case scenario is that your opponent was planning on making a run to the Under-deeps and you're just saving him a slot in his hand. Or perhaps he turns up an item like Orcrist which you wanted to play and now can't because it's in play for uniqueness. The best case scenario is that you lure your opponent down to The Under-gates and unleash Durin's Bane. This is one of the ideal cards to put in a hazard deck that concentrates on sites, especially if you have some nasty but hard to play cards which cripple spelunkers. Even without these terrors, though, with a few auto-attack enhancers like Incite Minions or site-keyable creatures like Umagaur and Buthrakaur, and three Great Secrets Buried Theres you can cut your opponent off from an average of 9 or so MPs. Of course your opponent can get rid of GSBT with a card like Marvels Told, but then the item's in the discard pile. This card can also come at a bad time, though you still get a benefit there. If you don't manage to turn up a good item, you get to have a glimpse at your opponent's deck contents. This is most useful early on so you can get a sense of his strategy, but can also be nice late in the deck if you notice that in the next few turns he'll draw a Nazgul, so maybe you should reconsider that trip to Carn Dum. This problem can also be alleviated by using GSBT in conjunction with Palantir of Minas Tirith to figure out when your opponent will get an item that you want to delay. 

As a resource, this card is fairly nice as well. If you have a company that thinks it can handle the Under-deeps, Great Secrets Buried There can let you save a card slot for, say, Dark Quarrels to deal with the auto-attack or a hazard for use against your opponent. Unfortunately you can't grab something like Aiglos (it's a special item), but if your deck is stocked with Palantiri, swords, armor, etc. then you can have a second item waiting until you want to go and get it. Also, if you can't turn up an item in your top seven cards, chances are you'll want to reshuffle your deck anyway. While Eyes of Mandos has a similar effect, GSBT is better in a deck designed to get lots of items as it lets you save Pallando's extra card for something else. Or use another wizard. 

So Great Secrets Buried There can be a nice card, either in the right hazard portion, the right resource portion, or a deck designed around this card, some Palantiri, Mirror of Galadriel, Eyes of Mandos, Far Sight, etc. I'd call that an "I called it" deck. 

Grey Havens

The Grey Havens of Cirdan have been a very important spot throughout the history of Middle-earth. In the First Age it was a safe spot for the enemies of Morgoth as well as the main port on the ocean. During the Second Age it acted as the main contact between the Dunedain of Numenor and the Elves of the mainland. It also served as a grouping place for the troops of Gil-Galad before the attack on Sauron. In the third age it remained a safe place for the friends of Elves and was the departing place of the ring-bearers. This all important haven, though, doesn't play a very big role in the CCG. 

Grey Havens # Site # Haven # Region: Lindon # You/Opp draw: 2/2 
Site Path From Rivendell: Wi, Wi, Fd 
Site Path From Edhellond: Wi, Cs, Cs, Cs, Cs, Fd 



By virtue of being a haven (and therefore a site), there is no reason not to put Grey Havens in your deck (especially since every starter has one). As far as havens go, though, Grey Havens is sort of a lesser of four goods. 

Grey Havens certainly has its uses. With it and its lord Cirdan you can keep an extra card in your hand (and he can be controlled with a one-influence dwarf with a Dwarven Ring). And while he's sitting there, he can easily bring in the Elves of Lindon, the only faction playable at a haven. If you add an Old Road and Blue Mountain Dwarves plus Wizard's Ring you can gain 7 MPs without leaving a haven. 

