First Age
54A Chance Meeting


31Abductor


93Adunaphel


89Akhorahil


9Alatar


260Alert the Folk


117Align Palantir


14Anduril, the Flame of the West


60Aragorn II


110Army of the Dead


102Arwen


143Assassin


15Athelas


183Bag End


245Bairanax


136Balrog of Moria


146Bane of the Ithil-Stone


159Barad-Dur


163Barrow-Wight


215Belagaer


131Beorn


59Bilbo


161Bill the Pony


167Black Arrow


124Blue Mountain Dwarf-Hold


144Boromir II


237Bow of Dragon-Horn


205Buhr Widu


252Burglary


78Call of Home


139Call of the Sea


222Carrion Birds


168Cave-Drake


122Choking Shadows


141Cirdan


76Corsairs of Umbar


223Cruel Caradhras


10Daelomin


57Dain II


217Dancing Spire


145Dark Quarrels


172Despair of the Heary


13Doors of Night


251Dragon's Blood


221Dragon's Breath


278Dragon's Curse


79Dragons' Desolation


279Dragon's Hunger


270Dragon-Sickness


160Durin's Axe


83Dwar of Waw


238Dwarven Hoard


55Dwarven Ring of Durin's Tribe


39Dwarven Ring of Thelor's Tribe


133Eagle-Mounts


208Earcaraxe Ahunt


128Echo of All Joy


157Edhellond


254Elf-path


34Elrond


35Elrond


257Emerald of Doriath


190Emerald of the Mariner


224Enruned Shield


75Eowyn


154Escape


249Exile of Solitude


77Eye of Sauron


169Fair Travels in Dark-Domains


132Far-Sight


262Fatty Bolger


73Favor of the Valar


74Favor of the Valar


97Fell Beast


152Fell Turtle


61Fellowship


253Flatter a Foe


137Fog


165Foul Fumes


186Fram Framson


185Framburg


240Frenzy of Madness


24Frodo


259From the Pits of Angband


129Fury of the Iron Crown


156Galadriel


32Galva


7Gandalf (a)


8Gandalf (b)


13Gates of Morning


62Gimli


46Glorfindel II


64Gollum


256Gothmog


174Greed


133Gwaihir


284Half an Eye Open


125Halfling Strength


138Healing Herbs


261Helm of Her Secrecy


263Hey! Come Merry Dol!


91Hoarmurath of Dir


179Hobbits


268Hobgoblins


267Host of Bats


241Incite Denizens (a)


242Incite Denizens (b)


85Indur Dawndeath


206Ioreth


246Ireful Flames


103Iron Hill Dwarves


216Itangast at Home


285Itangast


187Itanghast Ahunt


81Khamul the Easterling


218King under the Mountain


266Left Behind


62Legolas


40Lesser Ring


264Look More Closely Later


265Look More Closely Later


269Lore of the Ages


101Lorien


53Lost in Dark-domains


171Lure of Creation


177Lure of Nature


18Lure of Power


173Lure of the Senses


43Magic Ring Of Courage


220Many Foes He Fought


226Map to Mithril


158Marvels Told


248Master of Wood, Water, or Hill


250METW Companion


86METW Companion


189Middle Earth: Dragons


98Minas Tirith


180Mirror of Galadriel


104Misty Mountains


123Moon


121Morannon


276More Sense than You


92Morgul Horse


94Morgul-knife


202Morgul-Rats


111Moria


20Mount Doom


113Muster Disperses


112Muster


80Narya


166Neeker-Breekers


225Nenselde the Wingild


273Noose of the Sea


282Not at Home


30Old Friendship


140Ost-In-Edhil


119Palantir of Amon Sul


118Palantir of Annuminas


115Palantir of Elostirion


116Palantir of Minas Tirith


114Palantir of Orthanc


120Palantir of Osgilath


44Pallando


184Passion of Wrath


207Peril Returned


36Precious Gold Ring


48Radagast


209Rain-Drake


181Red Arrow


178Reforging


204Refuge


95Ren the Unclean


286Returned Exiles


243Riddling Talk


41Ringlore


280Rumor of Wealth


99Sacrifice of Form


72Sam Gamgee


239Sand-drake


16Saruman


17Sauron


230Scorba Ahunt


107Scroll of Isildur


23Secret Entrance


210Shadow of Mordor


29Shadowfax


45Shelob


149Siege


150Siege


164Sleepless Malice


255Smaug Ahunt


188Smaug at Home


56Smaug


28Snowstorm


277Song of the Lady


19Southrons


212Staff Asunder


236Star of High Hope


191Strategy Week Day 1: Deck Building: Resources and Characters


193Strategy Week Day 2: Deck Building: Hazards


195Strategy Week Day 3: Starting Setups and the First Few Turns


196Strategy Week Day 4: Strategic Hand Management


198Strategy Week Day 5: Playing Hazards


200Strategy Week Day 6: Marshalling Point Strategies


201Strategy Week Day 7: One Ring Strategies


281Subtlety of Guile


271Tales of the Hunt


229Tharbad


148The Arkenstone


52The Balance of Things


175The Burden of Time


162The Cock Crows


232The Dragons


135The Great Eagles


127The Iron Crown


65The Istari


130The Lonely Mountain


90The Nazgul Are Abroad


37The One Ring


84The Pale Sword


176The Precious


49The White Tree


50The White Tree


69The Wizards


106Thorin II


219Thrain II


51Thranduil


247Three Golden Hairs


213Thror's Map


153Times are Evil (formerly Distrust)


100Tom Bombadil


105Torque of Hues


47Traitor


33Treebeard


170True Fana


126Twilight


96Uvatha the Horseman


22Vanish in Sunlight!


272Vanish in Sunlight!


155Vilya


275Washed and Refreshed


58Watcher in the Water


274Waybread


11Weariness of the Heart


12Weariness of the Heart


231Were-worm


227When I Know Anything


228Wild Fell Beast


21Will of Sauron


147Wind of Wrath


283Winged Cold-Drake


25Witch-king of Angmar


26Witch-king of Angmar


203Withered Lands


244Wizard Uncloaked


182Wizard's Fire


211Wizard's Staff


42Wizards' Test


88Words of Power and Terror


258Worm's Stench


142Wormsbane


214Worn and Famished




Gandalf

Character - Warrior/Scout/Sage/Diplomat Wizard
Mind: 0
Direct Influence: 10
Marshalling Points: 0
Prowess/Body: 6/9

Unique All corruption checks +1
Can tap to "test" a gold ring

Home site: Any Haven



To quote Morgoth (not from the books, he's one of the raters), "Not the easiest of the wizards to use, but in the end only he succeeded...".This sums Gandalf up nicely. Overall, he's a pretty good card, considering that 2 out of every 5 starter decks have him in them. 

His first feature is just the fact that he's a wizard. That feature alone would make him worth having in your deck, with all of those Wizard Only spells. His skills are equally useful, with all of them but Ranger (once again, skills are needed for some cards). To top those basic ones off, he has 10 influence but no mind, making him sort of like an instant +10to your influence points. 

Finally, he has all corruption checks +1, useful advantage considering how much it gets checked in the game (and, if I'm not mistaken about the rules, it helps to offset the damaging -4checks imposed when he uses the elf-ring Narya).

But aside from his basic Wizard features, Gandalf also has some specifics of his own. His special ability is almost necessary in any deck with gold rings in it, allowing you to avoid having to test rings by other means. However, this ability isn't that great, compared to that of Saruman or Pallando, for most play. And it isn't usable at all if you don't play with gold rings (though I don't think many people don't use them - they're so powerful, after all). And as for the home site, all it does is lessen the need for Rivendell, allowing any haven. This isn't a great advantage because all the starters include the home sites for their wizards.

The really bad thing about Gandalf and all wizards is that if he dies (and though his physical abilities are good for an old man, he can't win against powerful foes like the Nazgul) then you lose the game. Of course, that brings up the general strategic question of whether you should even put Wizards down in the first place (and I'm not bringing that up here). Anyway, overall he's a pretty good card, though he has a few disadvantages.
Gandalf

Character - Warrior/Scout/Sage/Diplomat Wizard
Mind: 0
Direct Influence: 10
Marshalling Points: 0
Prowess/Body: 6/9

Unique All of his corruption checks are modified by +1. Can tap to "test" a gold ring. Home site: Any Haven



Gandalf is an interesting wizard, one who greatly benefitted from the release of Dragons. Dragons demoted Radagast somewhat from his top position among the wizards to not being so high, kicking up Gandalf to an amazing 1st place, because of Pallando of course being simply awful, Radagast worse as I just mentioned, Saruman now duplicated with Wizard's Staff, and Alatar just not that useful with the more deadly hazards in Dragons and the upcoming Dark Minions. His corruption check enhancer is extremely useful and with the lessening numbers of some nasties like Nazgul in most decks his gold ring testing is even more useful than it was in Wizards (though this may change in Dark Minions). His ability to pop up anywhere is also useful, as are the cards that only he can use (mainly Narya, though that isn't too useful, but I hope to see more in Dark Minions). And the only skill he's missing is Ranger, one of the least useful skills (not many cards use it and those that do most aren't that good). Finally, he's just plain cool. I'm naturally prejudiced (since he is my namesake after all, at least for the COTD), but even without that he was the key figure in The Hobbit and The Lord of the Rings, played a pivotal role in destroying the ring (it was really his quest, even though much of the glory went to Frodo and Sam), and in general did a really good job of accomplishing his quest. Gandalf is useful in almost any deck, particularly ring ones because of his ring testing ability, but even without those he's a pretty nice Wizard to have. So overall Gandalf is an excellent Wizard, probably the best one out now, well worth putting in most decks. 

Well, that's it. Goodbye, everyone, and thanks for reading. Hopefully I'll be talking to you again fairly soon with my little "project" to determine the next COTD baron. Until then, live long and prosper. (Yes, I know it's the wrong series, but I'm a Trekkie in addition to a ME fan and I've always wanted to close something with that).

Alatar

Character - Warrior/Scout/Ranger/Sage Wizard
Mind: 0
Direct Influence: 10
Marshalling Points: 0
Prowess/Body: 6/9

Unique During the movement/hazard phase, the number of cards that opponent draws based on Alatar's company's movement is reduced by one.
If in a Haven when a hazard creature is played on another company, he may join that company and face one of the hazard creature's strikes; he must tap and make a corruption check immediately following the attack.

Home site: Edellhond



Don't worry, I'm not doing all 5 wizards in a row, but I thought before moving on to my first batch of Hazards I'd do my favorite Wizard of them all (even though I'm not named after him). 

Okay, since I already discussed the basic features of Wizards in the last issue, I'll spend more time on Alatar's very powerful (IMHO) skill.

But before that, there's his other, less potent skill, the opponent draw reducer. It can be very useful in protecting him, especially since he doesn't need to tap and risk himself doing it. Especially if you're doing the dangerous mission I describe below.

But now on to his main feature - the "teleporting" skill. It has many uses. The first of these is just to help out other companies with relatively weak strikes (since you obviously don't want him hurt). An offshoot of this is the idea of souping him up, with lots of events and powerful items, and using him as a massive warrior against all sorts of opponents. But there's a more subtle strategy here. You can use his skill to teleport him around to various places on the map without facing the journey himself. 

For instance, you can use him in a deck centered around slam-dunking the One Ring, though you'd probably normally use Gandalf. Have him stay back in some safe site with a low automatic attack that you can play rings in, and go through all the long rigmarole of bringing The One Ring into play, while you have a powerful company fighting their way to Mount Doom. Once he's done, send him over the next time your opponent hazard-creatures your party. He brings the ring along, so then you can throw it into Mount Doom and win the game on your next turn (or have him give it to Frodo (for the nulled corruption check modifier with Cracks of Doom) or Gollum (for the check-less Gollum's Fate). There's all sorts of examples of use for this card's ability. Assuming you're willing to take a little risk with all the corruption checks and attacks he goes through, he's a great card to use.

Daelomin

Hazard: Creature
Marshalling Points: 4
Region Keys: See below
Site Keys: See below
Prowess/Body: 13/8

Unique. May be played at Dancing Spire. 
Dragon. Three strikes. Attacker chooses defending characters.
If Doors of Night is in play, may also be played keyed to Grey Mountain Narrows, Iron Hills, Northern Rhovanion, and Withered Heath, and may also be played at sites in those regions.



Boy, that's powerful. Almost as good as the Nazgul (I'm not reviewing my first of them for another week or so). As with most hazard creatures, there's really not that much strategy to this card, so bear with me if I seem a little thin on ideas.

The first (and most obvious) feature of this card is simply its raw power. 13/8 can make almost any party unhappy. Especially if you have Dragon's Desolation (and for those of you who don't, it gives one dragon attack +2 prowess or makes it playable at any ruins and lairs site that has 2 wilderness (1 with doors of night) in its sight path). That's practically essential with it, actually, since it also makes it possible to play Daelomin at a lot more sites (his main weakness being a lack of sites to play him at).

The other feature is the fact that the attacker chooses the defending characters. If your opponent's wizard isn't enhanced much (and you've got a modifier or two on Daelomin) you might try that to do your opponent serious harm (especially if you have some other powerful cards in hand to play on him and possibly kill his wizard with). You can also pick on some weak but special-ability characters. You can wound as many as THREE of your opponent's characters with him, too.

But there's a bad part of Daelomin as well. If your opponent has a fairly powerful team, they may be able to defeat him (though it requires three strikes with 13 or more prowess PLUS three body checks that fail the dragon's body of 8) and get the 4 marshalling points. Overall, though, he's a nice card.

Weariness of the Heart

Hazard: Short-event

The prowess of a character is modified by -1 until the end of the turn. 
Alternatively, the target character is forced to make a corruption check.
Cannot be duplicated. 



Ugh! What a bad card. ICE really made a mistake on this one. Lowering prowess by 1 is hardly any effect (it doesn't do anything to body, so there shouldn't be much of an effect on an attack) and corruption checks happen so often anyway one more won't do much. But let's hear from the raters on this one (I'll do this occasionally when I don't have much to say)...

Shadowfax: "You might as well use a Corruption card instead." Yes, because they have capabilities OTHER than their corruption checks. 

Turin: "There are a lot of better ways to go about the extra -1 to prowess...." Yes, or in most of them more than just -1. 

Smaug: "This card would be much improved if it didn't go away so soon." Yes, since it's not Unique and there's none of that Non-Cumulative stuff, you could play a bunch of these and make Saruman a 1/9 wimp. 

Morgoth: "One of the few that allows you to outright force a corruption check." You have a point, it does let you FORCE the check. Though I'd prefer a Lure card, which makes a Wizard do a -2 on any time at a Haven. 

Tom Bombadil: "Great in a corruption deck, so-so in an attack deck (play this one on your opponent's Wizard to try for the win)." Yes, corruption checks do depend on this sort of card to win, and I do agree they're a good strategy. 

Gollum: "Nice, but not that nice. Forcing a corruption check can be greatly to your advantage when playing this card." Same as above. 

Cirdan: "Nice multi-use card, but neither effect is necessarily earth-shaking." Sums it up nicely. 

Eru: "-1 to Prowess isn't that good." Once again, sums it up nicely. 

Weariness of the Heart 

Hazard: Short-Event
The prowess of a character is modified by -1 until the end of the turn. Alternatively, the target character is forced to make a corruption check. Cannot be duplicated.



Archival note: on the web page, the old Weariness of the Heart will be removed in a few days and its links changed to this, so if you want a copy of the old one (and don't want to pester me for it) then download one ASAP. Now the review. This card has two abilities, one fairly mediocre one and one that's a little better. The first is a prowess -1 modifier. Nice, but not THAT nice. As I said yesterday with Black Arrow, it certainly can make a difference, though this difference is greatest with more than one at the same time (which this can't do because of the "Cannot be duplicated" line). Though on characters, who have such less prowess than creatures, this could make more difference as well, bringing Hobbits down to 0 prowess (and automatic defeat by any creature with prowess 13 or more). But as I said, not much difference. Especially since this is used for either that use or the next and far better one, forcing a corruption check. Now this is a really good ability. No gimmicks, no conditions, just an automatic unmodified corruption check. But think of all the places you can use this. On a party going to Mount Doom, already in enough trouble, play this with maybe a strategic placement of Lures (I'm doing a Corruption Week next week, for good uses of those tune in then) to corrupt that annoying item's bearer out of the game. Even better: use this on Wizards, someone like Saruman carrying a Palantir, maybe a few helpers like Bane of the Ithil-Stone, and win the game with this card's check. So unlike my last review, when I called this card pointless, now I instead say that overall Weariness of the Heart is a card that can be extremely useful in lots of situations and deserves to go in any corruption-based or corruption-assisted deck.
Doors of Night

Hazard: Permanent-Event

Environment. All resource environment cards in play are immediately discarded, and all resource environment effects are cancelled. Cannot be duplicated.
Gates of Morning

Resource: Permanent-event

Environment. All environment hazard cards in play are immediately discarded, and all hazard environment effects are cancelled. Cannot be duplicated.


At first glance, the cards look moderately good, but not that great (since there aren't too many environment cards yet). But before moving on to their more major effect, let's deal with the listed abilities.

Each of them basically cancels the opposite type of environment, including each other (one of their many uses, in fact, is to nullify a Doors or Gates-based opponent strategy with the opposite one). Most of what environment cards do is enhance abilities of other cards or change site and region types. This is still a potentially powerful thing, but not nearly as much as their other abilities (particularly in Doors of Night, from all the cards I've seen). In fact, this is more useful with Doors of Night, for nullifying many corruption cards like Lures (the one environment I know of that doesn't just enhance abilities of change land types). Remember - these apply to both you and your opponent, though, so if you have a useful environment out you may not want to play these.

Their main ability, however, is to enhance other cards directly. I can't count the number of hazards out there that have the line, "If Doors of Night is in play, xxxxx". These effects range from small (such as increasing the prowess of body of a creature slightly) to moderate (making a card a good deal more usable, like in Daelomin), to required (for cards like Will of Sauron which require it in play). 

Gates of Morning has far less effect than Doors of Night, with only a handful of resources being affected by it, making its purposes mostly the listed one and the capability to nullify an opponent's Doors of Night. Doors of Night, on the other hand, is almost essential to any Hazard deck, since so many cards require or benefit from it.

This overall makes Doors of Night better, although purely by the card face I would rate them identical, with merely the words hazard and resource switched. 

Anduril, the Flame of the West

Resource: Permanent-Event

Unique. Sage only during the site phase at an untapped site where "Information" is playable. 
Tap the sage and the site. Sage makes a corruption check modified by -3. Keep sage tapped until Anduril is stored at a Haven. Once stored, you may discard a stored Reforging and place Anduril with Narsil. In addition to Narsil's effects, Anduril gives its bearer 4 marshalling pts, +4 prowess (to a maximum of 11), +1 direct influence, and one more corruption point. Anduril may be tapped to untap a Dunadan character in the same company, but its bearer must make a corruption check modified by -1.



Whew, that's a long text. The gist of it is that it's moderately complex to bring into play, but once there, along with the cards Narsil and Reforging, it makes a combo with a total of 7 marshalling pts, +5 prowess, +2 direct influence, and 3 corruption points given to the bearer (remember, it uses Narsil's +1 prowess and influence, 3 marshalling pts, and 2 corruption points). 

Because of the corruption, it's probably a bad idea to include this with your wizard, otherwise it'd be a great way to enhance Alatar in a deck based around him to help your weaker parties. However, it fits perfectly with Wizard statistics, bringing the prowess exactly to the 11 pt. maximum and increasing the already high influence to 11, so if you have some corruption helpers on your wizard or you're willing to take a chance on him, try it. Otherwise I'd recommend it on someone like Frodo, who normally wouldn't be much of an attacker but with this card and his corruption enhancements, becomes a full-fledged warrior. The 7 marshalling points are also very nice to have.

There's also a more minor skill in this card, to untap Dunadan characters, nice if you're playing a deck which uses them. And it has some side skills, like how it makes the otherwise wasted Narsil (which by itself has about the abilities of a common and not an uncommon like it is) a much more dangerous weapon. Plus Anduril is the only hard part of the combo to get, with Narsil uncommon and Reforging common. Overall, a pretty nice card, if you're willing to go to a little trouble to get it out, especially if you play a Dunedain deck. 

Athelas

Resource: Minor Item
Corruption Points: 1

A Dunadan can tap and use this item to heal a character in his company (change from wounded to well, character remains tapped). Aragorn II can also tap and use this item to remove a corruption card from a character in his company. Discard after use.


This is a moderately good card, but not quite as good as Healing Herbs unless you have Aragorn II. Its only advantage over Healing Herbs (which any character can use and which also untaps them, plus it can untap a non-wounded character, but it's discarded after use) is the fact that Athelas is just tapped when used and not discarded. [Archivist's note: Huh?] [Author's note: Oops, mistake.] 
However, it requires a Dunadan to use and doesn't untap them. Still, even this is a useful ability, especially if you use region movement (since with haven movement you'll probably be at a haven and be able to heal anyway every few turns) and go on a long quest (like destroying The One Ring). 

If, however, you have Aragorn, this card is very useful to have, especially if your Wizard is in play. Not much else to say about Athelas, really, except that it's a must-have in decks with Aragorn and a keep-out otherwise. 

Saruman

Character: Scout/Ranger/Sage/Diplomat Wizard
Mind: 0
Direct Influence: 10
Marshalling Points: 0
Prowess/Body: 6/9

Unique May tap to use a Palantir. At the beginning of each of his end-of-turn phases, he may tap to take one "spell" card from his discard pile and return it to his hand. 

Home site: Isengard 



A pretty good Wizard. About par with Gandalf, though for different uses. Saruman has two attributes that all Wizards don't. The first, and IMHO less important one of these is the Palantir one. As Gandalf's ability can be replaced by Wizard's Test (or any other test card) so can Saruman's by Align Palantir or Use Palantir. Also, Palantiri are not quite as good as rings, though like Saruman they are for different uses. His ability to use Palantiri is, however, great in decks that rely on carefully planning your strategy around cards you don't have in your hand yet.

His other, better skill (though he can get it by using Palantir of Orthanc, too) is to take one spell card from the discard pile and return it to your hand. This is a great ability because it allows him to recycle spells after use, and lets him get most of Gandalf's ability by recycling Test cards by tapping (so that, effectively, by tapping he can test a ring, too). Never mind all the other spells he can do (and in terms of his skills, he may be the best there, too, since there aren't many Warrior Only spells and that's the ability he lacks). You can use this to blitz out your opponent with lots of quickly played spells (try this with Wizard's voice!). 

Overall, Saruman is the second best Wizard (slightly above Gandalf because he can do almost all of what Gandalf does in addition to his other features, but IMHO not quite as good as Alatar), and a great card to have in your deck. 

Sauron

Hazard: Character (!) 

Mind: 15
Direct Influence: 20
Marshalling Points: 0
Prowess/Body:6/9

Unique. Any cards requiring Doors of Night in play may substitute Sauron instead.

Home Site: Any dark-domain



My idea for the rules for hazard characters:

Hazard characters are brought into play as regular characters are, except that they can only be played at their home sites. They are played and controlled by the character playing them, as regular characters are, but unlike regular characters they cannot control factions, allies, or items, and cannot be harmed by other hazards or by automatic attacks. Instead of havens, they are healed at any site in Imlad Morgul, Udun,Gorgoroth, or Nurn. 

Their main use is for attacking companies, with other hazard creatures(each counting as normal towards a company's hazard limit) which can be played on them to join their company and can be released at any time by discarding them. When in a company, hazard creatures are automatically reduced to only one strike, though they can be re-used if not killed in the attack (they can still be killed just by being defeated as regular hazard creatures are). They no longer have their site requirements, though they cannot attack in the same site twice. Their mind values are half of their body (round down), or if their body is -, half or their prowess(round down). They can also influence regular characters by the same process as regular characters. Hazard characters, if killed, cause their controller to lose the game like regular Wizards. They can only be influenced with direct influence from another hazard character or with general influence.

This may be too powerful, but consider how much your influence is reduced by having Sauron. You pretty much have to have an entirely kill-the-opponent's-wizard strategy, or have your wizard out, and even then the influence is depleted. And they can be killed like regular wizards, losing you the game. The main strategy to use with this is to attack your opponent's companies, which normally your companies couldn't do, and try to kill his wizard. Of course, if your opponent could still gather marshalling points, you would be dead meat at the next Free Council, but with a powerful hazard company, they wouldn't want to dare trying. The price is high but the rewards are great with this card (not much strategy because I haven't played with it yet). I'm very interested in any opinions/suggestions on this idea, so write me if you have any.

Lure of Power

Hazard: Permanent-event

The next non-Hobbit character to make a successful influence attempt (e.g., against a faction, an opponent's character, etc.) must immediately make a corruption check modified by -4. Discard this card after this corruption check. 



Wow, that's a good hazard, especially if your opponent has a Wizard out. Basically it provides them with a serious problem in their faction or ally gathering strategy (assuming they don't do it with Hobbits, which there aren't many of and all of them have pretty low influence). And since usually if an opponent's Wizard is out he'll be doing most of the influencing, wait until he's gone to some backwater place to put a faction into play and then play this card to stop him. 

Plus this can be used to protect your own characters, factions, allies, and even items from being influenced by your opponent - a wizard's the only character that has a reasonable chance of doing it, and they're not going to want to risk a -4 corruption check on him (pretty huge, the only characters who cancel all or most of that are Hobbits and it doesn't affect them). They might also try someone else with a huge influence boost, say from The One Ring, which gives you +5 to it, but in that case there's probably corruption (6 with The One Ring) to contend with instead. It might make them waste a faction on a weaker, less important character (remember, it says SUCCESSFUL influence attempt) and just make them blow a faction (hopefully a good one like in my next review).

There are, however, a few problems with using this card. The first is if your opponent is trying to destroy The One Ring instead (although unless they have Gollum to destroy it without Cracks of Doom, they've got to contend with a -4 corruption check that way, too) in which case this card is useless. The second is if they just use a character with no items or corruption cards to get rid of it, either a carefully saved Wizard or a weak (doesn't deserve items) character to influence some low-influence faction. Overall, though, this is a great card, one of the best Hazards in the game, and probably THE best Lure or corruption card. 

Southrons

Resource: Man Faction
Marshalling Points: 5

Unique. Playable at Southron Oasis if the influence check is greater than 8. 
Standard modifications: Dunedain (-2), Elves (-2), Dwarves (-2). 



This would be just an okay card if it didn't have 5 marshalling points (and for any more than that you need to do something extraordinary like getting The One Ring or killing a Nazgul). Especially since it isn't that hard to get out. Those two factors combined make it an almost extraordinary card. Especially since other than the fact that it's rare, Southron Oasis is easy to get to (the worst card in the path is the place itself, a shadowland). Also, you can make the influencing easier with Yvgavril (though she's also rare) for only 3 influence, and only need 6 points to control them. Muster can also help, eliminating the dice roll altogether (assuming you have a Warrior handy).

However, there is one major problem with this, the fact that it's in Harondor which 4 of the Nazgul can be played at. If your opponent has one of them ready to play, you're in trouble. The other problem is the rarity of the cards involved, since you need the rare Southrons themselves and the rare Southron Oasis (plus the rare Yvgavril if you want to use her) needed to play it. Still, overall a pretty good card to keep in your deck if you're willing to take the risks. 