Decks built around Grey Havens can do pretty well, although there's only so much you can do. There are only sites whose nearest haven is Grey Havens (Blue Mountain Dwarf-hold, Himring, and Isles of the Dead that Live), and while these sites are pretty nice and tame, they can also be reached from Rivendell (with a slightly more dangerous site path). Grey Havens can reach all the way to Angmar, Andrast Coast, and Hollin, but so can Rivendell, though Grey Havens can take advantage of Forod. So aside from Cirdan, the Elves of Lindon, and bringing Pallando into play (which can also be done at Rivendell), what use is Grey Havens? Well, it is the only haven that's not in a wilderness. So while Sauron wills the Snowstorm to continue, you can systematically run down the coast grabbing items from Himring, Isles of the Dead that Live, Isle of the Ulond, and Tolfalas before heading off into Gondor. Also, the number of creatures that can hit your company drastically decreases when your site path is Free-domain, Coastal Sea, Coastal Sea, Ruins & Lairs rather than double Wilderness, Coastal Sea, Ruins & Lairs. Further, there are about two or three creatures that hit Lindon by name as opposed to a few more that hit Rhudaur, not including cards like Angmar Arises. Grey Havens, due to this safety, is a key spot in a Coastal Seas deck, letting you start out with a Great Ship or Belagaer and travel almost unmolested down the coast, not caring much about the environment on the continent. Plus, when Cirdan returns from his sea journeys and canceling of sea monsters, he can hold an extra card for you. 

So the seclusion of Grey Havens can be both good and bad. It means you're three turns away from many of the sites in Middle-earth, but if you're content with the site offerings on the west coast, you'll be fairly safe. The agent population density thins out as you travel west, and apart from some drakes, anti-coastal stuff is usually at most in people's sideboards. 

So while Grey Havens doesn't have the range of most havens, it can be a nice base for a company which isn't up to braving the weather or creatures. And while it's stupid not to at least have it along (you never know when you might get blown that way), you don't have to worry about it too much, Cirdan and Pallando will take care of it. 

Arrows Shorn of Ebony

The first time I wrote this review, I made the mistake of thinking it said "all subsequent strikes are defeated." Rather, it says "all subsequent FAILED strikes are defeated." Several people have pointed this error out, and I'm now repairing it. 

There are many major factors in combat. One of them is how well the weapons are made. Even the strongest warriors will lose if their weapons are poorly made. 

Arrows Shorn of Ebony # Resource # Minor Item # 0 MP # 1 CP 
Hoard item. Warrior only: discard Arrows Shorn of Ebony to modify a strike from a hazard creature not keyed to a site by -1 prowess, -2 body. If this strike is defeated, all other subsequent failed strikes from this attack are automatically defeated. 



In a way, this card is like Black Arrow, though while Black Arrow is decent several times, Arrows Shorn of Ebony is really nice once. 

First of all, this card is a hoard minor item, so it's pretty much only useful in a dragon slaying deck, though if you really want it you can use Dwarven Hoard or head over to Framsburg. Other than that, though, all you have to have is an extra untapped character. Once you've got this card you need a warrior to use it, but they're so numerous that you have to try in order not to have one in your company ;-) 

The main use of this card is when you're facing a creature with a big and nasty body, but you have a company which can handle the prowess. For instance, if your company is attacked by Scatha (normally 3@15/9), have a warrior (not necessarily the one facing the first strike) shoot the worm as he approaches, lowering the strike to 14/7. If you defeat this strike (and then beat a 7 for the body check) you're half way to the MPs. You still have to deal with the other two strikes, but if you've got a decently powerful company (with, perhaps, The Dwarves Are Upon You! and Fellowship), you should be able to deal with the other two strikes. And if you do, there's no need to roll those body checks, as the arrows take care of them (I can't count how many times I've not gotten MPs because of ONE lousy body roll). Your chances get even better with a Black Arrow or two (you can't use multiple ASoE because of the "one skill card per strike" rule). 

How useful is this, though? It doesn't work against creatures keyed to a site (At Home Dragons would be a natural target for this card, as would Nazgul keyed to Dark-holds). This significantly reduces the frequency of use, though it still hits quite a number of creatures. Also, against creatures without body, this card is inferior to Black Arrow (which can be reused and is easier to play). Also, against single-strike creatures like Nazgul, Risky Blow or a similar card may be a better choice for its higher prowess boost, but can't be lugged around for intimidation factor. 

So if you think you may run into some creature or ahunt Dragons (or similar creatures) and need another card in a dragon slaying deck. Make sure you understand how the card works before you use it, though or you might make a mistake like I did. 