Mount Doom

Site: Shadow-Hold
Region: Gorgoroth
Site path: Wilderness, Border-land, Free-domain, Wilderness, Shadow-land, Dark-domain 
Nearest Haven: Lorien
Cards Drawn: Opponent 6; You 3

Any company moving to Mount Doom has its hazard limit modified by +2 and hazard creatures may ALWAYS be played keyed to the site regardless of any other cards played.



Okay, there's only one reason to go here: to destroy The One Ring. I'll be discussing the whole concept of that (since when I actually do The One Ring it has so many other features I won't need it to fill in space) a little later on, but first the basic things about the site. You should not go there unless you're destroying The One Ring, because it's not exactly a very safe site. Fortunately, it itself isn't a dark domain, but the site path (although there may be some clever way with regions and resources to avoid it) does have one, so your opponent can play his Nazgul (and with 6 cards drawn for him, he doesn't even need Nazgul to give you a hard time). Plus you can't stop creatures from being keyed there (as it says on the card) and your hazard limit is increased by 2, so your opponent can probably play all 6 of his hazards too (unless you have a really small company, in which case you have no business going to Mount Doom).

But there's the main reason to go there to consider. Since no items are playable, there's no excuse other than if you have a really, REALLY strong company and want to get lots of M.P.s for beating up Nazgul, to go there. But the reason to go there is a good one - winning the game is worth it if you have a powerful enough company, but otherwise you'll just be sacrificing characters to hazards. Destroying The One Ring is mostly a good playing strategy if you're either playing solitaire (I don't see anyone posting solitaire M.P. scores, do you?), if you have a deck you can get it done really fast in (lots of Precious Gold Rings, all the necessary sites, wizard's tests, and Scroll of Islidur (it increases a dice roll by 2 for a ring test)), or if your opponent has lots of high-power factions and allies and you know there's no way you're going to win by M.P. If you have someone like Frodo, it's also a great strategy, though if you're using it for other things it's almost difficult to part with (you'll see how powerful it is when I review it in about two weeks). Overall though, Mount Doom is a card to have if you're destroying The One Ring and to get rid of if you're not. 

Will of Sauron

Hazard: Permanent-event

Playable only if Doors of Night is in play.
All hazard long-events remain in play until this card is discarded. Discard this card when Doors of Night leaves play, or when any play deck is exhausted. When this card is discarded, all hazard long-events are discarded. Cannot be duplicated. 



Wow. One word, that sums it up. Wow. This is one of the cards I'd least like to see my opponent play. If I'd factored this into my Doors of Night rating, it'd have been 10 for making this card alone playable. Of course, it would also increase Gates of Morning, because that could destroy this card and create devastating effects, but still, really good card. The only main setback is, it affects you, too, but if you plan your deck and company positioning right before playing it, you can avoid it. Let's look at the good and bad points in more detail:

Its main (and only) good feature is that keeps all hazard long-events in play. What this means is that you can make some extremely deadly combos. Try it with a snowstorm, for example, which is a long-event rare hazard that makes all companies with wilderness in their site path return to their site of origin. You can shut your opponent completely down with this, and totally destroy their strategy. The only way to save yourself, however, is to put your companies all on the coast or a region with few wildernesses, and plan out how you're going to still move, so if you use this strategy you should build much of your deck to accept it.

Try it with some attack enhancers, like Minions Stir, Night, Plague of Wights, and Wake of War (which in various ways enhance your hazard attacks) and wreak havoc on your opponent's companies (Minions Stir and Night will make your Orc attacks a force to be reckoned with, for instance).

Or try it with Eye of Sauron, to permanently increase all your automatic attack prowess by 3.

Or, best of all, try it with The Balance of Things, and it'll permanently double all the corruption points from one source for all characters. Especially good if your parties are meagerly equipped and your opponent's got The One Ring (particularly good for that, since The One Ring is 6 corruption points and that doubles to 12, making it impossible to win a check without enhancers (and just try it if your opponent uses Cracks of Doom, a -4 corruption check with 12 points could be very nasty). 

For all this card's power, however, there is a drawback. If your opponent gets out a Gates of Morning, or one of the draw decks runs out, then the card's gone along with all your carefully gathered hazard long-events. You therefore can't base an entire deck around this card, because your strategy would be in ruins if your opponent gets a Gates of Morning out. Still, if you're willing to take the risks this is a great card. 

Vanish in Sunlight! 

Resource: Short-Event

Modify the prowess of one Nazgul or Undead attack by -2 (by -4 if Gates of Morning is in play). 



Vanish in Sunlight is a great card for all kinds of uses. Its very simple effect of reducing Nazgul or Undead prowess is nonetheless useful for a wide variety of situations. The main time to use this is, of course, against a Nazgul or Undead attack. You can play it to make Nazgul seem more normal and Undead seem downright weak. Especially with the rarely-out Gates of Morning. This card is more likely to be used against Nazgul than Undead, since Undead are generally not very powerful and in many situations you don't need to worry about them. Therefore, this card is best to use with any strategy which ventures into Nazgul-patrolled spaces, allowing you an additional safety against an unfortunate Nazgul attack. You can also use it for shadow-lands and holds, since those are sometimes Nazgul-filled with Fell Beast. Finally, you can use this to counter one of the often-important elements of a corruption deck, undead-forced corruption checks. This card can effectively eliminate those, too. However, you still do need a decent character to counter these attacks, even if it's not as dangerous as before for them, so against Khamul or whoever Glorfindel-level characters are still needed. Overall, Vanish in Sunlight is a nice little assistant against those nasty and often very destructive Nazgul attacks.

Secret Entrance

Resource: Short-event

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



Aw, you're probably saying, it's not that great. Sure, it can protect you at one site, which is useful for places like Moria which are dangerous, but not Mount Doom (because it explicitly says so on the card), where it'd be used most. But think of the full potential of this card. For instance, if you're trying to play a Gold Ring, for which most of the needed sites are quite dangerous, this card can be a lifesaver. Or, as I said before, Moria. Or anywhere else you think it's needed. Though it can't help against automatic-attacks, just play Dark Quarrels.

It can be very psychological, too. Use this and a couple of other avoidance cards and keep away hazards for a couple of turns, and your opponent may start discarding some of those killer creatures that he has just sitting there. This can completely disrupt your opponent's strategy, so that when you come out of hiding his good hazards are already gone and he has to wait for his deck to run out (if you're on your last deck, this is especially useful) before he gets them back again. Also, of course, this keeps your characters untapped, so they can work right away when they get to a site.

There are, admittedly, some bad features to this card, though. Like the fact that your sage is still tapped. And how it can't be played for dark-domains, eliminating the worst sites and much of the potential to ward off Nazgul. Also, a lot of people would probably have the more powerful party and be able to fight off hazards then the weak one which can't do a thing to them. But overall, this card is quite good, if your deck doesn't have too many strong characters. 

Frodo

Character: Scout/Diplomat Hobbit
Mind: 5
Direct Influence: 1
Marshalling Points: 2
Prowess/Body: 1/9

Unique Unless he is one of the starting characters, he may only be brought into play at his home site. All of his corruption checks are modified by +4. -2 marshalling pts. if eliminated. 

Home site: Bag End 



Yes, we all know Frodo, assuming you've read The Lord of the Rings (which by my estimates 95% of the people who play the game have). But he's not only famous, he's also a great card. Partly by the same things that make Mount Doom a great card, but also partly just for his basic abilities. Let's first look at his good features. 

The first of these is that he's a Hobbit, making him only count for half a character towards the hazard limit. But he has features much better than just that. Being a Scout and a Diplomat's handy, especially with Old Friendship (which adds even more to one corruption check). And 2 marshalling points aren't something to sneeze at. 

But his main attribute is his corruption bonus. +4 to corruption checks is, quite simply, great. He can play Cracks of Doom and nullify its negative bonus. His points almost nullify the corruption from The One Ring, making him the perfect card to carry it (as he was in the books). 

There's lots of use for his corruption modifier. If you have a high-corruption item, just give it to Frodo and it'll be safe. He's also perfect for almost any item, especially one that needs to be stored, because of the corruption checks there. Of course, all the corruption cards your opponent has probably won't get played on him, so no help there, except that then he ends up with almost no danger of corruption (the car alarm factor - though it doesn't actually stop the thief or even cause him much trouble, it makes their job just enough harder to choose another one to steal instead). And try him with Bilbo...

Like almost all cards, though, Frodo too has bad features. He's quite weak, with only 1/9, so he's likely to get wounded at the slightest attack (though he'll usually win the body check afterwards). And his -2 marshalling points if he is killed. Plus the worst feature of all - he can only be brought in at Bag End unless he's a starting character (though since there are so few hobbits I just make them all starting characters for the ease of it). And Bag End is a fixed card, meaning lots of people who only buy one starter don't get it. But still, he's a pretty good card if you use him right. 

Witch-king of Angmar

Hazard: Creature or Permanent-event

Region Keys: Dark-domains
Site Keys: Dark-holds
Marshalling Points: 6
Prowess/Body: 17/12

Unique. Nazgul(1st). May be played as a hazard creature (with one strike) or as a permanent-event. As a creature, may also be played keyed to Angmar, Gundabad, Gorgoroth, and Imlad Morgul; and may also be played at sites in those regions. If played as a permanent-event, it will remain in play until tapped during the opponent's movement/hazard phase (tapping counts against the hazard limit). When tapped, Witch- king of Angmar becomes a long-event and causes all Shadow-holds to become Dark-holds. 



WOW! Even better than Will of Sauron (and that's a pretty big thing to say). A creature attack that CANNOT be defeated without special enhancers (its body is 12, after all) and that has enough prowess so that it automatically wins against non-enhanced characters with 4 strength or less, and has a likely chance of beating almost any one. Plus, with cards like The Pale Sword (which increases his strength by 1 plus the number of Nazgul permanent-events in play, i.e. if you have 3 Nazgul permanent-events in play he automatically wins against any non-enhanced character) and The Nazgul Are Abroad he can become an almost invincible hazard attack.

Its other ability, the permanent-event one, isn't that great, but even it's useful. Mostly it means you can play Nazgul at shadow-holds, though since there's other cards that do that and don't count towards the hazard limit every turn, you'd be better off using one of them and saving the Witch-king for his other, better use. Plus his permanent-event becomes a long-event when you actually use it.

He only has a few drawbacks. One of these is the 6 marshalling points, not significant because if a company can defend against a 17 prowess attack reasonably well they deserve the points (plus they'll probably win anyway). 

The other is his limited keying. Dark-Holds and Dark-Domains are rarely traveled to or through by companies, so they can avoid you on that, and the regions he's playable at are mostly dark-domain anyway (and you can use him or another card to make lots of the non-dark domain ones dark domains). However, if you use him right (and with Nazgul I'd recommend you make a hazard deck almost based around them, making as many sites as possible dark-holds and playing the things left and right), he's a great card. 

#254: Witch-king of Angmar

Overconfidence in a prophesy can be fatal, shown in both Macbeth, who's life was not to yield "to one of woman born," and in the Witch-king, who would not be killed by "no living man." 

Witch-king of Angmar - Hazard Creature/Permanent-event - 6 MP - 17/12 - 
Playable: Dd, Dh 
Unique. Nazgul (1st). May be played as a hazard creature (with one strike) or as a permanent-event. As a creature, may also be played keyed to Angmar, Gundabad, Gorgoroth, and Imlad Morgul; and may also be played at sites in these regions. If played as a permanent-event, it will remain in play until tapped during the opponent's movement/hazard phase (tapping counts against the hazard limit). When tapped, Witch-king of Angmar becomes along-event and causes all Shadow-holds to become Dark-holds. 

Numerically, Witch-king has the most powerful strike in the game. It will automatically wound any character of less than five, and has a good chance on almost any other. Further, if you can manage to defeat the prowess, you have to beat a 12 body, impossible without modifiers. The best way to accomplish that is with one of the "ladies" of METW, preferably Eowyn or Peath (although even they might not pull it off without an enhancer or two). He can get even more big and mean with The Pale Sword and a Fell Beast (2 28/12 attacker- chooses strikes). 

However, even though he does have a ridiculously dangerous attack, there are several reasons not to put him in your deck. First, his areas of play are few and far between (there are 5 dark-domains, 2 outside of Mordor, and 5 dark- olds, mostly in regions where he could be played anyway). His additional regions do help, although he could already attack Gorgoroth and Gundabad. Angmar can be a pleasant surprise to someone looking for hoard items in Zarak Dum, though. 

Along with his limited play is the limited frequency with which those places are visited. Chances are that a company will only be in one of those areas if they are prepared to deal with Nazgul surprises (either by cancellation or by souped up ladies). Thus, there is a good chance that Witch-king will just sit in your hand taking up space until you manage a chance to play him. 

Nazgul attacks can happen, however, but your deck has to at least be partly Nazgul-attack oriented for it to happen with any regularity. Morgul-night (with Will of Sauron if you want to take that risk) works especially well for one half, with a Fell Beast or Morgul-horse making up the other half of making the attack possible. 

And assuming you do manage to attack with him, there is a chance, although small it has happened to me, that you opponent will get 6 MPs which you can't get rid of. 

There is another option with Witch-king that can vastly help a Nazgul deck: his permanent-event ability. He can change all shadow-holds to dark-holds for one full turn (i.e. as a long-event). There are 7 shadow-holds to add to the 5 existing dark-holds, and expect more to come along in Dark Minions. There is one problem with that ability though, you can't tap him and then bring him back with an Uvatha or Mouth of Sauron to attack the shadow-hold he just converted. You can bring him back to your hand with Morgul-horse, but then he would no longer affect the shadow-holds. With The Will of Sauron, though, Witch-king becomes deadly with other Nazgul. 

Overall, Witch-king of Angmar is a very powerful card in a limited number of situations. His playability might increase with Dark Minions as the current craze shifts from hoards to the underdeep, but currently he is not worth including in your deck unless your deck revolves around Nazgul. 

Snowstorm

Hazard: Long-event

Environment. Playable only if Doors of Night is in play. Each moving company with a Wilderness in its site path must return to its site of origin. Cannot be duplicated. 



Well, not only is this card appropriate to the weather, it's also a good card. Especially if you use it in combination with The Will of Sauron, which makes it permanent (or at least until one deck is exhausted or you get rid of Doors of Night). But even without that, this card's good. Wilderness is (by my count) the most common region type. Almost all movements require passing through wilderness. Because of that, this card can effectively shut down your opponent completely. The only problem is, it also shuts you down (it doesn't say it's opponent-only), so prepare by going towards the West or the South where you can get around by water.

Another good feature of this card is that it CANNOT be bypassed. There's no way to get out of it, it's automatically there. This card is especially useful if used in conjunction with other cards. In addition to The Will of Sauron, you can also use it with Siege (to have a continuous attack on the company), Nazgul (if they're at a Dark-hold and you have lots of them in your hand), and Havens (if you're at a haven, you can keep doing stuff while your opponent waits (especially if you're at Grey Havens which is the only haven not fenced in by wilderness).

The only bad feature, as mentioned before, is that it also affects you. This can be easily avoided with planning, as described above. So overall, this is a great card, well worth having in your deck (especially if you have Will of Sauron). 

Shadowfax

Resource: Ally

Prowess/Body: 2/8
Mind: 2
Marshalling Points: 1

Unique. Playable at Edoras or Dunharrow. If his company has only one character and a Hobbit at the end of the movement/hazard phase, tap Shadowfax to allow his company to immediately move again; an additional site card may be played and an additional movement/hazard phase follows for that company. 



An okay card, with a great ability but an annoying limitation (two of them actually). First let's talk about the ability. The ability is very useful - it pretty much gives you an entire extra turn. Especially since it's not just a long-event one, but a permanent ability caused by tapping (and since Shadowfax isn't an especially good fighter, you probably can safely leave him tapped). This is especially useful if you're playing with a "wandering wizard" strategy, since it allows your wizard to wander much faster. It's almost useless in destroying the ring, since it's not that far to move and it's dangerous enough so that you want a bigger party.

It's perfect, though, for getting Factions and Allies, since you can now reach all those obscure sites off in some rarely visited corner of the map. The main party for this is an extremely enhanced Wizard - say with 10 prowess or so, or a strong character with high influence.

He's also perfect if you play him with a Hobbit, since then the Hobbit can make him a company by himself, and keep shuttling around various other characters to where they need to go (the Hobbit's needed for when he has no other character).

There are, however, severe limitations to this ability that make it a lot less useful. First there's the fact that he's only playable at two sites, one of which (Edoras) is fixed and only in 1 out of 5 starters (so if you only get one starter chances are you won't get it) and the other of which (Dunharrow) is rare. This can cause major problems for players who don't have lots and lots of cards. Also, he can only take a character and a Hobbit. I personally think it should have been two characters (although he was only used for carrying Gandalf and one of the Hobbits, there's no reason another non-little person could have fit there instead), but since it's only one and a half, you have severe problems with hazards come up.

None of the Hobbits have much prowess (all the ones I know of have only 1) and chances are that one character will at least get wounded at some point, and probably killed. So, overall, this card is only useful if you're willing to take a big risk or play lots of enhancers on characters, but if so, it's pretty good. 

Old Friendship

Resource: Short-event

Diplomat only. +5 to an influence check against a character OR +4 to a corruption check made by a character in the same company. 



Okay, this card has two main effects: it can increase influence checks or corruption checks. There are tons of uses for this. Let's start with the first one. This is a little less useful than the second, but still good. From what I interpret the meaning as (I.E. only checks against an OPPONENT's character, since you don't have to do a check to influence your characters), you can use it as a powerful weapon against your opponent. If your opponent has a great character out, with lots of allies and factions plus possibly a few good items (like The One Ring) you can use this to get rid of all of them. Plus you get the character, nice if they're a good one like Elrond or Aragorn II. 

But now on to the second, better (IMHO) skill. Corruption, as anyone who's played the game more than once knows, is a very dangerous thing. It can cause you big problems with Wizards (and since all of them except Alatar, who's good enough to use anyway, are Diplomats, it's good with them) and with regular characters as well. Plus, it's one of the biggest hazards in destroying The One Ring.

But with this card, you get a much better chance of succeeding in a check. If you have Gandalf, for instance, destroying the ring, and he has no other items (6 corruption points, therefore, for The One Ring), play this to nullify the -4 check, making you with his +1 to corruption need just a 6 or higher on a roll to succeed. Or play it on Frodo in the company for an almost automatic win (overall, +8 to a check with 6 points, making +2, -4 for the Cracks check to just need a roll higher than 2 to win).

There are only two problems with this card. One, it's a one-shot card, meaning you can't benefit from its effects more than once a deck reshuffle (and it's not a spell, so you can't just recycle it with Saruman), though I think that ICE should have made a card like Resurrect in Magic (correct me if I'm wrong on this, magic fans) or Palor Toff in Star Trek to re-use cards you've discarded.

But still, this limitation isn't that bad, considering its great effects. And this card can be duplicated (it doesn't say otherwise). And the other limitation is the Diplomat Only one, which doesn't seem like much of a problem since enough characters are diplomats so that most parties have them. So overall, this is a pretty good card, for almost any deck. 

Abductor

Hazard: Creature
Region Key: Border-land
Site Key: Border-hold
Prowess/Body: 10/-
Marshalling Points: 1

Men. One strike. Each non-Wizard defending character wounded by the Abductor is discarded. 



A pretty nice card. Let's use the usual plan of good and then bad points. First the good points. It has 10 prowess, enough to have a good chance of defeating many characters and the possibility of defeating any of them. Secondly, it only gives your opponent 1 marshalling point if killed, relatively insignificant. Third, and most importantly, it kills any character it wounds. This doesn't work on Wizards, but that doesn't matter much since a wizard has a good chance of killing it anyway.

Think about, though, all the ability of this. It's the perfect Hobbit-killer, since they have such low prowess. Just play this on a weak or hobbit-heavy party, and it'll almost definitely kill one of them. Play these in groups (remember, it's not unique) to possibly kill of an entire company of weak characters. Just try 3 of these, on some party with about a maximum of 4 or 5 prowess (I've seen parties like this, or at least mostly this) and wreak havoc.

One of my many ideas is a "quick-kill" deck; make it with cards like this, Nazgul, a couple of other power creatures, and some enhancers to make them stronger and playable, and start rapidly destroying your opponent's weaker companies and characters until he has almost none left, and just a few strong ones who also soon fall prey to Nazgul and other powerful attacks. Enhance one of these guys to 15 or so and kill a powerful character with it.

There's only one main problem with this. It's only playable at Border Holds and Lands. There are a good deal of those, and a good deal of cards that cause those, so you won't find yourself with no places to play these guys, but it can be a problem. Overall, though, this is a very good card, especially in groups. 

Galva

Character: Scout/Sage/Diplomat Man
Mind: 4
Direct Influence: 1
Marshalling Points: 1
Prowess/Body: 0/9

Unique. +2 direct influence against the Men of Dorwinion faction. Against Nazgul, +6 to her prowess, and his body is halved (round up). 

Home site: Shrel-kain 



Okay, mediocre character, but a possibly decent skill, despite all her disadvantages. The possibly good skill is her +6 prowess against Nazgul, and halving their body. Though 6 prowess isn't enough to defeat a Nazgul's prowess with most of them, halving the body can make it worthwhile anyway. Play a couple of enhancers on her, to get her up to 10 or so prowess fighting Nazgul, and she has a chance of getting the huge killing bonus, since several of their bodies (including the Witch-King) are 12, halved to 6, making it quite possible to defeat them and get the points.

She's a great Nazgul-killer, as long as you enhance her. Against anything else, though, she's like a Hobbit, and can like them be killed (or discarded, anyway) by abductor.

The other slightly nice thing is the +2 D.I. for Men of Dorwinion, which is a 3 M.P. faction that has a +1 bonus for Men, and only needs 6 in the influence check. Pretty easy way to get 3 M.P.

Plus, as I said before, you can get those Nazgul bonuses with this, so this card's main purpose is M.P. gathering (and therefore it's almost pointless in a Ring or Kill-the-wizard deck).

However, there are a few problems to go along with the advantages. First, there's the extremely low prowess, making this card an easy target for attacks. The body is high enough so she could take a while to die, but she'll be almost constantly wounded and tapped, making it difficult to get a chance to use her.

Also, her home site, though it doesn't matter too much, is filled with border lands and wildernesses in the site path, making a little trouble with the 2-wilderness creatures and a lot of trouble with Abductors. Still, all things considered, this is a pretty good card for M.P. win decks with lots of enhancers. 

Treebeard

Resource: Sage Ally
Mind: 3
Marshalling Points: 2
Prowess/Body: 8/9

Unique. Playable at Wellinghall. May not be attacked by automatic-attacks or hazards keyed to his site. Discard Treebeard ifhis company moves to a site that is not in: Fangorn, Rohan, Gap of Isen, Wold & Foothills, Endehwaith, Old Pukel-land, Brown Lands, Anduin Vales, or Redhorn Gap.



Well, that is pretty good. There are, like most cards, problems to go along with those features, but still, all in all, quite good. The first, and main good feature is the 8/9 stats. There's only one character that good, Glorfindel II, and he has 8 mind compared to Treebeard's 3. There are a few allies that good or better, but Treebeard's the best Ent and one of the best of them.

He's especially great with Hobbits, who need a strong helper like him to aid in their battles. Also, the 2 M.P. are handy. Plus, he can't be attacked at his site, helping a little if you're going through easy territory to a hard site (such as Mount Doom, for instance, though the path there is also hard).

The main thing is the 8/9. This is actually also good in combos. Instead of enhancing a character, enhance Treebeard, get him up to a 12 or so, and use him against the powerful attacks in the lands he can go through (some wilderness, a couple of border-lands and a shadow-land). BTW, I believe, though it reads Redhorn Gap on the card, they meant to say Redhorn Gate - I've checked over the regions again and again, and there is no Redhorn Gap.

That brings us right into the bad part of Treebeard. He can only be in one of those rather limited set of regions, or else he's discarded. I'm not sure what the logic of that was, though he didn't go into any other regions there was no reason in the books that he couldn't, I suppose that it worked better in the game design.

This problem, though, prevents him from being a great ally, and instead makes him more like an escort through that territory, only around while you're there. Sort of like Tom Bombadil, who's a 12 prowess ally, also with 3 mind, but is only available in 4sites. Once again, he's an escort.

Still, this can be a useful strategy, possibly in combination with Shadowfax; set up a character or a wizard on Shadowfax, and send him around gathering powerful allies like this one to help your bigger companies which are coming. Great for M.P. - not only do you get the ally M.P., but you can also visit dangerous sites to get high-M.P. factions in play. There is one possible error in Treebeard, since he only limits going to sites in outside regions, he could very well walk the company through a dangerous area and stay with one character outside while the rest went the final step to the site. Overall, a pretty good card, though it is rather limited because of the region constraints.

Elrond

Character: Warrior/Sage/Diplomat Elf
Mind: 10
Direct Influence: 4
Prowess/Body:7/9
Marshalling Points: 3

Unique. When Elrond is at Rivendell, his controlling player may keep one more card than normal in his hand. -3 marshalling points if eliminated.

Home Site: Rivendell



That is one great character. Better for general use than Frodo, though I still prefer Frodo because of the corruption bonus. But Elrond comes only a little below him, at 3rd or so for non-Wizards (I give Aragorn II second, I'm reviewing him in a few weeks). Elrond's got a lot of good features, and almost no problems.

First, he's 7/9. Being 8/9 was the main attribute of yesterday's card, and the 7/9 is only one of many of Elrond's features. Another one is his high influence. I personally rate a card by its influence minus its mind for that area, giving Elrond a -6 (Frodo has -4, by comparison, while the Wizards all have 10(!)) 4 influence can control lots of characters, especially with bonuses. Though -6 isn't that great, it's still pretty good, for all that Elrond gives you. If you give Elrond The One Ring, for instance, he gets 9 influence, almost as much as a wizard. 

Also, the 3 marshalling points are quite handy. Also, he's got one more feature. When he's at Rivendell (his home site), his controlling player gets to keep one more card than normal in hand. Just think about the use of this. Pallando has this feature as his main one, and he's a wizard, for crying out loud, the moral of which is that instead of getting Pallando you should put down another wizard and get Elrond (my scathing Pallando review is coming soon, too). But the feature is a useful one. You can make even bigger hazard combos with this. Yes, you can now fit all nine Nazgul into your hand at once. Or you can combine the 3 elven-kings (well, that's what I call them, anyway): Elrond, Galadriel, and Cirdan, who each have this skill (actually, they're very similar in general) for a total of THREE more cards than normal in hand, bringing it up to ELEVEN(!). Or add Pallando, pathetic wizard though he is, for four extra and TWELVE cards. Think about this. You can unleash veritable armies of hazards at your opponent's larger companies at once. Wouldn't it be nice to see one of those 9-character non-hobbit companies, and actually be able to play 9 hazards on them? Now you can.

There are only two main problems with Elrond. The first is the -3 M.P. if eliminated. This is trivial, since if you're smart about it you'll probably keep Elrond at home anyway, free from all danger. And the other one, slightly larger, is the 10 mind. First of all, this is offset by the 4 direct influence, making it (IMHO) really only 6 mind, not that bad. And also, 10 mind is only 1/3 of all your influence (assuming you have your wizard revealed) and this card's worth that much. Overall, a great character, as long as you're willing to give up the 10 mind. 

#255: Elrond

Elrond, although just half-elven, was perhaps the mightiest of the Elven Lords. He was also a great influence in both the Hobbit and LotR. However, he does not come without a price. 

Elrond - Character - 3 MP - 10 Mind - 4 DI - 7/9 - Warrior/Sage/Diplomat Elf - Home site: Rivendell 
Unique. When Elrond is at Rivendell, his controlling player may keep one more card than normal in his hand.-3 marshalling points if eliminated. 

A first look at the stats may have Elrond jump out at you. In terms of prowess/body, he is the second most powerful character along with Beorn (even more powerful than wizards). Aside from wizards, he is one of only three characters with 4 real DI (other characters may get a boost above 4 for certain cards). His 3 MP is also the top of the crop for characters. His other stat may actually be the most important of all: 10 mind. 

10 mind is higher than any other character, and is half of your direct influence (basically a third if your wizard is out). So in order to control this great character, you have to devote quite a lot of mind to him (which usually involves building your deck around him being out). 

Beyond just his stats are his abilities. First, you lose 3 MP when he's eliminated (i.e. killed or misses a corruption check by more than 2). It's pretty hard to kill him, but this (mis)feature makes it much more attractive for your opponent to try. You could virtually avoid this, however, and gain his other ability at the same time: leave him in Rivendell and keep an extra card in your hand. The benefits of this are really good, as I explained in the Istari review, but in order to keep it working all the time, you have to leave him in Rivendell, eating up 10 GI (or, if your wizard is in play the movement of your wizard and all his DI). There is yet another advantage to keeping Elrond in Rivendell: Vilya. 

Vilya was recently lowered in use by quite a bit by recent , but it is still a powerful card, almost enough to justify putting Elrond in your deck for. In addition to Vilya's prowess/body/DI modifiers, if Elrond is in Rivendell (which has beneficial effects anyway) you can take 3 resources from your discard pile and shuffle them in your play deck. With 3 of these you can keep recycling them and another card or two, but even just one can be quite useful. Maybe it's an event that's really useful, an item you lost in a corruption check, a faction that got dispersed, etc. You can bring it back into your play deck and not have to wait for a whole cycle. Or you can bring 5 cards into your discard from your sideboard with your wizard and then bring 3 into the deck. All this for the (fairly) minor disadvantage of a -3 corruption check (well, if he doesn't have any items you should be okay). 

So all in all, Elrond is a very good character who is balanced by his high mind and the fact that you can't have all of his abilities at once. 

Precious Gold Ring

Resource:Gold Ring Item
Marshalling Points: 1
Corruption Points: 1

Discard Precious Gold Ring when tested. If tested, make a roll (or draw a #) to determine which ring card may be immediately played:
The One Ring (10,11,12+); a Dwarven Ring (8,9,10,11,12+); a Magic Ring (1,2,3,4,5); a Lesser Ring (any result). 



I can't really say, "Wow!", or anything like that, because there's not much of a point of reference. Among the 3 gold ring items, this is probably the best unless you're trying to get out a Magic Ring, in which case Beautiful Gold Ring is best. By the regular scales of cards, this is a perfectly bland card - the 1 marshalling point is roughly equal in value to the one corruption point, so the two balance out. The main thing, however, is the numbers after the ring types. 

I suppose I should first give a brief explanation of how rings work. To bring a ring into play, you must first bring in a Gold Ring Item like this one at an appropriate site. Then you test it, with a variety of different cards which each obtain their number slightly differently (from 2 rolls, choosing which one to use to 1 roll with 1 point subtracted from the roll, to bringing any one into play except The One). But they all in the end get you a number. Then you may play a Special Item Ring (a ring that's a special item) of the type allowed by the gold ring card. Since there are various cards that can modify the roll, 12+ counts for a little more than a regular number since if you got a 12 modified by +2 then you can only use it if the ring's OK with 12+. Though 12 by itself doesn't count for much because it's one of the least likely dice rolls. So, this card's the best available for The One Ring and Dwarven rings, and since those are (IMHO) the most powerful, it's the best Gold Ring.

Of course, over the next 6 reviews I'll be doing all four types of ring, plus two ways of testing them (and maybe I'll throw in a bonus idea, think back to the poem to see which type of ring doesn't exist yet in the game...). But, anyway, overall this is a necessary card in ring decks, and pointless otherwise (unless you're REALLY desperate for marshalling points). 

The One Ring

Resource: Special Item
Marshalling Points: 6
Corruption Points: 6

Unique. The One Ring. Playable only with a Gold Ring and after a test indicates The One Ring.
+5 prowess (to a maximum of double the bearer's starting prowess), +5 to body (to a maximum of 10) +5 to direct influence. Bearer may make a corruption check modified by -2 to cancel a strike; this does not work against Undead and Nazgul strikes. +1 corruption point to every character in the bearer's company. 



WOW! WOW WOW WOW! This card is incredible. It has the combined features of about 5 different cards, plus you can destroy it (though it's tough to part with, considering how great it is) to win the game. And there's only one difficulty with it (other than the fact that it needs the complicated rigmarole of bringing out any ring): the corruption. Let's go over each of these attributes.

First, there's the +5 prowess to a maximum of double the starting. That's pretty difficult to get by itself, never mind with lots of other cards. It's best used with either a Wizard (they all have 6, and you really want to defend them) or a Hobbit (since they have it so low and can therefore be wounded so easily). +5 prowess on someone with 6 or more brings you right up to acceptable killing range for Nazgul, even The Witch King (you just need above a 6 to defeat it and get the SIX marshalling points). Though you'd need to get the body down first (try Galva, see below). Also useful with Galva, since she gets up to TWELVE prowess making Nazgul kills incredibly easy (especially with their halved body).

Next, there's the +5 body. It can make anyone almost invincible, but is not too useful because it's only up to 10, and many characters (if not most) have 9. There are, however, some who this would be useful for, mostly commons but a few rarer ones too. But overall, in my opinion, this is the least useful of The One Ring's skills.

After that, there's the +5 influence. Think about that. Most characters have 5 or below mind points. Therefore, this effectively allows you AT LEAST 1 extra character, and possibly more (there are several 1 and 2 mind characters). Or try this with a Wizard to have almost as much direct influence from them as you do general (15 points to your 20). Plus it's great for those really powerful characters who don't have much influence, or those characters with 1 or 2 who could get a lot more use out of just a few more.

Next, there's the strike cancellation. This is somewhat useful, but not that much. The -2 corruption check is difficult, especially with the 6 corruption points for The One Ring, but the reward is reasonably worth it. The bearer doesn't even have to tap, after all, so for someone like Frodo this is great. Especially against those really powerful but few-strike creatures who you encounter in the areas you have to go to use the best feature of the Ring (see below), like Nazgul and Dragons.

Also, there's the SIX marshalling points. Here's the other things that give you that much: 

· Killing Khamul the Easterling, The Witch-King of Angmar, or Shelob (each extremely powerful creatures) 

· Bringing the Army of the Dead faction into play, which requires Aragorn II, a rare site, and one other card, Paths of the Dead. Compared to those, The One Ring seems easy.

You may not need marshalling points to win, though, if you win the game by destroying The One Ring. This is the best feature of it. I mean, for crying out loud, it lets you WIN THE GAME! You can either do this by destroying it with Cracks of Doom (though the -4 corruption check can be murder) or with Gollum and Gollum's Fate (which does it without the check). Either way, it's worth it, since it lets you WIN THE GAME, though you lose it and don't win the game if you fail the check (so make sure you have a good chance, or else the 6 marshalling points will help you win better). Like I said, it's a great feature.

There is, however, one bad point. This item has incredibly high corruption. Not only does it have 6 corruption points for its bearer, it also has 1 for everyone in the bearer's company. Therefore, you probably want either some enhancers like Old Friendship or an automatically enhanced card like Gandalf or Frodo to carry it. But still, overall this is a great card, the best one in the game (and MOST of my raters agree) and great in any deck as long as you have the cards to get it in play. 

Dwarven Ring of Thelor's Tribe

Resource: Special Item
Marshalling Points: 4(6)
Corruption Points: 3(5)

Other bonuses: +2(7) direct influence, +2(4) prowess, +1 body

Unique. Dwarven Ring. Playable only with a Gold Ring and after a test indicates a Dwarven Ring. Values in parentheses apply to a Dwarf bearer. Tap a Dwarf bearer to search your play deck and/or discard pile for any one or two minor items; place these items in your hand and reshuffle your play deck. Bearer makes a corruption check modified by +2. 



Pretty nice, especially if you like using Dwarves. For a couple of things with them, it's actually BETTER than The One Ring (namely in direct influence and corruption), and it's equal in marshalling points. Also, it's a lot easier to get out, especially if you have Ringlore (a card I'm reviewing in a few days). BTW, since it's pointless to play this on a non-dwarf bearer with so many dwarves available, I'm reviewing it with its Dwarven stats.

Basically, in most features all the Dwarven Rings are roughly the same, except usually one unique feature. But before we get to that feature, let's do a general thing on Dwarven Rings. First, the 6 marshalling points. Great. See The One Ring for details. Second, the direct influence. SEVEN direct influence changes your mediocre influence dwarf into a full wizard in terms of power. Once again, see The One Ring for more (in fact, most of these are elaborated in The One Ring).

Also, there's the prowess, almost as good as The One Ring for dwarf bearers (in some ways, better, since there's no limit). The body is barely worth mention, 1 point won't help you much generally. Finally, there's the marshalling points. These are useful, same ways as The One Ring (once again). I'm just referring back to The One Ring to save you time in getting this article, since all I'd otherwise do is just paste it in from that issue.

Finally, there's the main (and unique) feature of this card. It's not as good as some, for instance, Durin's (which UNTAPS A SITE, I'm reviewing it shortly), but still okay if you have lots of items. Minor items aren't that useful, but getting two of them instantly is nothing to sneeze at. And the corruption check afterwards is minor, considering it's +2.

There is, however, as in The One Ring, one bad thing about this card. The corruption. 5 corruption points can put a damper on anyone's fun. If you don't have much else on a Dwarf bearer, this isn't that bad though. There's two other problems. One is getting it out, not a problem with Ringlore. The other, more troublesome one, is the Dwarf need. Personally, I like Dwarves, and keep a few in my deck, but some people don't, and for those people I wouldn't put this card in. Therefore, overall it's a great card if you have dwarves in your deck, but a good deal less useful otherwise. 

Lesser Ring

Resource: Special Item
Marshalling Points: 2
Corruption Points: 1
Other bonuses: +2 direct influence

Lesser Ring. Playable only with a Gold Ring and after a test indicates Lesser Ring. +2 to direct influence.



Pretty nice, considering all its features and its usability compared to the other rings. It has three features, and one very slight problem.

First, its main bonus, +2 to direct influence. Not that great, but an extra 2 can entirely control several characters. And it's also great for just a little extra bonus on Wizards or characters with just 1 D.I. who you want to control some reasonably good character. 

Second, the marshalling points. About as many points as some factions and about the same difficulty in bringing out, too.

That brings me right into the third, and (to me) main feature of this card: how incredibly easy it is to bring out. You're automatically successful in testing this, so there's no difficulty there, and it isn't as much of a hindrance as the other rings either. And it's always good to have one around in case you don't have any of the other cards okay in a test, to get some use out of any Gold Ring item.

There's only one bad feature, the corruption, and that's almost good since it's only 1 point. Since Lesser Ring is non-unique, you can have 3 of these out simultaneously (I think), and they make a convenient accessory for almost any character. So, overall this is a moderately good card, especially considering how easy it is to use. 

Ringlore

Resource: Short-event

Sage only, only playable at a site where "Information" is playable, and only if a character in his company has a Gold Ring. Play to test a Gold Ring. No roll (or draw) is used. The player may replace the Gold Ring with any ring from his hand (except The One Ring).



This is pretty much the best method of getting non-The One rings out. Information is pretty easy to play, just use The Wind Throne which is included in every starter (only 3 7-prowess strikes, pretty easy). And this card absolutely GUARANTEES that you get the ring out. No tests, no dice rolls, no anything, just an automatic bring-out.

The only case not to use this with these is with a Lesser Ring and a testing card in hand, since that's also guaranteed and saves you the trouble of going to an Information site. The only thing you need is a Sage, one of the most common skills for characters and allies.

This card can't really be rated in terms of advantages and disadvantages, because there are none of the second (except The One Ring thing, I'm getting to that) and only one of the first. The ability, of course, quite significantly increases the usefulness of Rings. It also could make a good combo card if you have a few (especially in combo with a Durin's tribe Dwarf ring - I'm doing it in about two weeks) of them in hand and a few rings and you play them all at once, or almost all at once anyway, immediately supercharging your party. 

There is, however, one disadvantage to this card. You can't use it with the most sought after ring, The One Ring. Though this is more of a pessimistic disadvantage - "It can't do The One Ring," or "It can do the other three types." But overall, this is a great card, extremely useful in any ring deck. 

Wizards' Test

Resource: Short-event

Spell. Wizard only, and only if a character in his company has a Gold Ring. Play to test a gold ring; make two rolls (or draw two #s) and choose one result to use for the test. Wizard makes a corruption check modified by -1. 



There are two main uses to this card, and only two slight weaknesses. First the uses. One of them is for testing rings when you don't want to go to an Information site to use Ringlore (or when you have one conveniently in hand when you get the ring). This, of course, is the basic use of testing cards. This one has an advantage, though - its double rolls. Especially if you combine this with Scroll of Isildur (though one rules question: does the scroll count on both rolls or only one?), which gives you +2 to a roll (handy unless you're playing a Magic Ring, in which case it's exactly the thing you DON'T want, since low rolls are good for those). 

In general, though, this card's good, because it doubles the probability of getting the roll you want. Of course, to me, the second use is the better one, getting out The One Ring. This cannot be done with Ringlore, which I would recommend over this test otherwise. But The One Ring needs this card to be brought out.

This card makes the probability pretty good (I didn't want to spend the time to calculate the exact ones, with so many people willing to do it already) for The One Ring, good enough to make it an even more useful card than it already is. Finally, this card is great with Saruman, who can recycle spells just by tapping, because it virtually gives him Gandalf's ability in addition to his own (except it's -1 instead of +1 to corruption checks).

There are, as in most cards, a few problems with this one. The first is the "Wizard only" line. Though the best card to play this with (Saruman) is a wizard anyway, there are many companies that don't have Wizards and players who don't like exposing theirs. Also, with the main use of this card, bringing out The One Ring, there will be lots of opportunities for corruption (automatic 1 pt. for all characters in company, plus lots more if you try to destroy it) which could destroy your Wizard and remove you from the game. Plus, there is the -1 corruption check, a relatively minor amount but still significant. Overall, this card is the second best way to test rings next to Ringlore, and the best for testing The One Ring. 

Magic Ring Of Courage

Resource: Special Item
Marshalling Points: 3
Corruption Points: 2

Magic Ring. Playable only with a Gold Ring and after a test indicates Magic Ring. Gives the bearer warrior skill. If the bearer is already a warrior, he gets +2 to prowess. May not be duplicated on a given character.



Not exactly the best type of Ring, but one of the most interesting. Basically these rings (talking for all of them and not just this one) give you any of the five skills you want. Particularly useful are some of the rare ones, like Diplomacy (Magic Ring of Words) which can be used, among other things, for Old Friendship (great card, but it requires diplomacy).Unlike all the other rings, it does not have any standard statistics modifiers, other than the 3 marshalling pts. and the 2 corruption pts. The only one it does have (in this ring, anyway) is the +2 prowess. This is useful, but not as much as some ring modifiers. So the main one is the skills. Here's a list of all the resources that require each skill (the number in brackets is the number of characters and allies who have each skill):

Warrior: Black Arrow, Block, Great-Shield of Rohan (not required, but adds additional skills), Hauberk of Bright Mail, Lucky Strike, Muster, Risky Blow, Sword of Gondolin. (49)

Scout: Concealment, Hiding, Lucky Search, Morannon (among other requirements, it's a very interesting card), Stealth, Thorough Search.(28)

Sage: Align Palantir, Anduril, Book of Mazarbul (gives extra benefits),Dreams of Lore, Far-Sight, Palantir of Elostirion (gives extra benefits), Reforging, Ringlore, Secret Entrance (adds extra skills), Test of Form,Test of Lore, The White Tree, Use Palantir.(23)

Ranger: Anduin River, Ash Mountains, Ford, Misty Mountains, Mountains of Shadow, White Mountains. (20)

Diplomat: Eagle-mounts, Lordly Presence, New Friendship, Old Friendship. (23)

Though Warrior is the second most used skill, it's also by far the most common, making this card not that useful. So, overall this card's not too great, there's easier ways to get 2 prowess and warrior skill is worth almost nothing, so it's only good for the M.P. (and there are factions easier to get out than this).

Pallando

Character - Warrior/Ranger/Sage/Diplomat Wizard
Mind: 0
Direct Influence: 10
Marshalling Points: 0
Prowess/Body: 6/9

Unique. His controlling player may keep one more card than normal in his hand. Opponent must discard his cards face-up. 

Home site: Grey Havens 



This is THE WORST of the five Wizards. His two abilities are incredibly weak compared to those of the others. About his only good features are the ones all Wizards have: 6/9, 10 d.i., lots of skills, etc. But other than that, his abilties aren't particularly good. The only reason you'd possibly want one of these in your deck is if you only buy one starter and want two different wizards. Other than that, it's pointless. A wasted wizard. Should have made him better, more fitting with the other four.

Let's go over his two skills. The first is that his controller gets to keep one more card than normal in hand. Note that it's MAY, not MUST, so if any cards appear (or are already out there that I'm unaware of) that damage you for having your hand the wrong size (like Black Vice and Rack in Magic) it doesn't have to happen, though then you have even less of a reason to keep him.

I'd personally go with one of the three "Elven-Kings" - Cirdan, Elrond, or Galadriel, all of whom have this skill and let you put in a Wizard as well. The other skill, almost pointless, is that your opponent has to discard his cards face-up. So what? This isn't like Go Fish or some game where you can get his discards. All it does is show you how good his hand is (by how good a card has to be to be worth keeping) and he can bluff about that if this card's out.

So, his two abilities stink. His mix of skills is okay, I suppose, Scout isn't that great a skill, but they aren't enough to compensate for his really bad abilities. Overall, this card is the worst of the Wizards, practically unworthy of the title, and does NOT belong in your deck. 

Shelob

Hazard: Creature or Permanent-event
Marshalling Points: 6
Prowess/Body: 18/9

Unique. Spider. May be played as a hazard creature (with one strike) or as a permanent-event. As a creature, may be played at any site in Imlad Morgul or Gorgoroth.
If Doors of Night is in play, Shelob may also be played as a permanent-event that gives +1 prowess and +1 strikes to all Spider and Animal attacks. She may opt to attack from a permanent-event state and recieve these bonuses, but her attack counts for one against the hazard limit. Discard when Shelob attacks or when Doors of Night leaves play. 



Wow! A non-Nazgul hazard creature that's at least as good as the Nazgul themselves. Her only disadvantage from the Nazgul is that she's not playable at all dark-domains and dark-holds, just sites in the two deadliest regions in the game. Still, she's another good way to keep parties away from destroying The One Ring (other than my preferred strategy, save up Nazgul when they get close to Mount Doom so you can unleash all 9 plus The Pale Sword on a large but unsuspecting company and totally annihilate them).

Let's first deal with the basics. 18/9. The highest non-modified prowess of any hazard creature, shared only with Khamul the Easterling (the second best Nazgul next to the Witch-King, IMHO). Body high enough so that it's unlikely she'd be defeated (6 marshalling pts., yes, but at what cost victory?). A spider, so none of those tricksy Eowyn or Galva dodges (+6 prowess for them and half body for opponent).

Plus her other feature, which makes the card even better. First, to other attacks her second skill is pretty useful. Spider and Animal attacks can be pretty tough, especially with +1 prowess and, more importantly, +1 strike. But her real power lies in playing it on herself. 19/9, and TWO strikes. Almost guaranteed to at least wound and possibly kill two characters. The hazard limit factor doesn't matter much with this great a creature.

Of course, if you play all the Nazgul Permanent-Events except The Witch King, and then play him and The Pale Sword, you get a 26/12 creature, even better, but 19/9 is nothing to sneeze at. Especially with 2 strikes. There's only one problem with this; it needs Doors of Night to pull off. But that's not too major, since any decent deck should have several Doors of Nights in it. Overall, this is an extremely good hazard, which belongs in almost any deck. 

Glorfindel II

Character: Warrior/Sage Elf
Mind: 8
Direct Influence: 2
Marshalling Points: 3
Prowess/Body: 8/9

Unique. +1 Direct Influence against Elves.

Home site: Rivendell



This card has several useful features. The first of these is simple:8/9. Particularly the 8 part. This card has higher prowess than any othercharacter. Of course, that's its main feature, but still a most usefulone. It's as powerful as Treebeard, but infinitely better. This card's anescort-power card, but unlike the other escorts it's a character and youcan take it anywhere. Characters may seem weak compared to some hazards,but remember that characters get a roll added to their prowess whencomparing. So, this card can tie any non-enhanced hazard with a roll of 10and defeat any with 11 (except for the enhanced Shelob, which needs 11 and12 respectively when in its self-enhanced state). It can defeat themajority of them with just a 4 or so (the vast majority of hazardcreatures, not compensating for rarity, are 11 or below in prowess).

There's also the Sage skill, valuable if you put him in a company byhimself for his survival.

Plus, there's the little added feature of the +1D.I. for elves, though even 3 D.I. isn't that great (though it can controlAnnalena and Arwen, and Anborn, Bard Bowman, Beregond, Bergil, Bifur,Bofur, Damrod, Eowyn, Fili, Gamling the Old, Hama, Nori, Orophin, andWacho with 2, plus Barliman Butterbur, Bombur, Dori, Dwalin, Forlong,Halbarad, Malbung, and Ori with 1). Especially when you consider thedownside of this card, the 8 mind.

But, by my ratings that's only a -6,meaning it costs 6 mind by itself including transferred mind to othercharacters, which isn't that bad (even better controlling an elf, for -5instead). And the 8/9 is well worth it.

I wonder why they choseGlorfindel, though, as the best prowess in a character - there's plenty ofcharacters who I'd say should be higher. He did kill a Balrog, butstill...

Back to the review, there is one more important feature ofGlorfindel. The 3 marshalling pts. It's as many as a lot of the factions,and easier to get out than many of them. Overall, this card is anexcellent character, especially if you play with lots of Elves, andbelongs in almost any deck.

Traitor

Hazard: Permanent-event

When the next character fails a corruption check, he becomes a "traitor" and an attack is immediately made against a character in the traitor's company. The character to be attacked is chosen by the player who does NOT control the traitor's company. The prowess of the attack is equal to the prowess of the traitor plus 10. Any resulting body check is modified by +1. [After the attack, this card is discarded and the corruption of the traitor is resolved normally (i.e., he is discarded or removed from play).)]

(the part in []s I believe has been cut out in the rules updates, I'm just putting it there for reference) 



WOW! Not only is this card great, it's also fantastically strategic (great from a reviewer convenience standpoint). I don't know of any other cards in other games (correct me if I'm wrong, game fans, but no long threads please) that have this ability, so it's a great idea of ICE's.

Actually this goes nicely with yesterday's card (you'll see why in a moment if you haven't already figured it out). It has only 1 bad part, and many good ones.

First the good ones. It has only one good feature, really, but that's because it's a one-effect card. This feature is great. It takes advantage of a character already leaving the game (not as good as if it affected normal characters, that way you could take out a Wizard, but still good), and gets you one additional bonus (or curse if you're the characters owner) on it. It allows you to take advantage of a really souped-up character who's leaving the game, among other things.

For instance, yesterday's card, Glorfindel II. He becomes an 18/9 strike, very deadly, and even more if enhanced. Plus, he's leaving the game once he dies. 

Two questions on this: 1. Do you get a creature bonus if you kill the Traitor? 2. Do modifiers affect the attack (otherwise the maximum you could get is 18/9, still the highest non-modified attack of any hazard creature curently in existence.

Or try this with some other nasty combos, like enhancing your opponent's character and then corrupting him out with this (there's no rule against this I know of), or unleashing an entire hand full of these and other corruption cards (remember, it's not unique or anything, so you can play this more than once). The errata also helps, though I don't know what the new rules are for what you do after the attack (probably treat as any other hazard creature). Plus it's great for The Free Council, when EVERY character must make a corruption check.

There's only one bad thing about this. Like many powerful hazards, it affects you too. But this is mainly usable if your opponent has high corruption and you have low corruption anyway, so this just reinforces that. Overall, a great card, especially with opponents who have powerful characters but take too many risks. 

Radagast

Character: Warrior/Scout/Ranger/Diplomat Wizard
Mind: 0
Direct Influence: 10
Marshalling Points: 0
Prowess/Body: 6/9

Unique. If his company moves to a new site during the movement/hazard phase, he may draw 1 additional card for each wilderness in his company's site path. +1 to all his corruption checks. 

Home site: Rhosgobel 



Yes, yet another card with a rater named after it.

Pretty nice Wizard. It has to come third to me, because Saruman and Alatar simply are better in my opinion (I've come around to Gandalf being fourth because I realized Saruman can do his ability better with Wizard's Test).

I prefer this over Pallando because this lets you draw extra cards, while he merely increases your hand size. Though it's like having one extra card every turn with Pallando, since Wilderness is so common you can easily get more than 1 per turn.

One strategy with him is an extreme "wandering wizard" strategy. You can, for instance, travel back and forth between two sites in Hollin and Old Pukel-Land, getting FOUR extra cards per turn. Or even better, use Shadowfax to move 8 regions, and keep going between Cardolan and Anfalas looping through Rhudaur, for EIGHT extra cards per turn. Look at the map, you'll see what I'm talking about. That's like drawing an entire extra hand. And it only needs him and a rare to do (plus the regions between and Edoras or Dunharrow to play Shadowfax at). A great boost to your strategy. 

The corruption checks modifier is also extremely nice, it's only in Gandalf besides Radagast and his skills aren't as good. The Rhosgobel home site is pretty good for this strategy, too, since it's right in Mirkwood (there's a four wilderness block between Western Mirkwood and Northern Rhovanion). But the problem is it's Southern Mirkwood, a Dark-Domain, so he could be attacked by Nazgul the moment he leaves (thus, it's often better to just play him at Rivendell, right in the heart of the bigger wilderness block).

But as a regular wizard, his abilities aren't as good, since he may often encounter almost no Wildernesses. Also, this card has NO bad parts, other than the lack of Sage skill (which is common enough so it can easily be gotten). Overall, a great card, the third best Wizard. 

The White Tree

Resource: Premanent-event
Marshalling Points: 5

Unique. Sage only at Minas Tirith.
Playable only if a Sapling of the White Tree is at Minas Tirith. Minas Tirith becomes a haven for the purposes of healing and playing hazards. 



Pretty nice. Not incredibly good, but pretty good nontheless. For reference, here's the text of Sapling of the White Tree (since I'll be referring to it a good deal):

Sapling of the White Tree
Resource - Major Item
1(2) marshalling pts, Not playable in a Shadow-Hold or Dark-hold. May be stored at Minas Tirith. 2 marshalling pts if stored at Minas Tirith. 

Okay, this card (The White Tree, not the sapling) has two main uses. The first of these is the 5 marshalling points. Combined with the 2 marshalling points from Sapling of the White Tree (well, it has to be stored at Minas Tirith for The White Tree to be playable) you have SEVEN marshalling points, more than any single card and most, if not all, other two-card combos (not counting Minas Tirith, though it's common enough in starters so most people have it).