Wolf-riders

One aspect of Tolkien's work that isn't adequately portrayed in the CCG is the fearsomeness of Orcs. While it's possible to get some really nasty orcs, in the CCG, the Iron-hill Dwarves (plus some characters), the Men of Lake-town, the Wood-elves, AND the Great Eagles would have a VERY easy time dealing with wargs and 

Wolf-riders # Hazard # Creature or Short-event # 1 MP # 8/- # Keyable: Orcs. May be played following any Orc attack not keyed to a site. Three strikes. If played as a short-event, modify the prowess and strikes of a Wolf attack by +1. 



This is an interesting card that can be justified in either an orc or wolf deck. Or, in a sealed deck environment, can potentially work with either creature type. 

As an orc creature, Wolf-riders aren't exactly breath-taking. Their three strikes at 8 is just one prowess less than Orc-watch. And while they can't pop out if they're the only orc in your hand, they have a potential to hurt companies in safer areas than the shadow/dark orcs. For instance, a company traveling from Minas Tirith to Glittering Caves may not expect any nasty orc attacks, even if you drop a Minions Stir. And when you start out with an Orc-raiders he may even laugh at you. With an Orc-warband he may get a little worried, and once you drop the Wolf-riders, 5@10/- from Minions Stir, you may have chance for a kill, at the least tapping all but the hardiest characters. Plus, you can still attack with Wolf-riders after keying an Orc-guard to Minas Morgul. So if your orc deck doesn't want to use a lot of environments and doesn't anticipate shadow-travel, Wolf-riders may be a nice creature for higher prowess. Or if your deck wants to hit people in the dark areas, the riders of wargs can help to flesh out the troops out to de-flesh the enemies of Sauron. 

On the other side, why not have the orcs help the wolves rather than the other way around? Wolf-riders probably gets more use as a short-event wolf enhancer than it does as a creature. There are currently three wolf hazard creatures, Wolves (3@8), Wargs (2@9), and Dire Wolves (4@8). And while Wolf-riders only adds one to the prowess and strikes, Doors and Wake of War can make Wargs 5, 6, or 7 strikes at 11, 12 or 13 with a Wolf-riders or two. While wolves are most commonly found with animals and spiders (getting full use out of Wake of War et al.), wolves can be nice on their own as part of a hazard deck. For instance, you can fill the 12 creature Council of Lorien minimum with three each of the above wolves, two Wolf-riders, and perhaps a couple Slayers, leaving the rest of your hazard deck to other cards. With this battery of creatures, you'll be able to hit most companies as two are keyable to Border-lands, two to Shadow-lands, two to single Wilderness and the other to double. 

Wolf-riders even suggests a team-up between the orc and wolf decks, though this is best done in a deck with a large resource portion or in an environment where you don't have too many cards to choose from, as having wolves plus wolf helpers plus orcs plus orc helpers can get rather big, especially when the base of the deck is just one common from Dragons. 

Deftness of Agility

A good scout in an RPG should have 

Deftness of Agility # Hazard # Short-event 
A Dragon can assign a strike (with a -3 modification to it's prowess) to a character already assigned to receive one of its strikes. Alternatively, a manifestation of Bairanax can direct such a strike with no prowess modification. 



While preparing the last few weeks of CotDs, I realized I haven't done a dragon's special event, so I thought I'd look at one. These cards are only useful in decks with unique Dragons (though Cave-drake can benefit from a couple), which severely limits the options (and is also a good reason for these to be rare). And while most of them (this one included) can work with any dragon, they're best with their main dragon (which makes a single dragon subtheme interesting). In particular, Deftness of Agility is an event that can help kill off a character you really don't like. It's special dragon, Bairnax, is a mid-prowess Dragon, who doesn't have too many strikes in the first place (though does choose defenders). 

First, a word of clarification. The extra strike assigned is not just a -1 penalty (there are other cards that can do that much easier), but the character faces two separate strike sequences. This means that, for instance, Smaug can become a seriously nasty Slayer, with one strike at 17 and another at 14. Plus, Smaug has body and nobody can tap to cancel the second strike. The disadvantage to Slayer, though, is that one Concealment can deal with both strikes and one use of Black Arrow lowers the prowess and body of both as well. Still, this gives you an additional chance to kill a wizard or some other annoying burglar. Deftness of Agility isn't as good with the dragons who don't get to be picky about who to eat (Agburanar, Itangast, Leucaruth, and Scatha), as chances are, anybody who your opponent assigns to take a strike you don't want to hit again because the character's either really big or is just a scrub tacking along to be offered as a sacrificial lamb. Deftness of Agility can work nicely with some of the ahunts, as they let you hit one additional character, but the -3 prowess modification can be tough on some like Scorba and Daelomin. You can also reveal Deftness of Agility on guard to affect an At Home or auto-attack manifestation, though few of these choose defenders. Also, during the site phase, the attacker usually would rather tap characters than have an extra chance to kill. 