This is a huge bonus to any marshalling point-based strategy. And it's pretty easy, too, compared to other ways of getting that many points (there is no single card that even has that many listed, after all).

And then there's also the other, more interesting feature of this card. It makes Minas Tirith a haven for some purposes. In fact, the main thing you can't do is play a character at it who doesn't have it as his home site (except Gandalf - his home site's "any haven", I'd think this is included.).

But it keeps the same "safety" of a haven in it - there's no hazard creature I know of that can attack havens (except Traitor, and that's a special case). And not many hazards in general.

Plus, you can heal characters there. This is useful if you're out there near Mordor and don't particularly want to go all the way back to Lorien to heal from that huge Nazgul attack your opponent just played on you in Gorgoroth. Plus great for getting some of those big-ticket items in the southern areas.

Only two problems with this card. The first is that Sapling of the White Tree is required. Sapling doesn't give you much except the two marshalling points for playing it. And you can even store it THREE times, for ELEVEN points (I forgot to mention that before). This is only a little useful with one, but as good as The One Ring with three, so not much of a problem. The second is that it's sage only, but that's minor since there are so many sages. Overall, a useful card, which doesn't belong in every deck but belongs in many. 

The White Tree 

Resource: Permanent-Event
Marshalling Points: 5

Unique. Sage only at Minas Tirith. Playable only if a Sapling of the White Tree is at Minas Tirith. Discard Sapling of the White Tree. Minas Tirith becomes a Haven for the purposes of healing and playing hazards. 



(note from Gandalf: since I'm leaving at noon today for Boston (Logan Airport, on my way to Frankfurt and then Budapest, if you see a Lufthansa crash today going to Frankfurt or on the 11th coming from there I'm probably on it), and won't have time to write a review before I go, I asked for volunteers from the raters to write an issue for that day. It's just for this one day, and as soon as I get back from Europe on the 12th I'll be writing them again, but this is the last issue until then. Isildur volunteered, and I was expecting another rater (who will remain nameless) to but they didn't do it (or at least not in time). After I told Isildur spefcifically not to do Pallando (couldn't have him directly conflicting my views in the COTD) he chose this card.)



At first glance it might not appear that special, it's hard to play and it only nets you 3 MP's (because you have to discard the 2 MP Sapling), but once it's out it can be VERY useful.

First off, the 3 net gain is not too bad (only a few resources give you more for less work) and it comes in miscellaneous points, which can be useful if you have a high item or faction strategy.

Next, it is impossible to get rid of this card. Once in play, you have 5 MP permanently, and you don't need to make a corruption check like you do with an item. All you need is a sage (fairly common) at Minas Tirith (which means you can't have discarded it yet) and a stored or unstored Sapling of the White Tree, which isn't too much of a problem if you plan on getting The White Tree into play (i.e. just put a couple in your deck :-).

Finally, Minas Tirith becomes a haven for the purposes of healing and playing hazards. While there aren't many hazards playable on Free-holds, there is one fairly nasty one: Assassin. More usefully, you may now heal at Minas Tirith, which is within 4 regions of 36 sites, from Mordor to Gondor and beyond. This means you can make dangerous runs to sites, return here, heal, and then dash back for more.

There are only a few drawbacks to this card. One is that if it is tapped and all characters leave it, it is discarded, not returned to the location deck like the "real" havens. Another is its difficulty to play (as mentioned above). Also, your opponent gets to use Minas Tirith as a haven as well. That reason is often not used because your opponent's deck is not counting on this card, while you can build your deck so that most of your cards are playable near Minas Tirith.

So all in all, The White Tree is a very good card with a few drawbacks, not to mention it has one of the highest coolness factors of any card in the game (IMHO of course :-). 

Isildur's rating for The White Tree: 9.0 

Thranduil

Character: Warrior/Ranger/Sage Elf
Mind: 9
Direct Influence: 3
Marshalling Points: 3
Prowess/Body: 7/8

Unique. +2 direct influence against the Wood-elves faction. 

Home site: Thraduil's Hall 



Hmm. Pretty good character, but not too great. He has some nice features, but the NINE mind points is a little steep.

First the features. He's an elf. There are many good (and also several bad) cards that can be played on elves only, and he's one of the better elves. The 7/8 is quite nice, almost as good as Elrond (who I think is worth the extra mind point for all his bonuses).

His skills aren't that great, Warrior and Sage are both rather common and Ranger isn't too powerful except for those "region-spanning" resource short-events like Anduin River and White Mountains. But there are three of them, almost as many as a Wizard.

One of his best features is the 3 marshalling points. Sure, several characters give you that many, but only Thranduil (at least, he's the only one I know of) doesn't give you -3 if killed. You can therefore bring him into all sorts of battles, and not worry about him getting killed as much as with other cards.

His +2 influence against the Wood-elves is pretty useful too; they're a +3 faction, so it's basically like getting an extra 3 points for playing him if you use his home site (which is included in all decks that include him). Pretty nice. 6 marshalling points (most of the other ways to get that are rather difficult) for just playing a character and a faction at his home site.

There are, however, several bad parts of this card. The first is the rarity - it's a fixed, only in 1 out of every 5 starters and no boosters. The second is the mind. It's only a -6 by my scale, but that's about as bad as they get. Also, there's other cards that do most of what he does better, like Elrond. Overall, a fairly good card, but mostly belonging in elf decks or faction-heavy ones, or as a backup in bigger ones. 

The Balance of Things

Hazard: Long-event

Unique. Each character has the corruption points doubled for one of his sources of corruption (the player controlling the character chooses). 



A very simple card in its effects, but extremely good. It does one thing, and has two minor problems and one major one. The thing it does, of course, is double the points from one corruption source. This can range from adding 1 extra point with a low-corruption card to making it almost impossible to win a corruption check with The One Ring (and then just play Weariness of the Heart (that's one of its few uses) or Ren the Unclean (forces checks for everyone in play) to make the corruption take effect).

Of course, the best time to play it is when your opponent has a character with a high corruption source like a ring, and no other sources (otherwise he'll just use that Dagger of Westernesse and get 1 extra point, big deal) or better yet, a wizard with a high corruption source. Like if he's being foolhardy and has given Saruman Palantir of Osgilath, give him 3 extra corruption points and make him suffer. Or here's a combo strategy that might work (I haven't seen a ruling on this yet): play Wizard's Flame or something with a -3 or so check on HIS WIZARD (I'm not sure if this is okay, but it doesn't say otherwise anywhere I've seen). That would give Saruman a total of 6 points with a -3 check, meaning that he must beat NINE in order to avoid being discarded and losing the game. In general, this is the ultimate corruption card. You could also try this with Traitor for a little added flair. Or even better, with The Will of Sauron to make it permanent and give your opponent one major headache.

Along with this great ability, however, come a few disadvantages. First and foremost, it works on you too. This could be avoided if you distributed around a few non-unique minor 1-point items to your characters in advance (it's often devastating enough to be worth the trouble) and then used them as the extra source, especially if you have a few Old Friendships around just in case they're needed.

There's also the matter of its uniqueness, though after one shot with this most opponents will be careful in the future. Finally, the minor problem of the character's controller choosing the item, though this was already discussed. Overall, a cool card, useful in almost any deck (particularly if you're willing to devote a few cards to its strategy). 

Lost in Dark-domains

Hazard: Short-event

Playable on a company that is moving this turn. If the company has a dark-domain in its site path, its hazard limit is doubled until the end of the turn. 



Basically, this card makes an already bad thing even worse. From the standpoint of the person on its receiving end, anyway. It has a very simple effect, no disadvantages to its use (other than that it's not permanent and not a long-event affectable by Will of Sauron), and a heck of a lot of power. 

Its effect is easy: it doubles a company's hazard limit. No gimmicks, no backfiring on yourself, and it doesn't even require Doors of Night in play to use. Just doubles the hazard limit in a company with a dark-domain in its site path. But think of the uses. Let's say that your opponent has a company with 5 characters, 2 of whom are hobbits so the hazard limit is 4. One of them is the Wizard, so it's definitely a good idea to kill them. They move through a dark-domain, let's say Southern Mirkwood because it's more isolated than the other big block of them near Mordor. You could normally play 4 cards on these guys, decently destructive but possible to avoid (just use one character except the Wizard on each creature, you may get several wounds and even a death but at least you won't lose the game). Four Nazgul, a quite destructive thing but not enough. Now let's say you play this card, doubling it to 8.

Think of the potential. You can play almost all the Nazgul, all 9 of them and an extra card, though that will probably require some hand size enhancers (gee, finally a good use for Pallando), if you have something else to increase the limit. In a five character company, this has a good chance of killing everyone else besides the Wizard, and leaving only him to defend and be easily beaten, thus winning you the game.

And about the only way to avoid this is not to go through dark-domains. Of course, many people can do this, but those who don't have an even bigger problem than the usuals in Dark-domains to contend with. Overall, an excellent card, that belongs in most Nazgul-equipped hazard decks. 

A Chance Meeting

Resource: Short-event

A character (even a Hobbit) may be brought into play wth direct influence at any Free-hold, Border-hold, or Ruins & Lairs. 



Well, not actually too mediocre, but not nearly the best card I've reviewed. A good bit below the midrange, but not too far. It has, like yesterday's card, a simple but powerful effect, and a semi-problematic disadvantage.

First, as always, the effect. It significantly expands the range of places you can bring a character in at. This does have a good deal of use. I think (well, this seems likely, anyway) Wizards are included in this definition too, BTW, so I'll rate it as that. [Archivist's note: you may not use this card to bring in a wizard.] This has a good deal of application. The basic one is simply bringing out those annoyingly difficult characters, Hobbits and Wizards (well, havens are easy enough to reach so it's not much of a problem to bring in others) in many more places. Hobbits because they can only be brought in at their home site after the first turn (and an all-hobbit company is a pretty stupid idea, so you can't just put them all in the beginning) and Wizards because they can only be brought in at their home site and Rivendell (except Gandalf, whose home site is any haven and therefore isn't much of a problem for this).

With this card, you can bring these guys in whenever you want. Of course, the sites are limited for it, but that's not too much of a problem, since there's enough Free- and Border-holds and Ruins & Lairs to make it pretty easy to find one. The Wizard I'm not sure about because it does say WITH DIRECT INFLUENCE, and since a Wizard has infinite mind (according to one of my raters, it's that instead of 0) you can't really influence them, but the Hobbits it says right on the card. I think Wizards should be OK - it increases the value of the card a good deal (though it doesn't entirely agree with the intent of Wizards). Another idea - use it with The One Ring. Play a ring at The Dead Marshes, then bring in Frodo, quickly wander over to Mount Doom, and dunk the ring before your opponent knows what hit him. [Archivist's note: Dead Marshes is normally a Shadow-hold, and you can't play Gold Rings there.] Plus, use it with Call of Home (which can return characters to their owner's hand) to get your character right back out again.

There's one minor problem - the "direct influence" factor. Many characters have enough mind so that it's difficult to find a character with enough of this to control them. Most of the good ones have over the 3 or so that's the limit of everyone except Wizards. So this card does well by having a Wizard out, even though one of its uses (ruling?) is to bring them out. But there's one other problem: most of this card's use is eliminated with Alatar (a Wizard who I'd rather have than this) because he can just teleport and join a newly formed company at some other site anyway. Overall, a fairly good card, though mostly useful in Hobbit-heavy decks. 

Dwarven Ring of Durin's Tribe

Resource: Special Item

Marshalling Points: 4(6)
Direct Influence: +2(7)
Prowess/Body: +2(4)/+1
Corruption: 3(5)

Unique. Dwarven Ring. Playable only with a Gold Ring and after a test indicates a Dwarven ring. Values in parentheses apply to a Dwarf bearer. Tap a Dwarf bearer to untap the site he is currently at. Bearer makes a corruption check modified by +2. 



WHOA! Great card. I mean GREAT card. The second best ring in the game, next to The One Ring. For some people, it's actually better. Of course, it's only better with Dwarves, but this is worth putting a few ones (you don't even need good ones - just mediocre will do, you just need a dwarf) in your deck for.

It has 2 good uses. The first is it's as good or better than The One Ring for some bonuses, as the previous one I reviewed is (well, their bonuses are all the same, after all). It gives you incredible increases in Direct Influence and Marshalling Points. But on to the main feature, the one it's uniquely good for, the one that by itself makes it the second best Ring. It can untap sites. I carefully searched through my cards, to make absolutely sure it's the only one, and it is.

Imagine the potential of this. Go to some difficult but useful site, like Moria or The Lonely Mountain. Send in a few extra powerful characters, maybe a Short-Event enhancer or two just to add to the fun. Defeat the automatic-attack, then leave a dwarf and maybe Saruman (for Wizard's Test) behind. You can now keep bringing out items, Rings galore, at that site without worrying about it tapping. No more worries about using up sites - just put a couple of good ring ones to get this out (and maybe an Information for Ringlore - it's really useful for this) and once it's there, choose a nice central site and re-use it again and again as your "item depot".

This card almost entirely changes some of the strategies in a game. And all only at the cost of a +2 corruption check, easy to avoid if this is the dwarf's only item (and it's powerful enough so it can easily be that). This card doesn't need any neat combos to work - it's good enough by itself. Of course, it'd be even better if it didn't need a Dwarf, but that's only a minor blemish on an otherwise great card. Overall, a wonderful card, belonging in everyone's deck (it's almost a reason to include ring cards in your deck by itself). 

Smaug

Hazard: Creature
Marshalling Points: 5
Prowess/Body: 17/8

Unique. May be played at The Lonely Mountain. Dragon. Two strikes. Attacker chooses defending characters. If Doors of Night is in play, may also be played keyed to Grey Mountain Narrows, Iron Hills, Northern Rhovanion, and Whithered Heath, and may also be played at sites in these regions. 



Wow! Great even by itself, but think of it with Dragon's Desolation. Here's the stats for that:

Dragon's Desolation
Hazard - Short-Event
The prowess of one Dragon attack is modified by +2 OR one Dragon hazard creature may be played at a Ruins & Lairs that has two Wildernesses in its site path (only one Wilderness is required if Doors of Night is in play).

Okay, now the review. Smaug is probably one of the best hazard creatures in the game (right behind the Nazgul and possibly Shelob, though for her 2 prowess extra she has a lot smaller of a range). He's the dragon with the highest statistics, he has TWO strikes (putting him possibly ahead of the Nazgul with that) and, what's more, YOU get to choose the defending characters. Even better when you consider the flurry of dragon-related cards coming in the first expansion set, called Middle Earth: Dragons. Obviously a great creature.

Just try this in combination with a couple of other enhancers, or maybe another dragon or two (you can even include all four, Daelomin, Leucaruth, and Smaug, plus Cave-Drake, as part of a dragon-based hazard deck), and you've got a killer hazard deck.

This card does, however, have a few problems. The main one of these is Smaug's restriction to only four regions. And only one site unless you have Doors of Night. Plus those regions are in the very northeast corner of the map, isolated from other regions by all manner of problematic terrains.

That's where Dragon's Desolation comes into play. It lets you play Smaug at a lot more sites, 21 with Doors of Night and 13 without, spread all around the map. This makes him a much more effective hazard, since almost every Ruins & Lairs has at least 1 wilderness in its site path, so Ruins & Lairs become a good bit more deadly. This is especially nice in a party with a Wizard, since you can get a 17/8 attack (more with enhancers) being sent at a Wizard, a way to win the game many people forget.

He only has one other minor problem - he's worth 5 marshalling points, and has only 8 body. But Khamul's worth 6 and only has 8, so this isn't that extraordinarily bad. Overall, an excellent hazard, useful in any deck with Dragon's Desolation. 

Dain II

Character: Warrior/Diplomat Dwarf
Mind: 7
Direct Influence: 3
Marshalling Points: 2
Prowess/Body: 5/8

Unique. +2 direct influence against Iron Hill Dwarves, +2 prowess against Orcs, +1 direct influence against Men and Man factions. 

Home site: Iron Hill Dwarf Hold 



Pretty good card. A character that's well worth its mind. Not incredibly valuable, but good nonetheless. His influencing factor is -4, making him extremely good in that compared to many other powerful cards. And he gets extra for men, so he can very well be only a -3, making him the equivalent mind of a lot of really weak common characters.

The 5/8 is okay, but there are plenty of better cards for that. And the 2 marshalling points without -2 if killed counterbalances the low attributes. He's also a great Orc-killer, a 7/8 for that, and the Iron Hill Dwarves are quite a nice faction.

Also useful with Dwarven rings, since he's one of the few dwarves who's not a hindrance to your strategy to carry along. That's about all on this card - not very interesting, but still rather useful. Overall, a pretty nice card, good for Dwarven Ring decks. 

Watcher in the Water

Hazard: Creature
Region Keys: Wilderness and Coastal Seas
Site Keys: May be played at Moria
Marshalling Points: 1
Prowess/Body: 8/-

Each character in the company faces one strike. May also beplayed keyed to Moria. Two Wildernesses in site path are required.



Okay, this is useful in two ways. The first of these is for attackingCoastal Seas. There are almost no creatures, other than Corsairs of Umbar,that can attack these. And there aren't any cards to change them, either.So a company at one of these is almost completely safe. But not with thiscard. Now if they go over to Elven Shores or somewhere like that, or evenGrey Havens or Edhellond (relatively safe havens with these, particularlyGrey Havens) they have at least one creature to worry about.

One goodstrategy for a hazard deck, in fact, is to try to evenly distributecreature playable areas, to give yourself a good chance of havingsomething to play wherever your opponent goes. And this card'sparticularly good because it's also playable at Moria and Wildernesses, soyou don't lose out if your opponent doesn't go near seas.

Also, there'sanother feature of this card. It attacks all characters in a company. Thisis particularly useful in those annoying Hobbit-filled companies, whichyou can never hope to get all of because they're so many and they onlycount for half the hazard limit. But now this can cause them all trouble.You're likely (I'm not calculating the statistics, but I think I finallygot one right) to wound at least one of them, with a roll below 7. And thestrikes have a chance of hurting almost anyone. Great for those massive,break-through-any-hazard companies, to give them at least something toworry about. Especially with enhancers. 

Only one small problem: the 1marshalling pt. which many companies are likely to get, but it's only 1point and there's lots to gain by it. Overall, a better hazard than itappears, not perfect in every deck but useful in many.

Bilbo

Character: Scout/Sage Hobbit
Mind: 5
Direct Influence: 1
Marshalling Points: 2
Prowess/Body: 1/9

Unique. Unless he is one of the starting characters,he may only be brought into play at his home site. All ofhis corruption checks are modified by +4.-2 marshalling points if eliminated.

Home site: Bag End



Well, though you may hate this comment on him, he's exactly like Frodoexcept with Sage skill instead of Diplomat. This makes him about equal tohim. The two are especially good combined - if one has a corruption check,tap the other for +1 to it (though you can make that tap with anycharacter).

Another use is a Frodo backup. Now you and your opponent caneach have a corruption defeater card. Of course, like Frodo, Bilbo's mainuse is that corruption bonus, +4, which nullifies almost any check acharacter can have.

Also it's great for Hobbit thematic decks, so you canhave a character this good (and even justify The One Ring, after all itwas originally Bilbo's when he took it from Gollum) in a deck without LOTRcards (or with very few of them, anyway, there are some essential ones).

He's got the usual Hobbit problem of only 1 prowess, with the same needfor enhancers as any other Hobbit. He doesn't have the nice feature ofsome cards of no negative marshalling if eliminated (which happens fairlyeasily with Hobbits), but the corruption bonus balances it out.

Ipersonally would rate him exactly even with Frodo, I consider Sage andDiplomat about equal skills, but you can have your own opinions. For morereviewing, see the Frodo review. Overall, an excellent card, like Frodo useful in almost any deck with danger of corruption. 

Aragorn II

Character: Warrior/Scout/Ranger Dunadan
Mind: 9
Direct Influence: 3
Marshalling Points: 3
Prowess/Body: 6/9

Unique. +2 direct influence against the Rangers of the North faction. -3 marshalling pts. if eliminated. 

Home site: Bree 



Okay. First impressions. -6 for influencing, not too bad but not great. Though his other features pretty much make up for it, with +2 influence to a 3 M.P. faction, and 3 M.P. himself. The 6/9's also not too bad, and he has almost as many skills as a Wizard. Plus his home site's nice and easy in the Free-domains in the north, Bree. But Aragorn's main ability lies not in himself, but in other cards. 

Army of the Dead. Cool. a 6 M.P. faction. It may be insanely difficult to get out, but so's The One Ring. And Aragorn's required for this (one of those strange things that actually do make sense, he was the heir who held the debt of the Army of the Dead and he had much need for it at that time in the book). 

Athelas. Reviewed before. It's not actually required, but it's the main thing that makes it useful. Being able to remove any corruption card, ANY mind you, just by tapping is quite an ability. 

Paths of the Dead. Though it's main use is for playing the afforementioned army, it's also a little useful for its connection of Dunharrow and Vale of Erech while still reasonably protected (otherwise it's still not that dangerous, with 2 free-domains and 2 border-lands, but it's still safer with some companies). 

Return of the King. Ah, Aragorn's best card. It gives you, without any penalty whatsoever, 3 M.P. and +3 to Aragorn's direct influence (making him a -3, which is very good for almost any character) just for taking him to Minas Tirith, which is near enough to Lorien so that almost any company around that region can safely go there. 

4 nice cards, and all requiring this one. That makes Aragorn good. Of course, there's the one problem of the -3 marshalling pts. when eliminated, but that's not that bad considering how much you gain and how much you're going to want to protect him (since he's so valuable, and unique). And remember, he's a fixed common, making him pretty easy (and cheap) to get. Overall, an excellent card, quite possibly the best character in the game, especially in combo with these other cards. 

Fellowship

Resource: Permanent-event

Only playable at a Haven during the organization phase on a company that has four or more characters and allies. +1 to prowess and +1 to corruption checks for all characters in the company. Discard this card if a character or ally joins or leaves the company for any reason. 



Okay, this card has lots of features and a few requirements/problems. It's also probably one of the most used cards in the entire game.

First the features. It gives +1 to prowess. That's okay, but there are lots of rings and even minor items that do that, though this card's easier to get out. 

Second, it gives +1 to corruption checks. This is probably overall more useful, as there are far fewer cards that do this and most only do it for one turn.

And that's another feature: it's a permanent-event, impossible to remove at current time except for under the conditions listed on the card (because it's not an environment so Doors of Night can't touch it).

And another feature, probably the best one, is that it happens to EVERY character in the company. This makes it more valuable with bigger companies, though it requires one of at least four. So you get an overall total of +4 to corruption checks and prowess distributed out evenly, and that's the minimum. Though it doesn't matter as much when it's evenly distributed.

But there's one other feature of this card: it's non-unique. Just try putting THREE of these on a company. Especially one with power characters like Glorfindel (an 11/9 character with NO EXTRA CORRUPTION? Wow.) Also useful in Wizard companies to help the many corruption checks you have to make. With Gandalf or Radagast, your wizard becomes as corruption resistant as Frodo. And speaking of Frodo, how about making him a +7 (!) to check corruption. Now he can carry The One Ring and be absolutely safe on non-modified corruption checks, and even down to -2 in fact. So for the Cracks of Doom or Will of the Ring checks you just need to roll a 4 or more. This makes destroying The One Ring a whole lot easier. And remember, this is a COMMON, and most people who buy any decent number of cards have at least the maximum allowable 3 of these. 

Of course, there are a few minor problems with this card. The first is the Haven requirement, but since companies get assembled at Havens anyway and don't change in other places very often, this doesn't hinder it much. The second one is the four character/ally requirement, once again not too bad since this card's use greatly increases the bigger the company. The final one is the main one: you have to discard this if a card leaves the company or joins it for any reason. This means you can't add any allies or characters after playing it, can't remove any either, and also if a character dies you lose the fellowships. But still, overall this is an extremely useful card for a wide range of strategies and purposes, well worth having 2 or 3 of in any deck.

Legolas

Character: Warrior/Diplomat Elf
Mind: 6
Direct Influence: 2
Marshalling Points: 2
Prowess/Body: 5/8

Unique. +2 direct influence against the Wood-elves faction. 

Home site: Thranduil's Halls 

Gimli

Character: Warrior/Diplomat Dwarf
Mind: 6
Direct Influence: 2
Marshalling Points: 2
Prowess/Body: 5/8

Unique. +2 direct influence against the Iron Hill Dwarves. +2 prowess against Orcs. +1 direct influence against Elves and Elf factions. 

Home site:Iron Hill Dwarf-Hold 



Well, they were similar in the books (in their roles in the plot, anyway), and the same's true in the cards. Everything's identical about these two, except Gimli gets two extra bonuses and has a different faction (though both are playable at their home sites and are only 1 M.P. apart). 

First the basic stuff. They're both Warrior/Diplomat. Warrior's a mediocre skill, Diplomat's good, so they have one good skill. Their influence levels are 6 mind and 2 direct, which makes a reasonably good -4. And 2 non-removable marshalling points are also quite useful, because just at their home sites and with one faction they can get 5 and 6 M.P, respectively. The 5/8 is okay, but not great.

The main things are the influencing. Legolas gets +2 to Wood-elves, reasonably good overall, and Gimli gets +2 to Iron Hill Dwarves, just a bit better.

But Gimli has two advantages over Legolas though. One is his +2 prowess against Orcs, making him a formidable 7/8 then. This is handy for mopping up those pesky little Orc hazard creatures. 

And his other, bigger one is his +2 D.I. to elves and elf factions. This is quite nice. It gives him half of the ability from Legolas to all elf factions, and also to elves. So if he controls an Elf he's only a -3.

And there's the fact that Gimli can use Dwarven Rings to gain lots of advancement, in fact making him a 10 influence character with Elves. He also gets 6 extra M.P., becomes a 8/9 (11/9 against Orcs, automatic defeat for most of them), and gets some corruption (that's the bad part).

But still, they're both good characters, Gimli's just a little better, but the problem with him is that he's a Fixed 1, so only 1 in 5 starters have him making many people not, while Legolas is an Uncommon, which 1 in 40 or so boosters or 1 in 13 or so starters have (so it depends on your ratios of each). And that's finally math I can do without making a mistake, it's just division. So, overall they're both pretty nice cards, with Gimli slightly better. 

Gollum

Resource: Scout Ally
Mind: 4
Marshalling Points: 2
Prowess/Body: 2/9

Unique. Playable at Goblin-Gate or Moria. If his company's size is less than three, tap Gollum to cancel one attack against his company keyed to Wilderness or Shadow-land. Tap Gollum if he is at the same non-haven site as The One Ring; then both Gollum and The One Ring are discarded. 



Like many cards, this one's best use lies in a combo, though first I'll go over the non-combo stuff. There's lots of this. He gives you 2 M.P, for instance, as much as some small factions. He only has 4 mind, too, making him fairly easy to influence. His home sites are both fixed commons and in several different starter packs, and Goblin-Gate's pretty safe too (and you can play rings there, so there are two reasons to go). But these are relatively trivial features, at least compared to his main ones.

First the attack cancelling. This is fairly useful, though it does have limitations. It only works on Wilderness or Shadow-land (though those are the most dangerous regions other than dark-domains). And you need fewer than three characters (I assume that's not counting him, because I'm sure they're referring to when he travelled with Frodo and Sam to Mount Doom for the cancellation). But it's quite useful if you do use it, though there are easier attack cancellers (Torque of Hues, for example, my Achilles Heel in the Beren/Cirdan game).

There's also the One Ring destroyer feature, though I'm not sure how that's useful for your own party (unless it's causing too much trouble with corruption and you just want to get rid of it). I think it's more useful as an attacking method. The One Ring is unique, after all. So just move your company with Gollum to the same place another one's at, and then play this to cause them a lot of trouble. You might try keeping one of these in some area near Mount Doom, so when your opponent's getting close you can move there and just dare him to try and destroy The One Ring.

But Gollum's best feature isn't even listed. Gollum's a great way to make destroying The One Ring easier, too, with the help of the rare resource short-event Gollum's Fate. Of course, this helps to reinforce the trouble he causes with the potential to destroy it by also getting rid of the capability to use Gollum's fate. Gollum's fate lets you destroy The One Ring without a corruption check if Gollum is present with it at Mount Doom. This is, of course, very useful, because it both eliminates the dangerous corruption check AND it allows you to have a good chance of destroying the ring without one of the "sitting duck" hobbits. Overall, Gollum is an extremely useful card, both for its listed abilities and for it's unlisted ability with Gollum's fate. 

The Istari

The most cards I've ever done in one review (there's FIVE), plus the first non-idea review with no ratings. There's a slightly different form to these: I'll give a (short?) review under each, with the uses of and comments on their special ability (or abilities), and then have a general review with comparisons at the bottom. I'm not bothering with the skills for the reviews, as any one skill is generally easy to find in another character. 



Alatar
Character: Warrior/Scout/Ranger/Sage Wizard
Mind: 0
Direct Influence: 10
Marshalling Points: 0
Prowess/Body: 6/9

Unique. During the movement/hazard phase, the number of cards that opponent draws based on Alatar'scompany's movement is reduced by one. If in a Haven when a hazard creature is played on another company, he may join that company and face one of the hazard creature's strikes; he must tap and make a corruption check immediately following the attack.
Home site: Edellhond

Probably one of the most interesting special abilities, and also a plainer one. First the plainer one. He can reduce the opponent's draw from your companies' movements. This is the only way you can make your opponent actually draw LESS than you for some site movements. You can even prevent his draw altogether if you move to a card with a normal draw of 1. Or make Mount Doom's draw of SIX just a little less dangerous.

But on to his main ability. He can "teleport" from one company to another for attacks. I often find I end up waiting for an easy attack more than bringing him in to help an afflicted company, since the teleport's generally more useful to me for transporting him and his items. Have him sitting somewhere getting The One Ring with Wizard's Test and then you can move a company to Mount Doom (and remember, it's only a Shadow-Hold itself, you just pass through Dark-domains to get to it), wait one turn, and on your next turn when your opponent doesn't get such huge draws and dark-domains to play them in teleport him in at an easy attack. Then just dunk the ring on your next turn. Of course, there's the tap and corruption check thing, but if you keep an Old Friendship or two in hand you can get rid of most of the problems for that.

His home site is okay, but not great, since though it's a haven it's probably the least visited one and nearest to the least sites.

His overall main use is in Destroy-the-ring decks if you're not willing to risk Gandalf's non-modified tests and want to go for the Wizard's Tests instead OR in decks with lots of spread-out factions and a few strong characters to go to their homes and wait for him to arrive OR for decks with lots of modifiers you can use to make him a great attacker. 



Gandalf
Character: Warrior/Scout/Sage/Diplomat Wizard
Mind: 0
Direct Influence: 10
Marshalling Points: 0
Prowess/Body: 6/9

Unique. All Corruption check +1. Can tap to "test" a Gold ring. 
Home site: Any Haven

Okay, Gandalf's review is a bit shorter. He has only one special ability. He also has a +1 bonus to corruption checks, quite useful for decks where he'd be exposed to a lot of it. But his main thing is his special ability. He can tap to test gold rings. This is somewhat useful, as it allows you to get around having to store test cards in your deck, but not extremely so.

It's also good because there aren't any corruption checks or anything else associated with it. And it's good in addition to that for those times when you just get extremely unlucky, you play your maximum of three of one ring type, you still can't get it out, so you have to resort to different types, and you don't want to carry around that many testers.

His home site's probably the best of any Wizard, since you can bring him in at any Haven and they're pretty centrally located.

Overall his main uses are in Destroy-the-ring decks as a convenient way to test rings OR in decks with high corruption (though for those I prefer Radagast, more useful ability). 



Pallando
Character: Warrior/Ranger/Sage/Diplomat Wizard
Mind: 0
Direct Influence: 10
Marshalling Points: 0
Prowess/Body: 6/9

Unique. His controlling player may keep one more card than normal in his hand. Opponent must discard his cards face-up.
Home site: Grey Havens

Okay, like most of the Wizards Pallando has two special abilities, one more useful than the other. First the less useful one. Your opponent has to discard face-up. Big deal. It has one purpose, to show you how good your opponent's hand is by the cards he discards, but since he knows you're seeing it he can bluff if he wants to.

Pallando's main feature is the hand size increaser. This is useful for a variety of things. Like ring decks, to have space to do lots of other stuff besides bringing out rings. Or powerful hazard decks, to have space to get your killer combo gathered before playing it. There are many uses for it. And unlike the elves that give you this, he doesn't have to stay in one place to get it.

His home site's just a little above Alatar's because it's once again not very often visited.

Overall, Pallando is useful in decks with large combos OR in speed decks where you want to have better choice than Radagast offers (because you can pick discards better and you get more with cards like Favor of the Valar). 



Radagast
Character: Warrior/Scout/Ranger/Diplomat Wizard
Mind: 0
Direct Influence: 10
Marshalling Points: 0
Prowess/Body: 6/9

Unique. If his company moves to a new site during the movement/hazard phase, he may draw 1 additional card for each wilderness in his company's site path. +1 to all his corruption checks.
Home site: Rhosgobel

The ultimate speed Wizard. He has only one ability, plus his +1 to corruption checks like Gandalf. He increases card draws, rather than the hand size of Pallando.

This works faster than the hand size increaser, but can sometimes have the opposite of the intended effect and make you have to discard cards you would rather keep. This card is especially useful if you plan its movements and give it a small but powerful company to accompany it. You can get FOUR extra cards on every draw if you plan it in the right patches (for details on those, see the original review). And if you combine him with Shadowfax (though then you can't have a poweful accompanying company), giving him two movement/hazard phases, you can get an entire extra hand (EIGHT cards) every turn.

His home site's probably the worst, since it's right next to a dark-domain and by itself is sort of out of the way.

Overall, Radagast is useful in speed decks and also possibly Ring decks where you want a good chance of getting The One Ring and the other needed cards quickly. 



Saruman
Character: Scout/Ranger/Sage/Diplomat Wizard
Mind: 0
Direct Influence: 10
Marshalling Points: 0
Prowess/Body: 6/9

Unique. May tap to use a Palantir. At the beginning of each of his end-of-turn phases, he may tap to take one "spell" card from his discard pile and return it to his hand.
Home site: Isengard

Probably the most versatile Wizard. Saruman has two uses, one general and one more specialized.

His first, overall lesser one is that he can tap to use Palantiri. This is roughly equivalent to Gandalf's for Palantir decks, except Palantir have different abilities. They mosly manipulate the deck and draws, giving him some of the qualities of the speed deck wizards easily.

But his other ability is his main one. He can re-use spell cards just by tapping. First, this serves to give him better ring testing abilites than Gandalf, with just 1 Wizard's Test. It's also good with some other powerful spells, like True Fana or Vanishment.

His home site is pretty good, because it allows rings to be played right in it, its auto-attack isn't that hard (in fact, Saruman can automatically defeat it by himself), and pretty safe, plus it's near to both Rivendell and Lorien. 

Overall, Saruman's uses are in almost any type of deck, from speed to destroy-the-ring. 



General review
Now some general things about the Wizards. The first is the issue of whether to even reveal your wizard or not in the first place. I usually say go for it, it's worth the risk of having him killed, but if you know your opponent to have a good hazard deck for corruption or for powerful creature's I'd strongly consider not doing it.

There's also the issue of general ranking for the Wizards. My view is (best to worst, for all of these) Alatar, Saruman, Radagast, Gandalf, Pallando. Beren's is (as an example) Saruman, Radagast, Pallando, Alatar, Gandalf. Clearly opinions vary. But there are some general ones I've seen from almost everyone. Saruman's always one of the best, as is Radagast. No one much likes Gandalf except for coolness value (or because he's your namesake and you feel obligated to like him :-) ). Alatar varies in interesting ways, usually ending up middlish or so. Pallando you either love or hate, opinions strongly vary on him (my review of him ranged from 1.0 to 9.4 from raters).

One of the biggest debates is Radagast versus Pallando for speed decks, usually decided by the size and number of the combos in a deck. I'm not going to try to make a definitive comparison here, only just to give you information and opinions and let you decide yourself. So, with that I close this 50th review, thanking everyone who's helped us get there.

#251: The Wizards

Wizards are the focal point of the game, easily the most powerful characters and the basis for the game. You are represented by your wizard, and thus your will is his command. But with that comes the danger of death or corruption, taking you out of the game. 

Despite the important role of the wizards, they are usually the result of your deck, rather than the basis. The choice of your wizard, however, can make or break your deck. Which should you chose? 

Alatar - Character - 0 MP - 0 Mind - 10 DI - 6/9 - Warrior/Scout/Ranger/Sage Wizard - Home Site: Edhellond 
Unique. During the movement/hazard phase, the number of cards that opponent draws based on Alatar's company's movement is reduced by one. If in a Haven when a hazard creature is played on another company, he may join that company and face one of the hazard creature's strikes; he must tap and make a corruption check immediately following the attack. 

Alatar is a difficult Wizard to use effectively. While his first ability is always "on," and is very useful if you would rather avoid hazards than fight them or would like to slow down your opponent's draws. His other ability, however, doesn't work too well in conjunction with his first ability. He must be in a haven and can dash off to help other companies. First, this ability is only useful if you are planning on having several companies running around. Second, Alatar's allies stay with him, but his followers stay behind, so you have to make sure to have enough influence around to cover for that (and thus Alatar shouldn't have too many followers). One strategy for Alatar is to have is party move first, so he can end up at a haven after protecting one company of wimps, and then have him rush off with a spell or weapon or two to save another company of wimps. 

Gandalf - Character - 0 MP - 0 Mind - 10 DI - 6/9 - +1 Corruption - Warrior/Scout/Sage/Diplomat Wizard - Home Site: Any haven 
Unique. All of his corruption checks are modified by +1. Can tap to "test" a gold ring. 

Gandalf, for all of his coolness and importance in the books, is bettered by other wizards. His basic stats are the same as all of the other wizards, so there's no bonus there. His +1 corruption check modifier is nice, but it's duplicated by Radagast. His ring testing is useful, but can be duplicated by Saruman with a Wizard's Test. Saruman's ring testing takes a bit longer, though, but has a better chance of getting the ring you want. There are four reasons to play Gandalf. #1: he is the easiest to bring out, coming in at any haven. This isn't much of a factor in standard and longer games, but it can make a difference in shorter games. #2: You need his specific skills (Saruman lacks warrior and Radagast lacks sage, which is really useful). This reason can easily be remedied. #3: You want a backup. Radagast, and to a certain level Saruman, are popular wizards, so if your opponent gets out one first, you can bring in Gandalf. #4: Coolness. It's just fun to have Gandalf loaded up with a couple of items, Narya, a SacForm, etc. Gandalf would be marginally better if they had kept an ability he had that was printed in a pre-release advertisement: "May bring Hobbits in to play at Rivendel." 

Pallando - Character - 0 MP - 0 Mind - 10 DI - 6/9 - Warrior/Ranger/Sage/Diplomat Wizard - Home Site: Grey Havens 
Unique. His controlling player may keep one more card than normal in his hand. Opponent must discard his cards face-up. 

Pallando is the most versatile wizard. His abilities are useful in any deck and, while they are duplicatable, they are not easily duplicated. His ability to hold an extra card works well in decks where combos are important (which is most) and his second ability can give you an idea of your opponent's strategy (which isn't as good as the first, but still kinda useful early on). Pallando is, as I mentioned, very versatile and is useful in any deck. His abilities may be used if he's hanging around at a haven (controlling, say, Cirdan) or on the road gathering MPs. Sure, you can duplicate his card holding ability with a few other cards, but Emerald of the Mariner is hard to bring out, the Elven lords eat up a lot of DI, and the Book of Mazarbul gives an extra CP to a sage (and can be hard to get out). Plus, if you have all of those AND Pallando, your hand size becomes 14! 

Radagast - Character - 0 MP - 0 Mind - 10 DI - 6/9 - +1 Corruption - Warrior/Scout/Ranger/Diplomat Wizard - Home Site: Rhosgobel 
Unique. If his company moves to a new site during the movement/hazard phase, he may draw 1 additional card for each Wilderness region in his company's site path. +1 to all corruption checks. 

Radagast is another generally useful wizard, especially if you want him to take part in the action. He can carry an item without too much worry about corruption, and he can really increase the chances of drawing the cards you need or cycling when you have enough MPs. Radagast is the easiest wizard to build a deck around, the idea being to run around and grab some specific cards. Radagast's only problem is he lacks sage skill (which has annoyed me several times) and that his home site is in a Dark Domain (but Rivendel isn't too much of a problem, especially because it's surrounded by lots of wilderness). 

Saruman - Character - 0 MP - 0 Mind - 10 DI - 6/9 Scout/Ranger/Sage/Diplomat Wizard - Home Site: Isengard 
Unique. May tap to use a Palantir. At the beginning of each of his end-of-turn phases, he may tap to take one "spell" card from his discard pile and return it to his hand. 

Saruman is the most specific wizard, useless unless your deck has certain cards, but powerful if it does. There is no reason to use Saruman if your deck does not contain any Palantiri or spells unless you HAVE to have a character with his skills and you can't have someone come up with some magic rings. But with Palantiri and Spells, he can fly. His Palantir ability can be duplicated by a sage with Magic Ring of Lore, at the cost of 2 CP, or anybody with an Align Palantir, at the cost of 2 CP and not moving. His spell ability can be duplicated by a Wizard's Staff, but that's even more difficult than getting Emerald of the Mariner to duplicate Pallando's ability. Probably the best use for the spell recycling is Wizard's Test, which he can even bring in from the sideboard. This is more useful than other spells because a) it has a lower chance of a failed corruption check and because most of the other spells are most useful if you have them in your hand when an attack happens, not at the end of the turn. 

So, which wizard should you chose, and which wizard style? If you deck is without spells or palantiri, don't chose Saruman (and if it only has one or two, you might think twice). If you deck has rings, any wizard (except maybe Radagast) will do, but Gandalf and/or Saruman will be the best choice. If you are going for card advantage, you will probably want Radagast first and Alatar second. If you just want a general wizard you will want to go with any combination of Pallando, Radagast, and Alatar, slightly depending on deck idea (Radagast won't work well in a coastal deck, etc.). 

The wizard strategy you use is another factor to consider. Do you want your wizard to run around and take part in the action? Or do you want him to sit in a haven and do some stuff? Or do you even want to reveal a wizard? 

The first option is probably the most fun, but also the most dangerous. It allows for a strong protector, provided you have an event or two to save your wizard, and allows for larger parties (so you can control your characters). 

The second option is to leave your wizard in a haven to test rings, use palantiri, control Elven lords, etc. Any wizard can be used in this fashion except Radagast (who can, but it would be stupid). You can have Gandalf (or Saruman w/ Wizard's Test) sit and test rings, Saruman use a palantir, Pallando holding an extra card or looking at discards, and Alatar waiting for something interesting to happen to your companies. 

Thirdly, you might not reveal a wizard. One reason to do this is if you have a nasty play group and you seem cursed with snake eyes. This is also viable in a tournament situation where one bad roll can cost more than the end of the game (cause you're not just out for fun). Also, you could build a deck with cards like Stormcrow to mess up wizards, and not hurt yourself. Keep in mind, however, that revealing your wizard is almost always an advantage, and going without one is most likely giving your opponent an advantage that you could also take. 

Isildur's Ratings for the Wizards (in general, not in specific decks, and as wizards, not compared to other characters): 
Pallando: 9.0 
Radagast: 8.5 
Alatar: 6.5 
Saruman: 5.0 
Gandalf: 4.0 (sorry Gandalf :-) 
Wizards in general compared to other charcters: 9.5 

Wizard Rankings: 
Frodo: P/R/S/G/A 
Farmer Maggot: P/S/R/G/A 
Gandalf: A/S/R/G/P 
Legolas: R&G 
Strider: R/P/A/S/G 
Wormtoungue: P/S/A&R/G 
Samwise: G&S/R&A&P 

Sam Gamgee

Character: Scout/Ranger Hobbit
Mind: 4
Direct Influence: 1
Marshalling Points: 1
Prowess/Body: 1/9

Unique. Unless he is one of the starting characters, he may only be brought into play at his home site. All of his corruption checks are modified by +3. 

Home site: Bag End 



Basically Sam is a slightly scaled-down Frodo, but with enough of a difference to make him worth having instead.

First, he's an uncommon, in 1 of about every 41 (or about every box) of boosters and easy to trade for if you don't get him.

Second, he has one less mind than Frodo, though his influence number is the same as Frodo's (-4). Since 1 influence is rarely usable, though, you can consider Sam just slightly better influence-wise. He has one less marshalling point, too, but unlike Frodo you don't lose it if he dies. 

And his corruption checks are modified by +3 instead of Frodo's +4, which can sometimes make a significant difference.

But other than that, from his statistics he's similar to Frodo. So the main difference is more strategic than factual. Since there are such restrictions on bringing Hobbits out, many players will bring Frodo out first, making neither of you have him if you both play him. But if you play Frodo and Sam, chances are good that at least one of them won't be played by your opponent, allowing you to get the advantages of having a Hobbit out while your opponent doesn't. Just putting Sam in doesn't do as much good because then your opponent can just put in Frodo (or Bilbo for that matter) and be better off than you, so it's usually best to put at least those two (or possibly three, if you have them) in for this use.

I personally think Sam's better than this, worth at least as much as Frodo. After all, he did remain true to the cause even when Frodo himself was overcome with the corruption and the evil influence of The One Ring, carrying Frodo to Mount Doom himself. But that's just my opinion.

Overall, Sam is a slightly scaled down Frodo, but with enough advantages over him to make him well worth putting in your deck. 

Favor of the Valar

Resource: Short-event

Unique. Playable during your organization phase. Shuffle your hand and your discard pile into your play deck (site cards remain in the discard pile). Draw a new hand of 8 cards. Remove Favor of the Valar from the game. 



Pretty good. This idea is in almost every card game I know of, not just manipulating the hand and deck but also the specific one of turning over your hand. This card is filled with uses. It has a couple of weaknesses, but it's useful enough to make those seem trivial. It has several effects.

The first of these is just shuffling your deck in general. This can be both good and bad; you have no way of knowing except with special cards like Palantiri (the perfect combo for this card is Palantir of Minas Tirith and it).

But that's just one feature. Another is that it restores your discard pile to your deck. This is useful for several things. First, if you've had to discard a really good card because you were building a killer combo, you can now restore it. Second, in a ring deck, if you've lost all your Gold Ring Items (like I did in the Cirdan game) you can use this card to restore them and be able to use them again. This also works for (I think) some unique cards. This is also useful if you've just lost a really good character, or had a really good hazard attack neutralized (but not beaten; then it would go into the marshalling point pile instead).

The third and final feature of this card is that it lets you discard your current and draw an entirely new hand. This is extremely useful if you're trying to get just one needed card (not as part of a combo but by itself) to make it possibly come faster (though then again, you could just end up putting this card on the bottom of your deck and making it take even longer). So that ability is sort of a double-edged sword.

There are also the usual array of disadvantages of this card. First, it gets placed out of play when used. You can't recycle it, can't do anything with it after you've played it once. Secondly, it doesn't recycle sites, though if it could do that it would completely upset the balance of the game (because there would no longer be any need to get to the good sites first, you can just recycle them with this). Though I suppose Dwarven Ring of Durin's Tribe does the same thing.

Overall, though, this is an excellent card, though you should be careful how and when you use it because if used wrong it can upset your entire strategy. 

#256: Favor of the Valar

Many moons ago, conventional wisdom was to include Favor of the Valar in every deck. Now, it only makes an occasional appearance. Another example of evolving game strategy. 

Favor of the Valar - Resource - Short-event 
Unique. Playable during your organization phase. Shuffle your hand and your discard pile into you play deck (site cards remain in the discard pile). Draw a new hand of 8 cards. Remove Favor of the Valar from the game. 

Favor of the Valar can be really useful if you have a bad hand or if you need some stuff in your discard pile back in your hand. Variations of this card in other games are extremely powerful, I have seen too many decks based on infini-twister in The Other Game: The Broken Combos. However, in METW, Favor of the Valar is often very undesirable. Unless you get a bad hand early on, this card will generally slow down your cycling. 

In general, you want to cycle your deck fairly fast. This is because if you have a lead, you must have also cycle the given number of times to call the council. If you take your time, your opponent may get ahead of you and call. There are some reasons why you might not want to cycle your deck. For instance, if you have The Will of Sauron out and you are about to cycle, this card can keep WoS in play for another couple of turns (although your opponent may cycle pretty quick). 

Another reason this card doesn't lead itself to broken combos is that it is removed from the game. And since this is unique, you may only directly call upon the good-will of the Valar once in a game. However, if you find yourself in need of this card twice in a game, you may want to rethink your deck idea. 

All in all, Favor of the Valar is useful if you end up with a bad hand, but may slow your cycling. The best reason for putting this card in your deck is if you have several cards specific to certain situations. 

Eowyn

Character: Warrior/Scout Man
Mind: 2
Direct Influence: 0
Marshalling Points: 0
Prowess/Body: 2/7

Unique. Against Nazgul, +6 to her prowess, and his body is halved (round up). 

Home site: Edoras 



Not that much to say about Eowyn, really, but I'll try to fill it in. She's basically like Galva, only more powerful and cheaper. Just to point it out, there is a third character with this ability, Peath, who costs 4 influence and gives you 1 extra prowess (she's 4/7 with a +5). But on with the review.

Eowyn's first feature is she's incredibly cheap for her abilities. She only costs 2 mind, so her influence factor is -2. There are only a few other cards like this, and few of them are this good (though there are a couple). She's a good bit better than Galva, who costs 4 influence and is a 0/0 with +6 for Nazgul. But let me just review the basic uses of Eowyn's skill again.

First, it makes her an 8 prowess character, the only other of which is Glorfindel. You pretty much NEED at least this much to have any chance of beating a Nazgul. And if you do win, normally the body is too high (the most likely ones to kill are the 15/10s, and that means there's extremely low odds of defeating it in the body check). So the other part of her skill, the halving body, is also extremely useful, because then it becomes not only possible but likely that you'll defeat it with the body check.

Eowyn's especially good with a prowess enhancer like The One Ring (though it need not be THAT good) for fighting Nazgul.

She's also useful with some of the other Nazgul attack hurting cards, like Lapse of Will or The Old Thrush, to make them almost easy to kill. [Archivist's note: The Old Thrush does not work with Nazgul.] 

Of course, she's pointless in "safe" decks which don't even go into dark-domains (most non-Destroy the Ring decks, i.e.) except against those Fell Beasted ones that can attack Shadow Lands and Holds (there are enough of those to make it difficult, though not impossible, to avoid).

I personally agree with Lobelia's petition that Eowyn's underpowered - she's at least as powerful as some of those other fighters at the battle of Minas Tirith, and yet they're all higher in prowess (Nazgul don't change that, though she killed the Witch-King I believe she also fought other enemies too).

Overall, Eowyn's a quite useful card against Nazgul, but sadly almost useless otherwise. 

Corsairs of Umbar

Hazard: Creature
Region Keys: Coastal Seas
Site Keys: See below
Marshalling Points: 1
Prowess/Body: 9/-

Men. Five strikes. May also be played keyed to Andrast, Anfalas, Belfalas, Cardolan, Enedhwaith, Harondor, Lindon, Lebennin, and Old Pukel-land; and may also be played at Ruins & Lairs and Shadow-holds in those regions. 



Pretty nice. It keeps the features of Watcher in the Water, but is also better at some things.

First, there's the Watcher's feature of being able to attack Coastal Seas. This is endlessly useful in order to keep your opponent's companies from hiding there. And that is a potentially usable strategy, to just go to a place like Elven Shores and sit there for a few turns playing enhancers or doing other things like testing (or using, in the case of dwarven rings that play items) rings, free from all creature hazards. But not with this card.

Plus, it's a pretty good creature, too. It's just a little more powerful than Watcher in the Water, for one thing, which though it isn't much probability-wise can mean the difference between win or loss. Its five strikes are better than Watcher with smaller companies, with the extra penalties on the defenders for taking more strikes in an attack than they have characters. Plus, it's playable at a lot of other places, too, though many of them aren't visited by lots of decks.

But in addition to this it also helps one other hazard creature, Mumak(Oliphaunt). Mumak's a 12/- creature with 2 strikes. It not only makes a nice combo with Corsairs, it also is helped greatly by it for playability, since without them several of its areas of play (such as Nurn and Udun) are dangerous enough to make playing it pointless (well, which would you rather play, Mumak or Khamul? Easy choice.) So playing them together is quite beneficial, and makes a nice surprise for an (unsuspecting?) opponent.

And the only disadvantage of Corsairs is its 1 marshalling point, which is small enough to outweigh the chances of their being defeated.

So, overall, a fairly useful creature, not exactly the best but pretty good anyway. 

Eye of Sauron

Hazard: Long-event

The prowess of each automatic-attack is increased by one. If Doors of Night is in play, the prowess of each automatic-attack is increased by three. 



Simple. Very simple. It makes auto-attacks better. That's its ability, simple yet powerful. Especially in combos, such as with The Will of Sauron to make it permanent. It also has one disadvantage to use.

Let's deal with the feature (and its various combo uses) first. Though it has some power without Doors of Night, it's much better with it, and you should probably play it with Doors of Night. Especially if you double or triple them. After all, it's not Unique, so you can have 3 of them if you want (and were lucky enough in getting or trading cards to get 3 of a rare). And increasing auto-attacks by NINE (I think that's allowed, don't see any reason why not) is quite an ability.

But it's also good with all the other auto-attack enhancers. Choking Shadows, for instance, which increases Ruins & Lairs ones by +2. Awaken The Earth's Fire, for Shadow and Dark holds. Or Arouse Denziens, which does pretty much the same thing as Choking Shadows with +3. Arouse Minions, for that ability at Shadow and Dark holds. Awaken Denziens, to DOUBLE the number of strikes at Ruins & Lairs, or Awaken Minions for the same effect at Shadow and Dark holds (notice a pattern here?). Also neat extra auto-attacks, like the 1 strike 18 prowess Balrog of Moria hazard. Basically, this card's like a general-purpose version of the Arouse (Denziens/Minions) cards.

And there's only one disadvantage to this card. It, like many other long-events (and other hazards, too) affects you as well. To solve this, just get a Dwarven Ring into play that brings in items or something like that to get rid of your item needs.