In some ways, Bairnax isn't the best Dragon to use Deftness of Agility. His prowess is three lower than that of both Smaug and Earcaraxe, so he's more like a 2-2 punch rather than a 1-2. Pretty much the only advantage to having the dragon of cold and snow use his own event is the fact that he's only worth 3 MP, one more than a Slayer. 

So Deftness of Agility can create a Slayer with an attitude in a Dragon deck, an interesting event to help out those great worms. 

Celeborn

When I read a pronunciation guide somewhere one line made me get a totally different perspective on the Elven tongue. C is always hard, not soft, which seems slightly odd whenever I say "One of my starting characters is 

Celeborn # Character # Warrior/Sage Elf # 2 MP # 6 Mind # 1 DI # 6/9 # Home site: Lorien 
Unique. +5 direct influence that is only usable against Galadriel. 



Celeborn is a pretty decent fighter, with the same prowess/body as Aragorn for three less mind. He also has the sage skill, letting him play cards like Marvels Told or Dreams of Lore. These abilities make him a nice choice for a starting character in one of the fixed packs, perhaps combined with Theoden, Elrohir, and Robin Smallburow. 

For 6 influence, Celeborn is a pretty good buy. He's got one or more higher prowess over all the other 5- and 6-mind characters and a higher body than most of them. He's got the same number of MPs and the same or higher prowess (for one less company size) as any two 3 mind characters, assuming neither has a corruption modifier. The disadvantage, though, is that if Celeborn takes a strike, he won't be untapped for the next attack. His prowess also lets him get the full benefit from Sword of Gondolin, making him an 8/9 worth 4 MPs, which isn't bad. 

The combination of warrior and sage skills isn't quite as good as, say, warrior and ranger or warrior and diplomat. Most of the cards requiring sage skill require the character to tap, and thus be unavailable for combat, or are mostly useful if the character doesn't do a lot of movement. Still, Celeborn can be able to stay strong through the site phase to be untapped for an information card like Ringlore or Dreams of Lore. 

The one area where Celeborn isn't too great is influence. His one DI means he'll need some help to control any characters and since few factions give bonuses to Elves, it's best to leave the influence to someone else (or use a Muster). Celeborn does shine in one area of influence, though, he can control Galadriel. Of course, he needs a little help, as he normally only has 6 DI for his wife (which can be useful to influence her away). The most common way to get Galadriel under the control of her husband is to start her controlling him with an Elf-stone. Then, to get the wife under the husband, Gold Belt of Lorien is a nice choice, although Narsil and Emerald of Doriath work as well. And what are the benefits of this? Well, for just 6 GI, you get an extra card in your hand, two sages ready to play cards like Marvels Told, Master of Wood, Water, or Hill, Mirror of Galadriel, Three Golden Hairs, Phial of Galadriel, use palantiri, etc. And with Saw Further and Deeper, you're only eating into your normal influence pool by one. For 5 MPs, that's not bad. Or, if you don't mind not having the extra card in your hand, you can move the two of them elsewhere, play Await the Event of Allies, and be sitin' pretty. 

So if you're looking for a strong warrior who's not too likely to turn up in the character draft, Celeborn may be just the chap you're looking for. 

Beregond

Some people are strong in the attack, they defeat the forces of Sauron by seeking them out. Others are strong in defense, the defeat the forces of Sauron when the forces come near. One such defender is 

Beregond # Character # Warrior Dunadan # 4/8 # 0 MP # 2 Mind # 0 DI # -1 CP # Home site: Minas Tirith 
Unique. -1 to all of his corruption checks. -1 to influence checks against factions. 



Beregond is one of several similar 2 mind warriors. He exists purely for one purpose: to be a strong fighter. Only the most specialized adventuring companies (like a bunch of Hobbits stocked with cancellation) can expect to get by without a strong warrior. There are a couple ways to go about protecting a company and fighting auto-attacks. The first is to make sure most of your company is tough. The Elven Rangers, Boromir, et al. can make a company that's quite hard to crack. Another option is to have a couple big guys protecting a couple smaller ones. Beorn and Celeborn can keep away the nasty creatures while Adrazar influences factions and a Hobbit sneaks in and gets some items. A third option, especially good with split companies when influence is low, is to have a few decent fighters, either on their own or with a weak character or two. Beregond fits the bill for the third option very well. 

His 2 DI mean he's easy to control, meaning bringing him along pretty much just costs one against the hazard limit. His prowess of 4 lets him take on some of the weaker creatures with confidence (mainly taking a strike so the people inside Minas Tirith don't get hurt). And with some enhancement, like a Fellowship or Sword of Gondolin, he can deal with most mid-range creatures. His 0 DI means he can't control anyone (not even his son Bergil), but since he'll probably be following someone anyway, the lack of DI doesn't really matter. And while he's even worse at influencing factions, there's always Muster. And if you go to a border-hold with a bunch of moderate prowess warriors, your opponent won't know who to tap to prevent the Mustering. 

Beretar's main drawback is his -1 to corruption checks. While he can usually handle a Sword of Gondolin just fine, boosting him to a respectable 6 prowess, if your opponent is playing any corruption cards, Glamdring (7 prowess) is about the only item you should trust him with (or some other 1 CP item). This modifier is nicely dealt with if his company forms a Fellowship, and with other characters with similar minds, you can pull off a Fellowship while having another company adventure elsewhere. Plus, with a Fellowship or two and an item, Beregond is in the 8 prowess range, ready to take on a Nazgul. 

So Beregond is a nice guy to have if you're short on influence but find you need a fighter. You certainly get what you pay for. 

Into Dark Tunnels

If you're going underground, you'd better bring a lantern, because you're going 

Into Dark Tunnels # Resource # Long-event 
Playable at the end of the movement/hazard phase on a company that has moved to an Under-deep site. That company may attempt to move to an additional site on the same turn. Another site card may be played and a movement/hazard phase immediately follows. 



This is an interesting card, sort of a Bridge for the underground. It can let you get from one site on one side of the under-deeps to another on the other side or let you bypass a site with a particularly nasty auto-attack. 

One use of this card is to get around an auto-attack you don't really like. For instance, you've got a fist full of major items and you head to Mount Gram to grab one. Next turn you drop down to The Under-vaults and get a couple more and a To the Uttermost Foundations. Next turn you don't think you can handle 3@8 or 5@7 (or more with Awaken Minions) which the neighboring sites offer, but you do think you could handle 4 strikes at 7 at The Under-grottos. So you travel to The Under-leas, your opponent grinning as she sets down an Incite Minions. You smile, sneak past the Incited Minions, and head Into Dark Tunnels to The Under-grottos, grab a couple more major items or get a ring and test it. 

Another good use of Into Dark Tunnels is to avoid a nasty surface site. For instance, if you've got a major item to play and also have Aiglos in hand, yet your opponent is running a rather nasty orc deck and you'd rater not go to Moria for that item (maybe it's tapped, too). So why not head to Glittering Caves for the major item, then drop down to The Gem-deeps and dig your way to The Under-gates, saving yourself a turn? 

One nice thing about this card and it's relation to the Under-deeps, it's not really a problem if you're tapped out during your first M/H phase, as chances are you'd get tapped the next turn too, since almost all the same cards are playable on a company which stays or moves. 

Into Dark Tunnels, while interesting, probably isn't worth putting in your deck unless you need to get to two specific separated under-deeps sites (if, say, you mostly want to avoid the surface sites getting to The Under-galleries). Oh, and due to wording, you can't use it to get the MPs from To the Uttermost Foundations by only visiting one site. 

The Mithril Coat

Interestingly, the way the numbers work out, Frodo with The One Ring doesn't benefit from The Mithril Coat and all the armor's accomplishing is giving him an extra 3 CP, which could as easily be given to someone else or stored at a haven... 