Overall, a reasonably useful card, worth having in decks with other auto-attack enhancers to make a nice set of combos (imagine an auto-attack with prowess equal to Nazgul ones and 10 or so strikes; it can happen). 

Call of Home

Hazard: Short-event

Playable on a non-Wizard character that is not the bearer of The One Ring. The character's player must make a roll (or draw a #); return the character to the player's hand if the result plus his unused general influence is less than 10. Any one item held by a character removed by this fashion may automatically be transferred to another character in his company. 



Pretty nice. An intersting card that's a step above some of the other hazards like this. Its effects are fairly simple, and also random (with pretty high probability of happening, though I won't calculate it here). It isn't really devastating (except in some cases) but it's nonetheless useful.

One use is lone characters, to get rid of all their items. Though most characters don't travel alone, this gives them an extra incentive not to. I would suggest The One Ring if it wasn't explicitly not allowed, but any ring is very useful to do this with.

An excellent use of this card is in strings, possibly with other but similar cards like Tookish Blood (same effect, except result must be less than 11 and Hobbits only) or Call of the Sea (same effect for Elves only, roll less than 10 and a few restrictions). There are all sorts of uses for that. You can isolate a Wizard, for instance. You can use it to attack companies with increased limits better (since it takes up one and decreases by 1 without increased limits)

Another use is leaving Wizards all alone. Play this on a company traveling through some reasonably dangerous territory, perhaps even Mordor, and isolate the Wizard. Especially if the Wizard's the ring bearer, that way you can isolate just him and send all your Nazgul to destroy him (at Mount Doom, the limit's increased, remember).

Or just use it on your opponent's killer company to make him have to spend a few turns to re-build it (a few turns can make all the difference in some games).

Fimally, you can use this to break up Fellowships, especially good if your opponent has 3 on one company.

Of course, there is the minor problem of the item passing, but that doesn't hurt the card's effect too much. And you can get rid of that with item-based corruptors like Greed.

Overall, a pretty useful card, though it's best with item-based corruption decks (or other corruptors for that matter) to make a more powerful set of combos. 

Dragons' Desolation

Hazard: Short-event

The prowess of one Dragon attack is modified by +2 OR one Dragon hazard creature may be played at a Ruins & Lairs that has two Wildernesses in its site path (only one Wilderness is required if Doors of Night is in play). 



Wow. Not only does it make Dragons more playable, the next expansion's called Dragons and you can only dream of how powerful they'll get up to. This is sort of like Fell Beast for Dragons.

Its first effect is much simpler than the second. It modifies the prowess for one attack of theirs by +2. Fairly simple, but still useful. Play on Smaug to make him more powerful than any non-modified Hazard Creature attack, or on Leucaruth to make him as strong as Shelob or Khamul.

But that prowess won't do you much good if you can't play the dragon anywhere, which is why the second feature is so useful. There are 13 sites you can use this at without Doors of Night, 21 with it. That, in addition to the already decent numbers of sites Dragons can go to with Doors of Night (basically required for Dragons to be decently playable) makes for a formidable type of creature indeed.

With Doors of Night, dragons are now playable at 22 sites and 4 regions (may be less due to overlapping, I haven't checked). One question: does it work on Dragon auto-attacks, it seems logical and that would add to its uses enhancing the Big 4 auto-attacks? It's a Short-Event, yes, so you can't use this to help all your dragons, but it doesn't hurt you as well like many wide-range hazards.

Not that much more to say about Dragon's Desolation, really, except that overall it's an excellent card for Dragon decks but pointless otherwise. 

Narya

Resource: Short-event

Gandalf only. +4 prowess, +1 body, +2 direct influence for the rest of the turn. Immediately untap all unwounded characters in Gandalf's company. Gandalf makes a corruption check modified by -5. 



Okay, at first glance it doesn't look so bad. But it is, extremely. This card has many features, but only one practical use for them. But first let's go over the features and the use.

It gives you moderate enhancements. There's +4 prowess (though several "full" rings give you that), +1 body (many items give you at least that), and +2 direct influence (a Lesser Ring gives you that, same with several other things). Plus it untaps all unwounded characters in the company.

That last one is probably the most useful of them. It's good just after an attack for recovery. That gives you the one use for this card: emergencies. If you already tapped everyone for a Watcher in the Water attack or something like that, this can save you before your opponent's Nazgul come out (well, it's a viable strategy, tap everyone, though one of the Nazgul can do that as well as Watcher).

But it doesn't help wounded characters, so it's not that great. You can play this three times in one turn if you're willing to risk it to enhance the heck out of Gandalf, but (I think my math is sound on this) then you are almost guaranteed to lose him and therefore the game. Unless you're willing to play lots of enhancers (3 Fellowships, maybe a few Old Friendships too).

And now the bad parts of this card. First, the corruption check. AAAAARGH! Almost as bad as The One Ring, and it doesn't give you anywhere near how much power that has. A check as bad as Cracks of Doom if you count Gandalf's modification (and that wins you the game, after all) for nothing but THIS? Who cares? Not worth your time. 

Instead of winning the game with this risk, you just get a few stupid bonuses? What was ICE thinking? And Narya was pretty useful to Gandalf in the books, too. It certainly didn't do this. Plus, it requires Gandalf, who many (not me: I think Pallando instead, don't flame me again) think is the worst wizard, to even use. Pretty much pointless, except in dire need (I.E. Gandalf's alone, there's several Nazgul approaching, and he doesn't have any cancelling items), and then there are other cards better suited to it. Plus, it's rare, and I wouldn't want this if it was a common (even though I have one, sigh). 

Overall, a really bad card, not worth putting in any deck except Gandalf-based ones that are willing to take a LOT of risks. 

Khamul the Easterling

Hazard: Creature or Permanent-event
Site Keys: Dark-Holds
Region Keys: Dark-Domains
Marshalling Points: 6
Prowess/Body: 18/8

Unique. Nazgul (2nd). May be played as a hazard creature (with one strike) or as a permanent-event. As a creature, may also be played keyed to Brown Lands, Heart of Mirkwood, Gorgoroth, and Southern Mirkwood; may also be played at sites in those regions. If played as a permanent-event, it will remain in play until tapped during the opponent's movement/hazard phase (tapping counts against the hazard limit). When tapped, Khamul the Easterling becomes a short-event and forces opponent to discard one card of his choice for every Nazgul permanent-event in play (including this one). 



WOW! (I say that a lot, don't I) What a card. Among other things, it's personally my favorite piece of artwork in the game (Liz Danforth's really outdone herself on this one). And the card is worthy of it, too. This is the Nazgul with the highest prowess, equaled only by Shelob, and though Shelob gets 1 extra body, this card is better in almost every other way. 

The special ability's moderately good (though depending on your opponent's hand, this can actually help him), especially since they've probably got a pretty good hand if they're venturing anywhere near where Nazgul can go. 

First, though, the creature. 18/8. Wow. That alone makes the card worth playing. A non-modified wizard MUST roll a 12 to defeat it. Otherwise, they're wounded, though they'll probably pass the body check. It automatically wounds Hobbits, and any other characters with prowess less than 6. It's regions of play aren't that great, I admit; 2 of them he can already be played at anyway. But he makes up for it with his power.

But there is one feature of his regions: Rhosgobel, Radagast's home, is right within his range, so for Radagast players there's this new threat (unless you play at Rivendell instead).

There's also the other feature, the permanent-event. It's a typical Nazgul perm-event; it becomes short when tapped, etc. And its effect's just slightly above average. As I said before, it can actually help your opponent, but there are times to use it. Such as if your opponent's heading towards Mount Doom (though then he's probably better as a creature, bear with me on this). He's got The One Ring in play, you both know that he's trying to destroy The One Ring. How do you stop him? Perhaps with this. If you've got several permanent-events in play, there's a good chance you can destroy his Cracks of Doom or Gollum's fate and thereby prevent him from winning, also putting him in a very bad situation for his company. Especially if he has a Wizard in it (heh, heh, heh).

Of course, there is the one problem with this card (other than the extreme difficulty of finding one to trade for if you don't have it). It's worth 6 marshalling points, and its body is only 8. This means if Eowyn gets lucky (and it's always possible, even against 18 prowess), he's likely to fail the check and give her 6 M.P. All I can say to this is, it's worth the risk. And she still needs to get 10 or above to survive, 11 or above to win against the prowess.

So, overall the second best Nazgul (because of The Pale Sword for the Witch-King) for a creature, and around the middle for ability. 

Dwar of Waw

Hazard: Creature or Permanent-event
Site Keys: Dark-Holds
Region Keys: Dark-Domains
Marshalling Points: 5
Prowess/Body: 15/10

Unique. Nazgul (3rd). May be played as a hazard creature (with one strike) or as a permanent-event. As a creature, may also be played keyed to Harondor, Imlad Morgul, Gorgoroth, and Ithilien; and may also be played at sites in these regions. If played as a permanent-event, it will remain in play until tapped during the opponent's movement/hazard phase (tapping counts against the hazard limit). When tapped, Dwar of Waw becomes a short-event and gives +1 prowess to all Wolf, Spider and Animal attacks until the end of the turn. 



Hmm. First impression: there are regular creatures almost that powerful. And they aren't just playable at Dark-domains. But Dwar of Waw still has its merits, even if it isn't as good as Khamul or Witch-King. Its regions are pretty good, yes, though they are all grouped around Mordor (though all Nazgul have Gorgoroth). But that's about its best feature.

Its stats are pretty good, yes (3 others have them, and Hoarmurath and Uvatha have worse, with only Witch-King and Khamul better total). But those stats aren't exceptional, and there are plenty of creatures with only a few points less for prowess that can be played in many more places. Its marshalling points are the standard 5 like most Nazgul.

But its problem is the effect. Its effect is relatively mediocre, not really worthy of a Nazgul. It's better to keep it as a perm-event for use with Khamul and Witch-King/Pale Sword, or use it to draw from your sideboard during play, than as an actual play. It's a Short-event, first, though it wouldn't be too deadly otherwise. But also its effect is mediocre.

There's only one really good hazard in this category: Shelob. I agree, that's a nice combo, Dwar and Shelob with perm-event previously played and maybe a few others like Wake of War (same effect, basically, but a Long-Event) and Night (+1 prowess for all attacks with Doors of Night). Bringing Shelob up to 22, making her automatically defeat all non-modified characters (even Glorfindel) and even be almost certain to defeat a Wizard WITH The One Ring (!). So there is a use to even this ability. But overall, Dwar of Waw is the third worst Nazgul for general ability and his specific perm-event ranks nearly last (there's one or two others around that same level). 

The Pale Sword 

Hazard: Permanent-event

Unique. A Nazgul's prowess is modified by +1; if used with the Witch-king of Angmar, his prowess is increased by +1 plus the number of Nazgul permanent-events in play. Discard if attack doesn't wound a character.
Corruption. One character wounded by an attack modified by this card receives 6 corruption points (place this card under the character). If at a haven during his untap phase, a character with this card may attempt to remove it instead of untapping or healing. Make a roll (or draw a #): if this result is greater than 5, discard this card. May not be duplicated on a given Nazgul. 



Still Nazgul, but it is Nazgul week, after all. And it can be extremely useful as part of a large combo. Its first effect, the simple +1 prowess, is even okay, though it's not the main feature. But it's still useful, especially with Morgul-Knife (to be reviewed in a few days) for a total of +3 (to make Khamul even more powerful than he already is). But its other two features are the main ones. 

First, the huge combo one. It's difficult to get out, but it's good enough to edge The Witch-King just above Khamul in my rankings. Especially if you and your opponent both have Nazgul decks. Basically an automatic, no-questions-asked win with enough perm-events. Imagine a Witch-King enhanced almost the max possible: his usual 12 body, with 28 prowess (this and Morgul-knife), actually 26 because of Fell Beast which you play along with Hoarmurath of Dir to bring him to 3 strikes, attacker choosing defending characters, and playable at Dark-domains and Shadow-lands. Basically the ultimate weapon. Of course, you must carefully stock up your hand (as I foolishly didn't which allowed Cirdan to cancel such an attack) to avoid having it cancelled. Especially with body modifiers to the Wizard (permanent ones to keep from going WAY over the hazard limit), like Akhorahil, to make a 26-prowess on a 6/8 (or even less) creature. And even if he passes the check, he still has a 41.7% chance (calculated by Isildur, not me) of failing a corruption check afterwards (good use for Weariness of the Heart or Ren the Unclean) The ultimate combo, but incredibly huge and difficult to get out (Radagast really helps here, folks).

Finally, the corruption ability. Once again, good. As much corruption as The One Ring. Of course, it's easier to remove than that, just requiring a 5 or more at a Haven, but it can force them to go back rather quickly (play on someone at Mount Doom with the Ring but without Gollum for a real treat, an almost automatcally failed corruption check if they aren't modified for it).

Overall, a very useful card, especially in big combos and with The Witch-King. 

Indur Dawndeath

Hazard: Creature or Permanent-event
Site Keys: Dark-Holds
Region Keys: Dark-Domains
Marshalling Points: 5
Prowess/Body: 15/10

Unique. Nazgul (4th). May be played as a hazard creature (with one strike)or as a permanent-event. As a creature, may also be played keyed to Harondor, Imlad Morgul, Gorgoroth, and Khand; and may also be played at sites in these regions. If played as a permanent-event, it will remain in play until tapped during the opponent's movement/hazard phase (tapping counts against the hazard limit). When tapped, Indur Dwandeath becomes a short-event and makes any wounded character discard an item (but not a ring). 



Hmm. Okay I suppose, but not that good (couldn't they have distributed it a little more evenly in the numberings, instead of these annoying blocks of two (it stops starting with Akhorahil, though)).

His regular Nazgul abilities are nearly identical to Dwar of Waw's, with regions just as grouped, so he'd rank about even there. Same exact prowess, body and M.P. So Indur's main thing is his other part, his special ability. Although I'd hardly call it good enough to be that. 

First, its effect. It would be a lot better if it could discard rings (to get rid of The One Ring if your opponent has it), but since it can't, it's not as good. Especially since several items help against wounding or things like this, making it entirely pointless for those. Still, it could be reasonably devastating against Palantiri or other good items. But against most decks, not that good. Plus, it affects you too, though it's not as devastating to you since its effect isn't to your opponent. I'd have more to say if it could discard rings, but since it can't that's about all.

Overall, a fairly poor Nazgul, right around Dwar of Waw for third from the last for general (overall) ability and entirely last for special ability. 

METW Companion 

Book: Player's Guide
Bublished by ICE, #3333 ISBN 1-55806-275-0, Price (avg.) $10.00 Can be ordered from ICE at (800)325-0479 



This is a pretty good book. It's pretty clearly targeted at beginning-level players, the strategies in it don't get too advanced or extensive, but also interesting for more experienced players. Scott's already posted about its contents, so I'll review each section and then a general review after them.

Introduction + Intro to Middle-Earth: The Middle-Earth introduction is quite extensive. It nicely summarizes the book series, and also gives you some of the concepts from the Silmarillion and the Unfinished Tales that those who haven't read them wouldn't know.

1-2: Starter/Standard rules: Basically an expanded version of the rulebook. It has the complete text of it (revised, though), and lots of extras. The clarifications are listed right next to the sections they deal with, and there are also fairly good example turns.

3: Optional rules: Several new ones included that weren't in the rulebook. I particularly like the Wizard as Starting Character rules and the expanded Solitaire ones (with hazard guidelines). It's now much easier to play a Solitaire game without being slightly prejudiced towards yourself.

4: Play example: A nice example of three full game turns. Better than the ones I know of which only cover one, because you get both setup and play information.

5: Errata/Clarifications: More of 1-2's stuff. Plus lots and lots of card errata. Significantly offsets several cards. Also makes some minor changes to general strategy with general clarifications + changes.

6: Teaching Guidelines: A short (1-page) section with a nice little deck to teach beginners the basic rules of play.

7: Tournament Guidelines: Very nice section. A good basis for starting tournaments, like my possible idea for an online one (with some adjustments + additional protocals for IRC difficulties).

8: Basic Strategies: One of the weaker sections of the book. The strategy isn't all that insightful, though it does have a few ideas (though you can get many of them for free in my posting). And for hazard ideas, I have yet to see a working Orc strategy like they listed.

9: Scenarios: Big section, and worth it. Its first feature is the actual scenarios. For all you Hobbit lovers, there's a complete scenario (yes, it's solitaire) which you win by accomplishing its plot instead of the LotR one, and it follows the mechanics of it better. Plus lots of other good ones, for various player configurations and play levels. Such as an exclusively One Ring scenario. Finally, it establishes a good format for making your own scenarios, another project I'm working on.

10: Card lists: Pretty nice reference, with complete rarity, artist, type, and semi-spoiler lists (semi because they don't say everything, only some of each card's attributes).

Appendices: Well, they do have something new there. There's a color supplement in the back with very good region maps, showing playable locations for Hazards, Characters, and Resources, plus a general map with playable types of things for sites. Also shows (I think) all region connections, making it much easier to plan region routes (almost eliminating the need for region cards any more).

Overall, this is a very useful guide for beginning to intermediate players, with some good sections for advanced ones too. Well worth its price for a strategy guide. I give it, by my rating scale, a 9.0.

Words of Power and Terror 

Hazard: Short-event

Modify the prowess of all characters in a company attacked by a Nazgul by -1 until the end of the turn. Cannot be duplicated on a given company. 



Ugh. Bad card. Not really worthy of being in this week, except that it does effect Nazgul and only them. But the card least deserving a review in this week, anyway. It has one effect, a small one, and it can't even be duplicated.

Let's go over that effect. It takes 1 point away from the prowesses of all characters in a company. Big deal, like several other card effects which shall remain nameless. One of the less useful effects in the game, and it's the only one of this card. If you're playing with Nazgul, quite often 1 point will either not be needed, or not be enough (against REALLY powerful companies). But there are still uses for this. 

One of them is in (the dreaded) combos. Of course, with hazard limits, short-events like this are generally (and quite correctly) replaced with more powerful enhancers. If it were a Permanent-event, effecting all Nazgul strikes thereafter, it would be different, because then it would help without using up a precious hazard space, and would affect them all. But in its current state it's almost pointless. There are lots of other cards (several of which I'm reviewing in a few days) which I'd rather use on my Nazgul attacks. Still could be useful, for giving that little extra push that occasionally makes all the difference, but not very.

The main other use I can think of for this is in decks with limited resources as some sort of enhancer, though it is a rare (but a relatively cheap one at many stores, and remember that it's the luck of the draw whether you get this or, say, a Fell Beast).

Overall, an only slightly useful card, not worth putting in most decks except those that need every hazard they can get. 

Akhorahil 

Hazard: Creature or Permanent-event
Site Keys: Dark-Holds
Region Keys: Dark-Domains
Marshalling Points: 5
Prowess/Body: 16/9

Unique. Nazgul (5th). May be played as a hazard creature (with one strike) or as a permanent-event. As a creature, may also be played keyed to Harondor, Horse Plains, Gorgoroth, and Khand; and may also be played at sites in those regions. If played as a permanent-event, it will remain in play until tapped during the opponent's movement/hazard phase (tapping counts against the hazard limit). When tapped, Akhorahil becomes a short-event and gives a -1 penalty to any one character's body checks this turn. 



First, one little note about the drawing (which Liz Danforth told me): he doesn't have an animal mask because he has those sapphire eyes, which he's very vain about (that's why you can see his face). Just for those of you who wondered.

Now the review. Akhorahil is around the midrange for Nazgul. He has two features in comparison to the "standard" Nazgul. First, his stats. He's 16/9. Maybe not as good as Khamul or the Witch-King, but he comes in third for that (and therefore fourth for overall Nazgul abilities right behind Ren the Unclean (IMHO), since his ability isn't quite good enough to support the third place rank). This gives you that extra point, though as I said in the last review that's not much. But I rate prowess better than body for ability, which comes in to make him better for overall but worse for special ability.

One more thing before the special: for regions he's another one that's pretty close to Mordor, but a little better than some of the others. And it does shut down Easterlings, Variags, and Southrons, since they're right in his coverage.

Now the special. It's relatively mediocre, though it does have a slight use. It's one of the relatively few cards that decreases body checks. This can be useful for a few things, though not as useful as prowess (though I don't even think -1 prowess is much). You can play him on Wizards, his main use, since they have relatively high bodies and any benefits you can get help. Especially with Nazgul, where prowess is slightly de-valued because they already have such high ones, and where body checks can sometimes be the one un-sure thing for killing a character. Also useful on various other ones, like Hobbits, which can be easily wounded (you don't need Nazgul, anyone with 13 prowess or more automatically beats them, and there are several of those) but then not so easily killed with their high bodies. Still, it isn't that great an ability.

Overall, as I said before, Akhorahil ranks around fourth or fifth for overall Nazgul abilities, but for his special ability he ranks around 6th or 7th. 

The Nazgul Are Abroad 

Hazard: Permanent-event

Nazgul may attack the company containing the bearer of The One Ring at any site that is not a Free-hold [F] or Haven [H]. Nazgul may attack any company possessing any ring in a Shadow-land [s] or Shadow-hold [S]. If Doors of Night is in play, at the end of each turn, each player may return one Nazgul permanent-event from his discard pile to his hand. Cannot be duplicated. 



Wow. This makes The One Ring even more dangerous to have then it already is. And that's just one of its abilities. But let's do that one first. It basically makes it almost impossible to move around with The One Ring. Sure, you can keep it in free-holds and havens, but not anywhere else. So if you want to destroy it you'll have to face the wrath of this card, which lets Nazgul attack the company with it wherever it goes that's not a free-hold or haven. Think of all the potential of this. You can play Nazgul on a company with it whenever you want. Of course, the bearer of The One Ring can just defend one of the strikes, but with strike enhancers like tomorrow's card (Hoarmurath of Dir) you can make one other character be affected by it.

An excellent combo, in fact, would be: All the Nazgul permanent-events you have in play as them (doesn't add to the hazard limit of the turn you play this combo) plus this card, with Hoarmurath being tapped (1 toward the limit), Witch-King of Angmar, The Pale Sword (so potentially I believe you can have it at 25 prowess), and Fell Beast, for a total of four hazards and therefore a creature with 25 prowess, 3 strikes, and all of their targets chosen by you, playable on The One Ring's company almost anywhere. And even if a character wins on the body check, they'll still lose on all the corruption you can inflict on them from The Pale Sword et.al. (especially the ring bearer, who can have 12 points of it if he doesn't cancel the attack).

The next feature, attacking any ring company at a shadow-hold or land, is also quite useful. It lets you attack many more companies, especially if (as I think this card means) "any ring" includes Gold Ring Items (Scott?). Since most regions and sites that Gold Ring items can be played at are (or include) Shadow, it makes it extremely dangerous to even try to get a ring.

Plus, there's the final effect, which lets you recycle Nazgul permanent-events. Especially if you recycle Uvatha the Horesman, who lets you recycle a creature, therefore allowing you to effectively keep recycling Nazgul again and again and using them with this again and again. Though there is one problem with this card. It effects both you and your opponent. But here's a clever way to avoid it: play all the "good" Nazgul, or at least all of them that you want, as permanent-events before playing this, in otherwords ASAP, and then tap and recycle them, allowing you to have (I think) broken the uniqueness barrier and play them again and again. Though I suppose your opponent could just play them in the interim, he'd have to be very lucky...

Anyway, overall this card is an excellent one, one of the best in the game, almost necessary in any Nazgul deck. 

Hoarmurath of Dir 

Hazard: Creature or Permanent-event
Site Keys: Dark-Holds
Region Keys: Dark-Domains
Marshalling Points: 5
Prowess/Body: 15/9

Unique. Nazgul (6th). May be played as a hazard creature (with one strike) or as a permanent-event. As a creature, may also be played keyed to Dagorlad, Ithilien, Gorgoroth, and Khand; and may also be played at sites in these regions. If played as a permanent-event, it will remain in play until tapped during the opponent's movement/hazard phase (tapping counts against the hazard limit). When tapped, Hoarmurath of Dir becomes a short-event and gives +1 strike to any one attack. 



Okay. Nice ability, one of the best we've seen yet, but the worst stats of any Nazgul (tied with Uvatha, though their abilities are both good). Also, a cool picture, one of the better Nazgul for that too (though I like them all).

First his stats. 15/9. Standard level prowess, comparable to most of them (except Akhorahil, Witch-King and Khamul), but body one point lower. Though body isn't that significant with high prowess, it does make that little difference.

His regions are, like most Nazgul, moderate, though Ithilien is nice because it's only a Wilderness otherwise. This drives him to 8th or 9th for just ability, but his skill makes him overall another middlish one.

Let's look at that skill. He gives an extra strike to any attack. The effectiveness of this, of course, entirely depends on the attack itself. Personally, I rate for the three creature abilities strikes first, then prowess, and finally body, so this is better than either of the other enhancers when dealing with one single attack. Instead of just making it a little more powerful, it gives it a whole extra chance to do harm. This is particularly deadly with "Attacker chooses defending characters" ones, because those count for more and you can get more of those fiddling little ones like un-enhanced Hobbits (though most people protect them with things like The One Ring). Like Smaug, any dragon for that matter, or better yet a Fell Beast enhanced Nazgul. 3 strikes, you choose defending characters, and IT'S A NAZGUL (bring out old Khamul for real fun, 16 prowess...).

And it only needs 2 cards to be played immediately, a third played previously that counts toward the hazard limit. One of the few Nazgul combos that you can reasonably get out without turning over your entire strategy to it. And also, this card has the nice feature of being recyclable with The Nazgul are Abroad, so you can use it again and again. This ability ranks around fourth, behind Khamul, Ren, and Uvatha.

So, overall, Hoarmurath of Dir is an okay Nazgul overall, but with a good special ability that makes him better. 

Morgul Horse 

Hazard: Short-event

This card allows you to place a tapped Nazgul permanent-event back into your hand instead of discarding it. Alternatively, allows a Nazgul to be played keyed to a Shadow-land [s]. 



Hmm. Fairly good, with a few useful effects, though all of them can come from other cards. The Nazgul are Abroad and Fell Beast. Though it does have a little advantage over those in some ways, it also has a disadvantage in others. 

First, the permanent-event recycling. This is quite useful, though its exact usefulness depends on the event. From an insanely useful one like Ren the Unclean (makes everyone make a corruption check, I'm reviewing him in #70) to a mediocre one like Dwar of Waw (IMHO). Or also good ones to recycle like Uvatha (regenerates a Hazard creature, #71). Though its main feature over The Nazgul are Abroad is that it doesn't help your opponent too.

It also has a disadvantage, it only happens once compared to The Nazgul are Abroad's every turn.

Now the other effect. It's also useful, since there are a fair number of Shadow-lands and it therefore significantly increases your chance of getting your Nazgul played. Though once again, another card, Fell Beast, does that effect, in addition to several others. The main reason to play this over that is that with this you don't have the other effects, mostly beneficial but Fell Beast does lower prowess by 2.

There's not that much more to say about this card. Its main other use is just as a backup for those two, since it has an effect from both of them and you can stock another few in your deck of this.

Overall, a middlish card, which has some nice features but there are better cards. 

Adunaphel 

Hazard: Creature or Permanent-event
Site Keys: Dark-Holds
Region Keys: Dark-Domains
Marshalling Points: 5
Prowess/Body: 15/10

Unique. Nazgul (7th). May be played as a hazard creature (with one strike) or as a permanent-event. As a creature, may also be played keyed to Brown Lands, Dagorlad, Gorgoroth, and Western Mirkwood; and may also be played at sites in these regions. If played as a permanent-event, it will remain in play until tapped during the opponent's movement/hazard phase (tapping counts against the hazard limit). When tapped, Adunaphel becomes a short-event and causes any one character to tap. 