The Mithril Coat # Resource # Greater Item # 4 MP # 3 CP 
Unique. Armor. +3 body (to a maximum of 10). 



When items are being considered, the first ones that pop into people's minds are the weapons, largely because it's better to have a card to prevent you from getting wounded than to have a card which helps you once you're wounded. Yet there's a flip side. Since more people put weapons or items with nifty special items, The Mithril Coat will have a lower chance of already being in play when you draw it. 

Perhaps the best part of The Mithril Coat is its 4 MPs. In order to get more resource MPs than that you'll either have to go to the Southron Oasis and bring in the Sourthrons or do some combo play (like a ring or a quest). The Mithril Coat is often one of the staple items in an Indy Jones deck (along with Orcrist, Wormsbane, and Scroll of Isildur) as it, combined with a Thorough Search for a major item and a Rescue Prisoners, can yeild 8 MPs on a single turn. The Mithril Coat can also be a nice item in a deck designed for two deck play, bringing it out and then storing it so nobody else can get it. 

The 2 CPs carried by The Mithril Coat is pretty decent. There are very few cards with an MP:CP ratio better than 4:2 and a character only bearing The Mithril Coat and perhaps a minor item has little to fear from normal corruption checks (though Lures can get a little dangerous if not properly disposed of). The main drawback to the CPs is that The Mithril Coat is least effective on a Hobbit, so you can't have your MPs and wear them too. 

The stat bonus is pretty nice when used with some characters. Theoden, normally prime picking material from Slayers due to low body, has a respectable body of 9 when wearing The Mithril Coat. If you add two Fellowships to deal with corruption, he becomes a fearsome 7/9 fighter with 3 DI. You could also use The Mithril Coat in a deck titled "The Best of the Worst: Improving Underappreciated Cards" and put it on Halbarad, gving him a body of 8. The max of 10 isn't too bad, as I have seen probably about 20 body check rolls of 11 or 12 in the entire time I've been playing METW. The only thing you have to worry about is rolling 4s and 5s when Lure of Nature is dropped on the character. This corruption danger also means that it's pretty risky to normal character with both The Mithril Coat and another item like a weapon or a Torque of Hues. 

Still, Mithril Coat is one of the easiest 4 MPs to get, and gives a nice little stat bonus. 

Ambusher

Ocasionally I've considered making a Grima deck. Every card with a picture of Wormtongue in it. There's the Wormtongue minion card, Twisted Tales and several other agent hazards, Saruman, Persuasive Words, and 

Ambusher # Hazard # Creature # 1 MP # 10/- # Keyable: Fd, Bl 
Men. Two strikes. Attacker chooses defending characters. 



As one rater quipped, this is "The Cave-drake of the civilized world," which it is exactly, except for what it can be keyed to and its creature type. 

First of all, Ambusher has two 10-prowess attacker-chooses strikes. While this won't deter a Wizard holding Glamdring, that's why you choose who takes the strikes. Ambusher is an ideal way to attempt to get rid of Hobbits (I say attempt, because chances are high that they will get away). Ambusher can let you bypass the fighters in the front to nab a few weak creatures in the back. Or you can use it to tap the up front creatures so they don't stand up to protect the weaklings from your next attack. Or you can use it to tap a big guy and then assure that you keep the MP by also going after a little squirt. The options are open. And if there are Rank Upon Rank of Ambushers, you get 3 ACD strikes at 11, that's startin' to get scary. 

The main difference between Ambusher and Cave-drake is playability. Cave-drake hits deep wilderness and ruins & lairs. It takes a very specialized deck to avoid both double wilderness and ruins & lairs. Yet a deck built around Rivendell (or some other places) can easily avoid going through any free-domains or border-lands. A deck built around Gondor, though, will be much easier to hit with an Ambusher than a Cave-drake. So part of deciding whether to pack an Ambusher or Cave-drake is what you anticipate your opponent to be traveling through. Unless Gondor decks are popular in your area, you might want to consider more Cave-drakes than Ambushers because overall, Cave-drakes have a higher frequency of play. Not that Ambusher isn't a good creature, though, especially in a deck with cards like Rank Upon Rank. 

The Ring's Betrayal

Each of he last three cards I will review have some sort of symbolic value. The symbolism for this one should be obvious. 