Pretty good, actually. Regions as good as Khamul, and also a possibly (though not incredibly) good ability.

First the basic card. 15/10, completely average in that respect. The same is true with the 5 M.P. The regions are quite good. A wilderness and two shadow-lands, plus Gorgoroth. And they're nicely spread out around that area, too, so this is another Radagast-buster.

But now the main thing, the special ability. It's one of the better ones, though it's not that good. Tapping a character can have a variety of uses. The first is the simple attack modifier, -1. A little useful to help an attack, and unlike other cards that do this it has other uses. Another use is just making your opponent wait a turn or more to bring out some item (timing can be critical on getting The One Ring out first, and other things). Play this on a character, recycle it with Morgul Horse or The Nazgul are Abroad, then play it again. You can keep doing this to both drive your opponent mad and to keep them from being able to get that needed item. This is also useful with various other spells etc. which require a character to be untapped. And finally with any cards (in future expansions if not now) which penalize for being tapped. Your opponent must, however, have a small company for the item use, or else someone else can just get it (though in faction races you can dramatically lower their chance by taking out their Wizard).

Overall, therefore, Adunaphel ranks with most Nazgul around the midrange for overall ability (possibly a bit ahead for regions), and the same for special ability. 

Morgul-knife

Hazard: Permanent-event

A Nazgul's prowess is modified by +2. Discard if attack doesn't wound acharacter. Corruption. One character (attacker's choice) wounded by anattack modified by this card receives 4 corruption points (place this cardunder the character). If at a Haven during his untap phase, a character withthis card may attempt to remove it (but he may not untap or heal). Make aroll (or draw a #): if this result is greater than 4, discard this card.Cannot be duplicated on a given Nazgul.



Hmm. To use an extremely fitting comment from Turin, "A little palesword". That's what this card is. Actually, for all Nazgul except theWitch-King, it's more like a big pale sword. It gives an extra prowessover The Pale Sword, +2 instead of +1, but not the # of permanent-eventsbonus that The Pale Sword gives the Witch-King. Still, for many otherpopular Nazgul, like Khamul, this card's better.

And also it completelynullifies the negative prowess modifier (-2) of Fell Beast (well, thereare enough bonuses to make it worthwhile, as you'll see in #72), thoughthere are even better cards for Nazgul cards (so many great cards, so fewcan be played....sigh).

The corruption effect isn't as good as The PaleSword, with only 4 points instead of 6. Even this can be annoying, thoughnot as much as 6. Especially good in combos with corruption check forcers,like Weariness of the Heart (I'm going to have to re-review that one ofthese days, it's really turned out to be better than I thought) or evenbetter, Ren the Unclean (both to keep with the Nazgul theme and because itmakes every character make a check, see my review of it tomorrow). Butit's quite easy to remove if you can just get to a haven (or with AragornII and Athelas).

This card's also useful, as its final purpose, just as abackup for some of the other difficult to get cards, increasing yourchances of getting out that juggernaut-like Nazgul.

Finally, it's notunique, so you can use this on several different Nazgul (though not thesame one because of the "cannot be duplicated" part).

Overall, a fairlyuseful card, one of the better Nazgul-related hazards for any of themexcept the Witch-King. 

Ren the Unclean 

Hazard: Creature or Permanent-event
Site Keys: Dark-Holds
Region Keys: Dark-Domains
Marshalling Points: 5
Prowess/Body: 15/10

Unique. Nazgul (8th). May be played as a hazard creature (with one strike) or as a permanent-event. As a creature, may also be played keyed to Dagorlad, Ithilien, Gorgoroth, and Horse Plains; and may also be played at sites in these regions. If played as a permanent-event, it will remain in play until tapped during the opponent's movement/hazard phase (tapping counts against the hazard limit). When tapped, Ren the Unclean becomes a short-event: each character in play must make a corruption check. 



Well, the special ability is the only unique thing about this, but it's still okay even without it. "Standard-issue" Nazgul in most respects, 15/10, 5 M.P., regions all near Mordor, but a special event that pushes this card way up in the ranks.

Let's talk about that event. It makes EVERY character in play make a corruption check. No strange restrictions about it. Of course, it does effect you, but that's relatively minor compared to the devastating effects it can have with careful planning. Such as with Lure cards. Play a bunch of these and then this to have a huge effect on your opponent.

Another use is with big One Ring companies - with 6 for the bearer and also +1 to EVERYONE in the company, you can make them all make checks and therefore have a quite good chance of getting at least one of them out. In fact, this is useful in almost any possible corruption strategy. Though its main uses are with either item-heavy players or with high-powered corruption decks, it can also be used in others.

The main problem, as I said before, is that it also affects your characters. This can be remedied with either careful planning (transfer those items to all the Frodos and Bilbos in your company and then tap this) or with enhancers like Fellowship. And remember, you can recycle this, so once you've gotten yourself set up to be tough for it to effect you can play it over and over. And it's easier to recycle than Weariness of the Heart, in addition to affecting all the characters. So you can be simultaneously trying to corrupt your opponent's Wizard out of the game AND corrupting that item-laden character.

Plus, here's a final combo: use it with Traitor (or several of them) to add an extra little problem for your opponent when one of his characters fails a check. An extremely powerful, wide-range, and easy to use effect.

Overall, Ren the Unclean is a good bit above average for overall ability and first for special ability. 

Uvatha the Horseman 

Hazard: Creature or Permanent-event
Site Keys: Dark-Holds
Region Keys: Dark-Domains
Marshalling Points: 5
Prowess/Body: 15/9

Unique. Nazgul (9th). May be played as a hazard creature (with one strike) or as a permanent-event. As a creature, may also be played keyed to Harondor, Horse Plains, Gorgoroth, and Khand; and may also be played at sites in these regions. If played as a permanent-event, it will remain in play until tapped during the opponent's movement/hazard phase (tapping counts against the hazard limit). When tapped, Uvatha the Horseman becomes a short-event and you may bring one hazard creature from your discard pile to your hand. 



This is another one of those Nazgul whose special ability is their best feature. Other than that, he's a slightly below standard-issue Nazgul, with regions all around Mordor like most of them and 15/9, 1 fewer body than the norm. So let's go right on to his main and extremely useful feature: his special ability, bringing back creatures from the discard pile.

I personally quite like cards like this; every single game I know of has them, and they're all quite useful. From Magic to Star Trek, games use this concept. And this is probably the most general recycling card of any of Middle Earth's.

There are all sorts of uses for this card. Actually, Mouth of Sauron works on any hazard, but since it's unique its effect can't be recycled and therefore it isn't as useful as this. The first use of this card is simply on powerful creatures. If your opponent's trying to get the Ring destroyed, he'll probably go through dark areas more than once, an excellent place for Nazgul to be played again and again. Recycle this, and then use it to recycle Khamul or Witch-King.

Also it's useful on Dragons, another powerful creature particularly with Dragon's Desolation. Plus it's good with other powerful ones, like Shelob (though her use is limited enough chances are your opponent won't be in an area she can be played more than once). It's also useful with other Unique hazard creatures and with long-term specific attack enhancers (like Wake of War or Minions Stir, especially if you have The Will of Sauron to make them permanent instead of just long events).

Plus it's nice with other Nazgul, like Adunaphel to delay an opponent in an area for a turn (if they need to play an item or something but the only one who can you tap) so that you can play some hard-to-play creature on them twice.

Overall, Uvatha is yet another mid-range Nazgul for overall ability, and is near the top for special ability. 

Fell Beast

Hazard: Short-event

The number of strikes of one Nazgul hazard creature is increased by one andits prowess is decreased by 2. Attacker chooses defending characters.Additionally, target Nazgul may be played keyed to a Shadow-land [s] orShadow-hold [S]. Cannot be duplicated on a given Nazgul.



WOW! This card is one of the main reasons why I love Nazgul. It's also thething that completely removes almost any advantage dragons have over them.It has three good features and one (slight) problem. First, as always, thefeatures.

It increases the number of strikes by one. I already went overthe advantages of this in Hoarmurath of Dir, but let's quickly go overthem again. Instead of just increasing the power of one strike, it givesyou an ENTIRE EXTRA ONE. That's almost as good as doubling the prowess,better in some ways. And that's not the only feature of this card, either,so that's one of its advantages over Hoarmurath (though it only works onNazgul while Hoarmurath works on any attack).

Next, this card lets theattacker choose defending characters. Now that's a feature. There are noother cards in the game that do this, and only 6 or so that have theability. And it's an incredibly powerful ability, too. Instead of usingGlorfindel or Beorn to defend against an attack, now you can choose, andkill all those Hobbits (though you don't need a Nazgul to do that) andeven Wizards (usually the last choice to defend against a Nazgul attack).It removes one of the two restrictions in killing almost anyone you wantwith a Nazgul attack (the other being the body check, which there is noway of removing but you can make it more likely to fail). Think of thiswith Khamul. With Morgul-Knife, it's an almost automatic three-card comboto wound a wizard.

And there's one more feature, too. You can key Nazgulto Shadow-lands and holds. It makes a lot more sites and regionsdangerous, and unlike many cards that let this happen (or convert Shadowto Dark) it automatically works and doesn't need an extra card.

There isone problem with this card - it does reduce prowess by 2, but it's worthit for the effects it gives.

Overall, this card has three greatNazgul-enhancing effects packed into one, pretty much necessary in anyNazgul deck.

Minas Tirith

Site: Free-Hold
Region: Anorien
Site path: Wilderness, Border-land, Free-domain
Nearest Haven: Lorien
Cards Drawn: Opponent 2; You 2



And what a site it is. There's 12 marshalling points available here without even tapping it. And 2 more from any of three different sources that do. All sorts of things depend on here, plus it has other useful features too. First, the marshalling point breakdown (courtesy of Lobelia, who sent it with her ratings): 

                Denethor II                     1*

                Boromir II                      1*

                Men of Anorien                  2

                Palantir of Minas Tirith        2

                Return of the King              3*

                Sapling of the White Tree       2*

                The White Tree                  5*

                Tower Guard of Minas Tirith     2

                -----------------------------  --

                Total                          18 (wow!)

(items with a * do not require the site to tap to play them)

As you can see, quite a lot of points are available here, plus several cool effects. Out of the three tapping options, BTW, I'd choose the Palantir, because it has more effect. But anyway, let's see what we have. Denethor and Boromir, two fairly nice characters, first of all. Return of the King, a 3-DI boost for Aragorn (though Denethor can't be in play when you play it). The White Tree combo, which lets you make it a haven and also gives you SEVEN M.P.

Plus, there are a few other features of Minas Tirith. It's a free-hold in a free-domain, with no hazards specifically keyed to it or its region, the second safest combo (first if you use The White Tree to make it a haven) there is for a site. With The White Tree, it's the safest place in the whole board (Grey Havens is the only other haven in a free-domain, and Corsairs can be played there, while a Haven in a Free-domain is almost invincible to attack).

Plus, it's a nice stopping point between Lorien and Mordor for region movements, and it's near the coast for coastal sea decks. Also, even if you don't go there, you should have it just in case your opponent plays The White Tree.

Overall (as well as I can rate sites, anyway) Minas Tirith is a great site, the best non-haven one (with the possible exception of Mount Doom for ring decks), and belongs in any site deck. 

Sacrifice of Form 

Resource: Permanent-event

Spell. Wizard only. All of the strikes from one attack against your Wizard's company fail; -3 to any body checks made to determine if the attack is defeated. Discard the Wizard (i.e. he becomes unrevealed) and any non-item cards he controls. Place any items he controls under his card and keep these off to the side (these items are considered to still be in play). If the Wizard is put back into play, return his items to him and place Sacrifice of Form with him. Wizard receives +1 to his prowess, body and direct influence. May not be duplicated on a given Wizard. 



Another one of those cards that looks fiendishly complicated but is actually quite simple. It's also very powerful and useful when used correctly.

First, its effect. There are many of these, tied together into one big overall one. The first one is that it makes all strikes fail from one attack and subtracts 3 from body checks of that attack afterwards. Against Nazgul or Shelob, it can get to be an instant 6-M.P. boost (especially Khamul, 5 body makes him almost a sitting duck, which is hard to say about an 18/8 Nazgul, especially if you make it one with 2 strikes and attacker choosing defending characters). And that's just the basic effect, though it is quite useful when your Wizard's in danger.

The next effect is that it un-reveals and discards a Wizard and non-items he controls. This could seem bad, except that there are actually many uses for this rather than penalties for it. First, if you use a discard recycler like Favor of the Valar, or better yet, one of the Palantiri (I'm doing a week on them soon, of course, just not yet), you can get your Wizard right back into play. With this assurance, that you can get the Wizard back if you need him, you have lots of great possibilities. Like if your Wizard's finished his work of getting out The One Ring easily (Wizard's Test etc.) and you won't be needing him again, and you have few enough characters so you don't need him for direct influence, use this to bring him safely back into your hand and prevent unexpected attacks. Or if you've influenced a lot of factions and now you just want to send him back before the corruption checks of the Free Council, this card's great. Plus remember, you keep the items if you bring him again, so it's also useful if your opponent's got a killer combo for use against your wizard and you want to keep him safe for a few turns while your opponent gets bored, annoyed, and finally discards it.

And that's not even all its effects. The Wizard also gets +1 to prowess, body, and direct influence when he does return, making him a formidable 7/10 character (1 pt. away from Glorfindel, and his body isn't as high), with 11 direct influence. A handy little extra boost in the probably dangerous conditions which caused you to un-reveal him in the first place. Not to mention useful if you're going through bad territory with The One Ring and you do want your wizard after all. Though this effect can't be duplicated, or else you could enhance your Wizard to 9/12 and 13 D.I., more powerful than any other character in the game.

Overall, Sacrifice of Form is an excellent card, one of the best resources in the game and an extremely useful boost for wizards. 

Tom Bombadil 

Resource: Sage Ally

Mind: 4
Marshalling Points: 3
Prowess/Body: 12/11

Unique. Playable at Old Forest. Tap to cancel the effects of any one hazard that targets any company moving to a site in Arthedain, Rhudaur, Cardolan, or The Shire. Discard Tom Bombadil if his company moves to a site that is not in Arthedain, Rhudaur, Cardolan, or The Shire. 



Nice, but restricted. The restriction, of course, is his limited area, though he's quite useful in it. First his features. He's worth 3 M.P. That almost makes it worth your while to leave him with a weakling character back in Bag End or somewhere like that and keep the M.P. He has Sage skill, a little useful with characters like Hobbits that don't otherwise have them.

He's also 12/11, a very useful feature for defending your party when it is in that area. And, like the Ents, he makes a good escort there. 

Plus, he can cancel any attacks in that area, very useful and making any company there practically invincible. Let's look at that area. There are a total of 9 sites in it: Rivendell, Cameth Brin, Ettenmoors, Barrow-Downs, Old Forest, Bag End, Weathertop, Bree, and The White Towers. The regions are 3 wilderness and a free-domain, and the sites are a haven, a free-hold, 3 border-holds, and 3 ruins/lairs. Not too dangerous, but some bad things can be keyed to there. Corsairs to Barrow-Downs, and Huorn and Old Man Willow to Old Forest, among the regular keyings. Plus, Hobbits, Rangers of the North, and Hillmen are playable there, as well as loads of characters and Goldberry, Bill the Pony, Palantir of Elostirion, and Red Book of Westmarch. A fairly plentiful region, which also contains Rivendell, a site almost any character (except the hobbits, who are playable at Bag End still) can be played at. So you have a decent number of points and other useful things, but not a lot of danger that he nullifies.

He's especially good, however, in the role he actually played; escorting Hobbits from Bag End to meet up with more poweful companies in Rivendell, where they can then go out on larger adventures. He's also useful to get all 3 factions in that area, a total of 5 marshalling points (well, it's not much, but it's something). And that's not counting the huge load (23 from characters only playable there, wow) from characters and also the large one (9) from allies and items, not counting Tom's 3. Total of FORTY points counting him available there, enough to almost entirely win some games. Plus, who knows, maybe there will later be a card (in an expansion, or a promo for that matter) that lets allies be played at other sites and not be discarded there, which would make Tom an even better one.

Anyway, overall Tom Bombadil's a pretty good ally, one of the better ones, though he is extremely limited in where he can go. 

Lorien 

Site: Haven

Region: Wold & Foothills
Site path from Rivendell: Wi, Wi, Bl, Wi
Site path from Edhellond: Wi, Bl, Fd, Fd, Bl, Wi

Opponent draws 2 cards, you draw 2 cards.



Yes, our first haven. With lots and lots of features. First, it comes in probably first as a haven. Rivendell is the starting one, yes, but Lorien's more central and also the easternmost one (a little more so that Edhellond, I believe, though Edhellond is fairly near Mordor too).

There are lots of things you can get at it, first of all. Five characters are playable there as a home site (since everyone except Hobbits can be played there otherwise): Celeborn, Galadriel, Haldir, Orophin, and of course Gandalf (he's playable at any haven, after all). 6 marshalling points right there. Not that much, but it's a start. And what characters, too. Galadriel's one of the best in the game, with the highest body of any character (10) in addition. Celeborn can influence her if enhanced to return the exact same amount he requires. Haldir and Orophin, not that great, but still two more characters. And Gandalf I'm not even going to talk about.

There's also another 2 points from Earth of Galadriel's Orchard. Already enough to make the site worth going to, and that's not all.

Another feature is that it's rather safe. It's not the safest one for a region, wilderness can be a little dangerous, but there aren't any hazards keyeable to it otherwise except for Balrog of Moria (and that doesn't attack, it de-havenizes it under certain circumstances). Another nice thing, perhaps the best part of all, is its location. It's within two moves of Mordor (unless you have the Anduin River event, in which case it's even easier to get there), and the closest haven to a huge number of sites (38 by my count). 38 sites to which Lorien is the nearest place to heal. And even more than that to which it's fairly close. A huge number. I won't even count how many marshalling points are in that area, since the majority of them are in addition to some others like Mount Doom (which can win you the game, after all). 

Overall, Lorien is an excellent card, probably the best haven and also good for a few other reasons in addition. 

Arwen 

Character: Scout/Sage Elf

Mind: 3
Direct influence: 0
Marshalling Points: 1
Prowess/Body: 2/8

Unique. +7 direct influence only usable against Aragorn II.

Home site: Rivendell 



She's probably the best of the "big character helpers", the characters who don't do much themselves but who offer huge D.I. bonuses against specific other characters. Another example of this is Celeborn. The problem with using these guys is that they usually don't offer entirely enough influence to control the character themselves, so they need boosters to be of any use, though if you do use them they're some of the few characters who can actually give out more influence than their mind (you get 4 extra with Arwen).

So, for example, just play a Lesser Ring on Arwen and you have a 3-mind influence for Aragorn II, a savings of SIX over what it normally costs to control him. And it's pretty difficult to control him with almost any character, too, since direct influence scarcely gets even above 3 and he needs nine to control him. Same with the other characters with helpers like this. Basically, it's a way to get the really strong characters in play without using much direct influence or your Wizard.

In fact, using cards like this you can even successfully pull off a non-Wizard strategy and still get out good characters, one of the main problems with such a strategy otherwise. Any special item type ring will give you this much extra, anyway, so it's fairly easy to get it.

Plus there's another use for this card and its genre, perhaps the best of all. You can use it to influence AWAY Aragorn (or whoever) from your opponent. With this much direct influence, it's a good bit easier, and it's perfectly okay by the rules (I don't know of any rulings or anything that counters it). Still, there's not that much else about this card. It gives you 4 extra direct influence, as I said before, and it doesn't have much else as a feature. Its home's Rivendell, just making there no extra site to play it at, so no bonus there, 1 marshalling point isn't much but can be handy, and 2/8 is only 1 prowess above (and 1 body below) a Hobbit.

Not that much else to say about this card, actually, except that overall it's a useful card with Aragorn II and influence boosters. 

Iron Hill Dwarves 

Resource: Dwarf Faction

Marshalling Points: 4
Unique. Playable at Iron Hill Dwarf-Hold if the influence check is greater than 8.
Standard modifications: Elves(-2), Dwarves(+2). 



Close to, if not the best faction in the game. Only 1 fewer M.P. than Southrons, and it's in a safer area and requires a lower number for influence checks. Compared to the others it's also a lot safer. You can get there, if you're willing to manuver a little carefully, without facing anything more than a wilderness or border-land. Yes, dragons are keyeable in that area, but if Doors of Night isn't out there's no worry from that, and if it is you can either play Gates of Morning, Twilight, or just risk it (though they can be pretty nasty, if you have good characters with enhancers you can go there). Still much safer than some of the other areas, where Nazgul are playable (though Khamul's playable in some of Mirkwood, just take the route around there to the North through Woodland Realm).

And also easy to use. Take one of the dwarves from there, for instance, Gimli or Dain II, and have them use their TWO bonuses (+2 to Iron Hill Dwarves, and +2 for being a Dwarf) for an incredibly easy influence check. Let's look at the other factions that have this much or more:

Army of the Dead: Well, yes it's worth two more points, but hard to get out...
Southrons:A little dangerous to get to, plus FOUR Nazgul are keyeable there and there are -2 modifiers for 3 races and no + modifiers.
Easterlings:Pretty much the same problem as the Southrons, just with three Nazgul, though you have to pass through lots and lots of regions to avoid Nazgul-playable ones.
Variags of Khand: Again, same problem.

Also, you can play Dain and Gimli in the Iron Hill Dwarf-Hold, good since it's two turns from a haven (and if you're up in that area, you'd probably rather not go all the way there and back again to get the needed influencers, or if you're low on characters it's good too). Total of 8 M.P. available in their site, with very little work. Plus remember, they're Dwarves, so if you're up there to go to the dangerous sites and get rings you can get all the benefits of the Dwarven ones now. 

But back to this specific card, there's one more little minor disadvantage about it, the elven modifier, though this is rather insignificant considering most decks aren't exclusively elves.

Overall, an extremely good faction, one of the best in the game. 

Misty 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: Rhudaur and Anduin Vales, Rhudaur and Wold & Foothills, Hollin and Wold & Foothills, Hollin and Fangorn, Dunland and Fangorn. 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. 



Well, it still does have some uses, though a good deal of this review will be about the class in general. Basically what they do is allow passage between otherwise unconnected regions, which are blocked off by various things (mountain ranges or in one case the Anduin River). There's also two special case ones, Morannon (whose effects are in a way actually better suited to a hazard) and Paths of the Dead, which I'll review in other COTDs.

But this card is an example of the general class. They also all include another use, reducing the hazard limit by 2 to a minimum of 2, that gives them a use other than easy passage between regions. The other examples of this type are: White Mountains, Anduin River, Mountains of Shadow, and Ash Mountains. There are some uses for this. It can often allow safer passages between areas, which are not available even on the conventional site paths. Misty Mountains doesn't offer many of these, since there are two paths through them already, but look at White Mountains (though you can use Edhellond for site paths, if you're in Lorien it takes two turns with that while with this it takes one). Anduin River is okay, but would be better if Anorien and Ithilien weren't connected (there's no reason I can think of for that, the river's in between them and Frodo and Sam had to cross it, why shouldn't we?).

But the hazard limit reducer's also quite good. Basically like giving you a Fair Travels in _____ card, and it's not the cards' only feature. But, as I said before, Misty Mountains specifically isn't that good as one, since it can be easily passed through anyway. But also this class in general isn't that great, since because of ICE's devotion to making the game easy (though I agree that 8-hour games are a bad idea and that's what it would have been otherwise) any site can be reached from any other in a maximum of 3 turns anyway (though not with site path movement, consider Himring to Mount Doom for instance).

So overall, Misty Mountains is a mediocre card, the worst in its not-too-great class. 

Torque of Hues 

Resource: Major Item
Marshalling Points: 2
Corruption Points: 2

Unique. Tap Torque of Hues and its bearer to cancel an attack against his company. Bearer makes a corruption check. 



Wow. Just plain wow. I also call it "Gandalf's Bane", because it lost me the Beren match, but just in general WOW. So easy to get out (just find a major item site, there are lots of them out there) and yet so powerful. First the basics. 2 corruption and 2 marshalling points.

2 corruption isn't much worry if it's the character's only item (or there's one more that's not too high on corruption), and it's enough to keep most characters from needing much more.

And 2 marshalling points is useful, but small compared to this card's main ability. It can stop attacks. Any attack, any location, it stops. Just one, yes, but if it's your opponent's high-powered mega-attack (like a Pale-Sworded, Fell-Beasted Witch-King in my case) it can really save the day. Now you can move to Mount Doom with much more safety (unless of course your opponent's got many Nazgul and is planning to use several of them with Fell Beasts, in which case your Wizard's in trouble anyway). But even then this can take out the best one. If it wasn't unique, you could use it even more, but since it is and there's no way I know of to untap an item in the middle of a turn (though you can untap the character, that doesn't untap the item as well, and you need both untapped) you can only use it once per turn.

Think of the other uses, too. It's rare that a turn will have more than one "attacker chooses defending characters" attack (unless your opponent's got lots of Fell Beasts and Nazgul or both Daelomin and Smaug), so you can pretty much protect your Wizard forever with this. In fact, with Gandalf and Radagast, this makes a nice combo anyway, with a corruption check that cannot fail unless modified (without an extra +1 at least, you can fail if the dice/draw yield(s) a 2). It's therefore extremely good with Hobbits, with their huge corruption check modifiers.

Plus you can even use this on particularly bad auto-attacks, like the dragon sites or some of those dark-holds (though in those there are usually things far more dangerous). 

There is the one matter of the corruption check, as I mentioned before, which can cause major headaches in characters with lots of other corruption points, but it's easy to avoid troubles with by just picking carefully when to use it.

And the reason it's better than Secret Entrance, BTW, is that it can be re-used, which can sometimes be better than cancelling all strikes in a Dark-Domain (though not always, consider Mount Doom for example).

Overall, Torque of Hues is a very useful resource item, one of the best in the game. 

Thorin II 

Character: Warrior/Scout/Diplomat Dwarf
Marshalling Points: 3
Mind: 8
Direct Influence: 2
Prowess/Body: 5/8

Unique. +2 direct influence against Blue Mountain Dwarves. +3 prowess against Orcs. +2 direct influence against Dwarves and Dwarf factions.

Home site: Blue Mountain Dwarf-Hold



Probably the best of the Dwarves. He's -6 for influence by my scale, but that's about average for high-powered characters, above (or below, depending on how you say it) average when you consider all his influence bonuses. Let's go through all the stats. 

5/8. Nice, allows him to quite adequately defend himself, and be one of your best fighters in a dwarven deck. And against Orcs he's as powerful as Glorfindel II, with his 3 prowess bonus. Warrior/Scout/Diplomat is also nice, almost as good as Gandalf minus Sage Skill. 3 marshalling points. Nice, in fact the best any character gets up to, worth as much as many factions by himself. And of course he can control those factions very well with his influence bonuses. 

First, he gets a whopping SIX point influence bonus (+2 to blue mtn. Dwarves, +2 to dwarf factions, and +2 on the faction's card because he's a dwarf) against Blue Mountain Dwarves, making influencing them virtually automatic. Another 3 M.P. there. He gets a +4 bonus to the Iron Hill Dwarves, the other Dwarf Faction, making that likely and therefore giving him another 4 M.P. (so now we have 10 already), and then never mind all the dwarves he can influence.