The Ring's Betrayal # Hazard # Short-event 
The bearer of a Ring must make a corruption check modified by -2. If the bearer fails this corruption check, his Ring is discarded, but he remains in play. 



When I asked raters for comments on this card, almost all of them answered "A good card to hold in your sideboard in case of One Ring decks." Yet there are several other uses of this card. 

First of all, this card depicts the moment at which The One Ring slipped off of Isildur's finger and fell into the Gladden Fields. Yet The Ring's Betrayal is probably not the best card to use against the Bearer of The Ring. If One Ring paranoia is why you sideboard this card, you'd be better off with The Will of the Ring or The Precious, both of which (when successful) cause both the loss of the ring as well as a character (and both are easier to fail in a typical ringbearer company). The Ring's Betrayal may still be a good card to have if you don't have space to pack the two above cards or if you would rather keep that nasty Hobbit around for something like Way-laid, Wounded, and Orc-dragged. 

The Ring's Betrayal has a much more devastating effect (and is easier to be effectual) against a different ring. This card is almost the perfect answer to Dwarven Rings. Thorin, running high and low with Durin's Ring and a slew of other Dwarves under his control, suddenly finds that his ring has slipped, forcing him to loose the 6 MPs, insane prowess/body modifications, and +7 DI. And while any Dwarven Ring deck will have defenses against corruption, giving him a Lure (Expedience seems appropriate) makes him have to roll better than a modified 9. Perhaps that nasty Hobbit Samwise is annoying your creatures with his rings of Stealth and Nature. With this card, if he rolls worse than a 6, he drops his rings in the water. The wording of this card leaves some ambiguity as to what happens to the bearer of two rings, though. The way it's worded makes it sound like all the rings would be discarded, though the word I recieved from Ichabod, the official netrep, is that you target a ring on the character, so he only looses one. 

The main disadvantage to this card is the fact that the bearer gets to stay in play. But often his reason for being in play is to use the effects of the ring, so he may be eating up influence. Also, this is one of the few hazards which cause a corruption check at -2, meaning you can often hit a character that normally wouldn't have a chance of failing. Also, even though the character doesn't get discarded, other effects that occur from corruption checks still happen. For instance, a heavily pumped Beorn wearing a Magic Ring of Courage can misplace his ring and think one his friends stole it, turning Traitor. This card can also get rid of a Free To Choose, giving the other "real" corruption checks a better chance of success. 

Expect this card to pick up in popularity once Lidless Eye is released. A look at the card list printed in the latest Inquest magazine (and available on the web) shows that there are about 6 more rings than there are currently. It might even justify putting this card in your deck rather than sideboard. 

Ratings for The Ring's Betrayal: Isildur: 6.0 Farmer Maggot: 8.0 Samwise: 6.5 Strider: 7.0 Legolas: 3.8 Beorn: 6.8 Frodo: 8.0 Fingolfin: 7.5 Average: 6.7 

Elf-song

Continuing with the symbolic cards to finish up my post, I am figuratively (and sorta literally) taking an Elf-boat out as I say farewell. This card also has my favorite piece of art in the game. 

Elf-song # Resource # Long-event 
When Elf-song comes into play, each character at a Haven may immediately remove one corruption card. While Elf-song is in play, no character at a Haven may be discarded or returned to its owner's hand for any reason. 



This card, aside from having SPECTACULAR art, has a pretty nice ability. It's one of the few non-environment resource long-events, so can only be canceled by Many Sorrows Befall, and has a couple decks where it can be pretty useful. 

First off, this is a resource long-event, so you can't pop it out right when it would be needed, but instead you have to anticipate when you'll need it. Of course, Echo of All Joy can be very nice with Elf-song (and can be out with Doors if you play Crown of Flowers). When you bring it into play, each of your characters at a haven (and they haven't moved anywhere yet) can remove a corruption card. This is in addition to the normal attempts during the organization phase (and can get rid of corruption cards which you botched the roll for). This can be a nice effect coming in from the sideboard to combat a corruption strategy. It can also be nice in a deck with lots of big items, though Wizard Uncloaked is usually a better alternative. 

The second ability of this card is what I think makes it worthwhile. Any character at a haven can't get discarded. This saves your company from influence attempts by your opponent's wizard, Elven agents, etc. It also means that you can bend the rules a little. Bring this card in one turn and move all your companies to havens. Then, during the next turn, you can play a character that exceeds your influence capabilities. It can't be returned to your hand or discarded, so it has to stay. Make sure you're playing with friends, though, as this may cause a little aggression and name-calling. This ability also prevents the tree deadly cards which return characters to your hand: Call of Home, Tookish Blood, and Call of the Sea. Yet the main advantage to this ability is corruption checks. This card basically gives you +2 to all your corruption checks in havens. Lure of the Senses a problem? It's CPs are negated! Planning to use Ren the Unclean? Your characters in havens are under protection. This is especially useful in decks with Palantiri (which you usually want on a character sitting in a haven), effectively nullifying the CPs from Align Palantir. And if you use Echo of All Joy, you can keep using those Palantiri to your heart's delight. 

There's pretty much only one disadvantage to this card (aside from the fact that your opponent can benefit from it if he happens to be hanging out in havens). This card only works in havens, so is mainly only useful in decks where you have a number of characters using cards from havens, which is that many less that are out foraging for MPs. Still, in the right deck, Elf-song is a very good card. And if you don't put it in your deck, you can have it in your binder so you can look at the excellent art by Stefano Baldo. 

Cup of Farewell

The final card I will review in my post as head of the Card of the Day is one with symbolic value. I've had fun doing this job, I've enjoyed it, and hope my efforts have increased people's knowledge and fun while playing this great game. I feel confident that the three Heirs of Isildur will better what I have done, continuing to bring enlightenment to the masses. I have given the 'net community a cup of wisdom. I shall continue to contribute, both on the web and the newsgroup, but by cup shall become more of a shot-glass. 

Cup of Farewell # Resource # Permanent-event 
Playable on a company at a Haven during the organization phase. Once during each of your turns, you can tap a character in this company, if the company is at a Haven, to take a minor item from your sideboard into your hand (show opponent). Cannot be duplicated on a given company. 



This is one of a couple cards in Dark Minions that made minor items, if not a viable strategy on their own, at least a viable theme for part of a deck. Now they are no longer handed out at the beginning of the game and ignored, but are actually considered for play. 

The main reason Cup of Farewell is worth using is it means that your minor items don't have to take up space in your deck (though if you only have a couple, Cup of Farewell will take their space anyway). Also with cup of farewell you can get the minor items into your hand when you need them rather than drawing them on your opponent's turn and having to decide between the item and some other card a couple times. There is a limitation on how "in the nick of time" you can be with the minor items, though, in that you have to be in a haven to receive the gifts of the Lady. This can be easily arranged, though, by having someone like Ioreth or an Elven Lord in a haven, ready to play Marvels Told or tap for a minor item (which, through the not-always realistic rules, goes into your hand so someone can take a gift from Cirdan and then FedEx it to the Variag Camp). This is a very nice advantage, as it lets you wait until you have a turn where you have an extra character untapped in the site phase, then bring him a minor item direct from the sideboard without it taking any hand space. 

Another nice use of this card, especially if you've got a faction-heavy strategy, is Armory. If you bring out an Armory you can start stuffing it with minor items, waiting for one of your characters to come and get some. This lets them have a continuous flow of discardable minor items like Cram, Healing Herbs, Potion of Prowess, etc. without loading up on corruption all at once. Plus, if you want, you could even have three Armories, each with 3 minor items inside, giving you a total of 3 MPs. 

Another interesting use of this card is with Hermit's Hill. Have one character in a haven grab a couple minor items from your sideboard, another company plays them all at Tharbad and then heads off to Hermit's Hill. At Hermit's Hill the company trades in an Elven Cloak and a bottle of Miruvor for a really slick looking sword. If you want to be really into it (and a little silly looking) you can leave one character at Tharbad to grab items and keep the site in play and another at Hermit's Hill with Rebuild the Town and Fireworks while you ferry a few others back and forth, making a trade route. Meanwhile, your opponent is raking in the MPs with big factions and greater items, but you're probably having a bit more fun. 
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