He also fits very nicely with Dwarven Rings of Power, which bring him up to: 9/9 (!), another 6 M.P., 5 corruption points (just give his company Fellowship or something, or take the risk), 9 (!) direct influence, and also very useful special abilities. And he's an almost invincible 12/9 against Orcs with this, and has 11 direct influence against Dwarves (enough for Bifur, Bofur, Bombur, Dori, Dwalin, Fili, and Nori, all together, wow). So he's an obvious candidate for Dwarven rings.

And his only disadvantage is his high mind, which isn't even that high when you consider he can have 4 D.I. against dwarves. Overall, Thorin is an extremely powerful and useful character, the best Dwarf in the game. 

Scroll of Isildur 

Resource: Greater Item
Marshalling Points: 4
Corruption: 3

Unique. When a Gold Ring is played in a company with the Scroll of Isildur, the result of the roll (or draw) is modified by +2. 



Pretty nice. Especially if you consider its other features besides the special abilities. First the basics. It's a greater item. These are fairly hard to get out, I admit, but not impossible. There are many sites where these are playable, though most of them are rather dangerous. But it's worth the effort. First, there's the 4 M.P., an immediate effect that makes it as useful as most factions right there. And that's not even its main feature. Its main use is the listed one, helping significantly to increase the ring draws. So, here's Isildur's list of probabilities for every ring in every condition:

· The One Ring: 

· With a Precious Gold Ring: 

· Wizard's Test with Scroll of Isildur: 66% 

· Wizard's Test without Scroll of Isildur: 30.6% 

· Test of Form/Gandalf with Scroll of Isildur: 41.7% 

· Test of Form/Gandalf without Scroll of Isildur: 16.7% 

· Test of Lore with Scroll of Isildur: 27.8% 

· Test of Lore without Scroll of Isildur: 8.3% 

· With Fair Gold Ring: 

· Wizard's Test with Scroll of Isildur: 47.8% 

· Wizard's Test without Scroll of Isildur: 10.8% 

· Test of Form/Gandalf with Scroll of Isildur: 27.8% 

· Test of Form/Gandalf without Scroll of Isildur: 8.3% 

· Test of Lore with Scroll of Isildur: 16.7% 

· Test of Lore without Scroll of Isildur: 2.8% 

· With Beautiful Gold Ring: 

· Wizard's Test with Scroll of Isildur: 16% 

· Wizard's Test without Scroll of Isildur: 5.5% 

· Test of Form/Gandalf with Scroll of Isildur: 16.7% 

· Test of Form/Gandalf without Scroll of Isildur: 2.8% 

· Test of Lore with Scroll of Isildur: 8.3% 

· Test of Lore without Scroll of Isildur: Impossible 

· A Dwarven Ring: 

· With Precious Gold Ring: 

· Wizard's Test with Scroll of Isildur: 92.3% 

· Wizard's Test without Scroll of Isildur: 82.6% 

· Test of Form/Gandalf with Scroll of Isildur: 72.2% 

· Test of Form/Gandalf without Scroll of Isildur: 41.7% 

· Test of Lore with Scroll of Isildur: 58.3% 

· Test of Lore without Scroll of Isildur: 27.8% 

· With Fair Gold Ring: 

· Wizard's Test with Scroll of Isildur: 82.6% 

· Wizard's Test without Scroll of Isildur: 47.8% 

· Test of Form/Gandalf with Scroll of Isildur: 58.3% 

· Test of Form/Gandalf without Scroll of Isildur: 27.8% 

· Test of Lore with Scroll of Isildur: 41.7% 

· Test of Lore without Scroll of Isildur: 16.7% 

· With Beautiful Gold Ring: 

· Wizard's Test with Scroll of Isildur: 66% 

· Wizard's Test without Scroll of Isildur: 30.6% 

· Test of Form/Gandalf with Scroll of Isildur: 41.7% 

· Test of Form/Gandalf without Scroll of Isildur: 16.7% 

· Test of Lore with Scroll of Isildur: 27.8% 

· Test of Lore without Scroll of Isildur: 8.3% 

· A Magic Ring: 

· With Precious Gold Ring: 

· Wizard's Test with Scroll of Isildur: 16% 

· Wizard's Test without Scroll of Isildur: 47.8% 

· Test of Form/Gandalf with Scroll of Isildur: 8.3% 

· Test of Form/Gandalf without Scroll of Isildur: 27.8% 

· Test of Lore with Scroll of Isildur: 16.7% 

· Test of Lore without Scroll of Isildur: 41.7% 

· With Fair Gold Ring: 

· Wizard's Test with Scroll of Isildur: 30.6% 

· Wizard's Test without Scroll of Isildur: 66% 

· Test of Form/Gandalf with Scroll of Isildur: 16.7% 

· Test of Form/Gandalf without Scroll of Isildur: 41.7% 

· Test of Lore with Scroll of Isildur: 27.8% 

· Test of Lore without Scroll of Isildur: 58.3% 

· With Beautiful Gold Ring: 

· Wizard's Test with Scroll of Islidur: 47.8% 

· Wizard's Test without Scroll of Isildur: 82.6% 

· Test of Form/Gandalf with Scroll of Isildur: 27.8% 

· Test of Form/Gandalf without Scroll of Isildur: 58.3% 

· Test of Lore with Scroll of Isildur: 41.7% 

· Test of Lore without Scroll of Isildur: 72.2% 

· Lesser Ring Only 

· With Precious Gold Ring: 

· Wizard's Test with Scroll of Isildur: 3.8% 

· Wizard's Test without Scroll of Isildur: 9.3% 

· Test of Form/Gandalf with Scroll of Isildur: 19.4% 

· Test of Form/Gandalf without Scroll of Isildur: 30.6% 

· Test of Lore with Scroll of Isildur: 25% 

· Test of Lore without Scroll of Isildur: 30.6% 

· With Fair Gold Ring: 

· Wizard's Test with Scroll of Isildur: 6.3% 

· Wizard's Test without Scroll of Isildur: 9.3% 

· Test of Form/Gandalf with Scroll of Isildur: 25% 

· Test of Form/Gandalf without Scroll of Isildur: 30.6% 

· Test of Lore with Scroll of Isildur: 30.6% 

· Test of Lore without Scroll of Isildur: 25% 

· With Beautiful Gold Ring: 

· Wizard's Test with Scroll of Isildur: 9.3% 

· Wizard's Test without Scroll of Isildur: 6.3% 

· Test of Form/Gandalf with Scroll of Isildur: 30.6% 

· Test of Form/Gandalf without Scroll of Isildur: 25% 

· Test of Lore with Scroll of Isildur: 30.6% 

· Test of Lore without Scroll of Isildur: 19.4% 

Thanks a lot to Isildur for writing this. 

As you can see, its level of use varies. With The One Ring, it ranges from doubling your chances of getting it out to octupling (x8) it, making it almost invaluable for playing The One Ring. Dwarven rings it goes from x1.1 to tripling it, so with those you should consider it if you're not using Wizard's Test. Magic Rings it significantly DECREASES, because those require lower values, so definitely keep this away from any companies playing magic rings. And finally, if you've got a hand with lots of rings and you just want to play one, it helps the chances of something other than a Lesser Ring being playable by a little. 

So, in summary, Scroll of Isildur is almost necessary with The One Ring, usually well worth your trouble with a Dwarven ring (though not always), and a curse with Magic rings. 

Army of the Dead 

Resource: Special Faction
Marshalling Points: 6

Unique. Playable at Vale of Erech. May only be played by Aragorn II on the same turn that he plays Paths of the Dead. 



Okay, two things about this card. First off, it's worth SIX marshalling points. There's only two other things that do that: Killing Khamul, Witch-King, or Shelob (and I've already said how hard that is), or bringing out The One Ring (which isn't actually that hard, only about as hard or even a little less than this, but they're about equal in it). The things you need to play this card are: 

· Aragorn II, an F2 character who's fairly easy to get and get out but does have 9 mind. 

· Vale of Erech, a rare site, a border-hold in a border-land 

· Dunharrow, another rare site with the same conditions 

· Paths of the Dead, a rare resource that's pretty complex itself, and finally 

· this card. 

So a total of four rares just to play this. The most rare-intensive one of the three 6-MP boosts. But, at least it doesn't need to be influenced, Aragorn automatically controls it. Though there are some problems that arise. The worst of these is Muster Disperses. One of the worst things you can have happen in a game is go through all the work of playing this only to have it Muster Dispersed. Another problem is how fragile the combo is. If Aragorn is even tapped, this combo's pointless (and that's pretty easy to detect if they see you playing Paths of the dead). Fortunately, the errata says it can't be influenced by an opponent, so you don't have that to worry about, but playing it or dispersing it is still possible.

The real thing to consider when debating whether to play this card is if it would just be easier to play two other 3-point factions instead. If you think so, don't play (or even include in your deck) this card. If not, then go ahead and play it. So overall, this is a very complicated card to play, but well worth it if you do. 

Moria

Site: Shadow-Hold
Region: Redhorn Gate
Site path: Wilderness, Wilderness
Nearest Haven: Lorien
Playable: Items (minor, major, greater, gold ring)
Automatic-attack: Orcs- 4 strikes with 7 prowess
Cards Drawn: Opponent 3; You 2



Despite how dangerous it was in the books, it's actually fairly tame for an all-items-playable site. The automatic attack is fairly minor, any character with decent prowess can probably beat a strike from it. Even Hobbits have a very good chance of beating it. No threat there.

And it's only in a wilderness, so no threat from that either. No, the main threat here is the fact it's a shadow-hold and your opponent draws 3 cards. Two words: Fell Beast. Your opponent can rain several Nazgul on there. That's what makes it dangerous. And while I'm at it, there's also Balrog of Moria, which gives it an auto-attack strike with EIGHTEEN prowess, as strong as Khamul or Shelob (wouldn't it be nice if Glorfindel got a bonus on this, he did kill a Balrog after all). Especially bad since you can play Khamul there too with Fell Beast. Of course, Balrog is worth 5 marshalling points, but that's only if you beat it, which is as I said in the last issue about Khamul and Shelob extremely hard. And it's a permanent-event, so your opponent could play it any time he gets it in his hand before you leave Moria.

Getting back to Moria, though it's dangerous the reward is well worth it if you do get past all the attacks. You can play almost any item there. With Dwarven Ring of Durin's Tribe, several, by untapping the site.

Another useful plus: you can play Gollum there, good if you're going there to get a Gold Ring for bringing The One Ring out anyway. Saves you the trouble of going back and getting him later, and it's a little closer to Mordor than Goblin-Gate (though not much, they're both in the Misty Mountains).

So overall, Moria is a dangerous site, but quite useful if/when you do get past all the attacks there. 

Muster 

Resource: Short-event

Warrior only. An influence check against a faction is automatically successful; no roll (or draw) is necessary. 

[Archivist's note: this card was given errata to say: "Warrior only. An influence check on a faction by a warrior is modified by adding the warrior's prowess to a maximum modifier of +5." It was re-reviewed in CotD #509] 



A very nice effect. It lets you influence almost any faction with any character that's a Warrior. This opens up your possibilities for getting factions by an enormous amount. For instance, send Glorfindel II around to muster up a bunch of factions, using Shadowfax to expedite things. He can fight off lots of attacks well by himself, and with this card he can easily influence any faction he comes across.

Another use, a more general one, is just to influence particularly hard (high roll required) factions, like Southrons. It's very useful at this because it eliminates the risk of losing the factions (except with tomorrow's card, Muster Disperses) to unlucky rolls, and it can't itself be destroyed except by Muster Disperses. This is also useful with decks filled with cards like Dwarves which don't have many factions with positive modifiers for them (because they only have 2 or 3 factions of their race).

But there's also another feature of this. You can use it against your OPPONENT's factions in influencing them away from him. This is actually a good deal better than the first one, because you don't have to do any work of going around to get the factions, drawing them and influencing them. Instead you just steal your opponent's. You can't do Army of the Dead, because it says so in the errata, but you can influence any other one to your side. Like Southrons, to steal five points. Or actually, it's 10 in a way, since you both get five yourself and take five away from your opponent.

Do this with a couple of high-value factions and you can drive your opponent crazy. And those points really can make the difference between winning or losing the game. This card can destroy an entire M.P. based strategy, in fact. So overall, Muster is an extremely useful card, both for controlling hard factions of your own and influencing your opponent's. 

Muster Disperses 

Hazard: Short-event

Affects a faction already in play. The faction's player makes a roll (or draws a #): the faction is discarded if the result plus his unused general influence is less than 11. 



Well, it's good, but not as good as yesterday's. The reason for this is that, except for Army of the Dead, Muster can do all that this card does but it automatically succeeds AND you get the points your opponent lost (if you play the faction yourself immediately after).

But, on the other hand, this does counter Muster, while Muster can't counter it, so it's a safer one to play. And also easier since you don't have to go to the faction's site to play this. This card's basically irreversible, it just happens and can be very destructive when it does. Like on Army of the Dead. You've gone to all this work, getting two rare sites, a rare resource (two if you count the Army itself), and an F1 character all out at the same time (well, the sites aren't hard to get out, but the others are) and in the right place, and finally got your 6 M.P., and then your opponent quitely smiles and plays this on it. Bye-bye 6 M.P.

It does as much for the difference between your scores as The One Ring if used in this case, and it's a common (and one in starters, too, for that matter). Very nice. You can play a whole string of these if you like, for a similar effect to the same thing with Muster, but unlike Muster these can't be revoked. It might be removable by re-playing the faction (if you used Dw. Ring of Durin's Tribe to untap the site) but that would be rather complex to do and probably not worth your trouble. But there is the random aspect of this card. It's not definite that it will work, nor can you make it automatically work with any currently existing cards. Though you can make it definite that it won't if you have lots of general influence (9 points of it, to be exact), a good reason to keep some of it and not use it all on controlling characters.

Still, if you, like most people, don't have 9 extra general influence, then this card's slightly randomized in whether it works or not. Overall, Muster Disperses is a fairly useful card, maybe not as good as Muster at some things but better than others. 

Palantir of Orthanc 

Resource: Special Item
Marshalling Points: 2
Corruption Points: 2

Unique. Palantir. Playable only at Isengard. With its bearer able to use a Palantir and with at least 5 cards in your play deck, tap Palantir of Orthanc to choose one card from your discard pile to place in your play deck (reshuffle the play deck). Bearer makes a corruption check. 



It's similar to all the palantiri in its type of effect, but like all of them it has a slightly different actual one. Before we go on to the effect, let's first look at the basics of this card, and for that matter for all Special Item Palantiri. 2 corruption points, not much to worry about generally, and 2 M.P., once again not too big (though worth as much as some smaller factions, it takes just as much work to get out too, unlike some items). It's playable only at one specific site, once again true of all the Special Item palantiri, and its site is probably about equally convenient as well (especially good for Saruman players, who are probably the biggest users of Palantiri anyway since he can use one by just tapping). And it requires the bearer able to use a Palantir, true of two of the three (Elostirion doesn't, but we'll talk about that in the next issue). And finally it requires at least five cards in your play deck, which you'll see the reason for in a moment.

Now the special ability. It can bring back one card from the discard pile, your decision which, and put it in your play deck. While you're at it, it also shuffles your play deck, an extra little handy feature. Both pretty good abilities, sure they're somewhat beaten in Favor of the Valar but Favor of the Valar can only be used once (it's placed out of play afterwards) while this can be re-used and re-used again. It also can be faster, depending on your situation, than Favor of the Valar, another advantage in it t0here.

There's also a corruption check, not much to worry about unless you have a significantly corrupting item besides this being carried by the bearer.

There are lots of uses for this ability. Like if you're trying to get a killer combo, and keep saving a card for 20 turns or so, then finally discard it only to get the one needed card next turn. This can save you a little time if the draw deck's fairly big (or even not, since all the discards get shuffled in again and not just this). In fact, it almost automatically saves you time as long as something's in the discard pile, since there are less cards to go through to be sure of getting it then with the entire deck re-piled.

And that's true of any need to use this, it saves you time (though you could end up shuffling it to the last place in your draw deck, it's better than waiting until the draw deck's entirely exhausted).

So overall, Palantir of Orthanc is a very useful card for rescuing discards, better in some ways than even the rare Favor of the Valar. 

Palantir of Elostirion 

Resource: Special Item
Marshalling Points: 2
Corruption Points: 2

Unique. Palantir. Playable only at The White Towers. Discard if the bearer moves. If the bearer is a sage, he may tap Palantir of Elostirion to remove one corruption card from an Elf or a Wizard under your control. Bearer makes a corruption check. 



Okay, same basic attributes as Orthanc's. 2 corruption, 2 M.P, playable at a specific site. This site's possibly a little worse than the others because there's nothing else you can do there other than play this. But there also are a few differences.

First, it gets discarded if you move. This severely limits its ability, since you can't travel with it anymore and in order to keep it out you have to keep a character at The White Towers. It is a bit easier to play, yes, since the bearer only has to be a sage and doesn't have to be able to use a Palantir.

Also its ability is different, and not as good IMHO. The ability is that it can remove a corruption card, from an Elf or Wizard. Not that good. Athelas can do that, as long as you have Aragorn II, with anyone, though it can only be used once (but you can carry it around until you need it).

This does have some uses, since lots of cards can be used to corrupt Elves or Wizards. On Elves you can cancel Despair of the Heart, Lure of Expedience, Lure of Nature, Lure of the Senses, and The Burden of Time, and on Wizards Lure of Creation, Lure of Nature, and Lure of the Senses. There's also the Nazgul corrupters Morgul-Knife and The Pale Sword. Still, like I said Athelas can cancel any corruption card on anyone, so it edges above this card. And this requires a good deal more work to get out, considering Aragorn II's fairly easy (though you can't use it if you don't have Aragorn, something your opponent can cause by playing him himself or by influencing him away [though that's pretty difficult with Aragorn's mind]).

Plus there's the small matter of the corruption check.

So overall, Palantir of Elostirion is a mediocre Palantir, probably the worst of all of them. 

Palantir of Minas Tirith 

Resource: Special Item
Marshalling Points: 2
Corruption Points: 2

Unique. Palantir. Playable only at Minas Tirith. With its bearer able to use a Palantir, tap Palantir of Minas Tirith to look at the top five cards of your play deck; shuffle these 5 cards and return them to the top of your play deck. Do the same to your opponent's play deck. Bearer makes a corruption check. 



Pretty nice. Usual Special Item palantir stuff, 2 corruption, 2 M.P., unique, playable at only one site. It also requires the bearer able to use a Palantir, once again normal for palantiri. But another different ability.

It's probably the truest to what the Palantir actually were, the "stones of seeing", since that's what this card does. It lets you "spy" on your opponent's and your own play decks to see what's coming up next. This ability can be very useful in some cases. Like if you're trying to decide whether to keep a few combo cards in your hand or not, this tells you what you'll be getting in the next few turns.

Better yet, use this with Saruman every turn you have the chance to to see what you'll be getting the next turn or two and therefore be able to decide things like whether to go for that extra discard/draw card in the end-of-turn phase. Or if you're willing to keep someone in one place, keep Saruman usable and instead just put a sage somewhere with this and Align Palantir (tomorrow's card) for that ability every turn.

Also you know what your opponent's getting, good for planning combos and knowing that your opponent can't cancel them (if you watch how many cards he discards and make assumptions) or better yet combine this with Pallando (I finally found an actually good use for his second ability) to know everything your opponent gets or discards and therefore effectively his hand as well.

Even better: use Pallando, Palantir of Minas Tirith, and Palantir of Amon Sul (lets you look at his hand) to know absolutely everything about your opponent's cards (just use two Align Palantirs and you can sit someone somewhere to use them). What a combo, pretty hard to get out but well worth it when you do. Though you can pretty much remove either one of the the palantiri or Pallando (the latter choice is better IMHO) and still have almost all of the ability, it works best with all three.

Overall, Palantir of Minas Tirith is a very useful palantir, one of the best ones in the game. 

Align Palantir 

Resource: Permanent-event
Marshalling Points: 2
Corruption Points: 2

Sage only if a Palantir is in his company. Keep with the Palantir; bearer now has the ability to use the Palantir. Discard Align Palantir if the company carrying the Palantir moves. 



This is an almost necessary card for using Palantiri. The only other way is with Use Palantir, and that only works once, while this works permanently (except in the conditions listed on the card). As an extra bonus, it gives you 2 marshalling points (and also 2 corruption points, though that's not really a bonus), as much as any of the Special Item Palantiri.

Of course that's only minor compared to the main feature. You can make any character able to use a specific Palantir with this (an ability you could only possibly not want/need if you use Saruman). It's that simple. Just play this on a character carrying a Palantir in the same company as a Sage, a common enough skill (23 characters and allies have it) and then use the Palantir to your heart's content.

The only problem is the movement limitation. The company with the Palantir can't move. But remember, you can split off one character to use the Palantir while you keep the rest of the company separated off and able to move away instead of staying with the Palantir (just use some little 1-mind character or something, that's all you need for it). And you can always release the character again once you're done with the Palantir and still get its marshalling points if you store it at a haven (which means you should play this at a Haven if you get the chance, a wise idea anyway to keep your character safe from creature attacks). Clearly a very useful card for Palantir decks.

Another little trick with this is to use it on Palantir of Annuminas (lets you search and draw a sage only card) to use this card to effectively duplicate itself (use it on Annuminas, then use Annuminas to draw another of it and even another, 2 extra Palantiri, cool).

Overall, Align Palantir is a very useful and almost necessary card in Palantir decks, but of course pointless otherwise. 

Palantir of Annuminas 

Resource: Greater Item
Marshalling Points: 3
Corruption Points: 2

Unique. Palantir. With its bearer able to use a Palantir, tap Palantir of Annuminas to search through your play deck and discard pile for a "sage only" card. Put this card in your hand. Reshuffle your play deck. Bearer makes a corruption check. 



This card doesn't sound like much but actually it's surprisingly good. First, it's worth an extra marshalling point over the Special Item ones, though you can get even more for storing the other two. Otherwise standard features for the Special Item ones, 2 corruption, unique, bearer must be able to use a Palantir, corruption check on bearer after using effect.

The effect is a little more interesting. It's a bit like Palantir of Orthanc, but it lets you put the card directly into your hand and it also only works on "Sage Only" cards. Here they are: Align Palantir (already discussed), Anduril (COTD #6), Dreams of Lore, Far Sight (almost identical to this, but with items instead), Reforging, Ringlore (COTD #28), Test of Form, Test of Lore, The White Tree (COTD #36), and Use Palantir.

So 3 of these 10 cards have to do with rings and 2 more with Palantiri. That makes this already a good card for Ring decks (because of Ringlore, so you can now play any but The One Ring without testing), in fact even better because of Far-Sight letting you (in exchange for revealing the item) put an item in your hand and then Ringlore lets you use it.

A three-turn combo centering on this: you need two Far-Sights in your deck as well as the needed stuff to get this out, a ringlore, and any non-The One Ring of your choice (I reccomend Dw. Ring of Durin's Tribe for starters). Play this. That's probably the hardest thing to get to happen, though if you have a Far-Sight in hand you can get this out. Immediately tap it to get a Far-Sight, then use that to get out any of the Gold Ring items. On the next turn, tap the palantir again for another Far-Sight and this time your actual Ring. Then, on the final turn tap the palantir for ringlore, play it, and get out your Dwarven ring. All for only the trouble of a sage able to play this at an Information site, easy to do by just aligning it for the sage there and then letting him sit and use this. Or Saruman if you prefer, though he's a sage too.

This also re-shuffles your play deck, a little side effect which can be useful for getting a nasty run of cards gone (though you could see that Witch-King on the top of the deck while you're sorting through and get really mad). And all that's only with two of the 10 cards you can restore.

You can run an Anduril/Reforging combo fairly easily for another item (and even get Narsil out with Far-Sight to make this the only card you need to draw for it). You can use it to get more Palantiri with Align Palantir or Use Palantir (or have Saruman use it once, then transfer it to someone else and Align it on them so Saruman can wander off). Or use it with Palantir of Amon Sul or Palantir of Osgilath for even more effects.

Overall, this an extremely good card, one of the best Palantiri in the game. 

Palantir of Amon Sul 

Resource: Greater Item
Marshalling Points: 3(5)
Corruption Points: 3

Unique. Palantir If the bearer's company is ever below 2 characters and the company moves, discard the Palantir. 5 marshalling points if stored in a Haven [H]. With its bearer able to use a Palantir, tap Palantir of Amon Sul to look at your opponent's hand or tap it to use the abilities of either the Palantir of Annuminas or the Palantir of Elostirion if either one is in play. Bearer makes a corruption check.

Clarification: If bearer's company size goes below two during the movement/hazard phase when the company is moving to a new site, discard this card. 



Okay, this has lots of the typical Palantir features but also some new features and restrictions. The first of these is the extra corruption point and the 2 extra marshalling points if stored. This adds a little to the risk, but also allows you to get more marshalling points than most factions if you store it.

There's also the new restriction, that its bearer can't move with a company smaller than 2 characters without discarding this. The main remedy to this, as there is with Align Palantir, is to just put the character with Palantir at a haven and leave them there until they've done all you want them to do with it, then just have them store it and they can go off and do things again.

So now we come to its abilities. The first one is that it can let you look at your opponent's hand. As I mentioned with Palantir of Minas Tirith, you can use these two (Minas Tirith and Amon Sul), plus Pallando if you like, for an all-seeing knowledge of your opponent's cards.

Even by itself it's useul, for seeing just what your opponent has up his/her sleeve.If they've got a killer Nazgul combo, you can make sure to stay away from dark-domains and holds and shadow-lands and holds. If they're trying to bring out The One Ring, make sure to hold on to The Precious and The Will of the Ring, or try to bring it out yourself first. Or use Drowning Seas or Khamul the Easterling to force discards (though with Drowning Seas you need luck and with Khamul you need seven other Nazgul events in play). There are other ways too.

And that's only one of its two abilities. The other is that it can use the abilities of Palantir of Annuminas or Palantir of Elostirion. The latter of those isn't that useful, but the Palantir of Annuminas certainly is. You might even be able to use that to help you with what you learn from your opponent's hand, like using it to draw Far-Sight and with that drawing The One Ring.

Overall, Palantir of Amon Sul is another very useful Palantir, especially if you have Palantir of Annuminas as well to duplicate the effects of (or your opponent has it, that also works). 

Palantir of Osgilath 

Resource: Greater Item
Marshalling Points: 3(5)
Corruption Points: 3

Unique. Palantir If the bearer's company is ever below 2 characters and the company moves, discard. 5 marshalling pts. if stored in a Haven [H]. With its bearer able to use a Palantir, tap Palantir of Osgiliath to force the discard of any hazard permanent-event or to duplicate the effect of any Palantir in play. Bearer makes a corruption check.

Clarification: If bearer's company size goes below two during the movement/hazard phase when the company is moving to a new site, discard this card. 



Probably, in fact almost definitely the best Palantir. Its limitation is a smaller version of Amon Sul's, so that you can use it with a traveling Saruman fairly easily. And Saruman's good with it anyway, because he can carry that around and use the abilities of the other Palantiri that you've sent other characters out to set up and use. In its other non-special ability features it's pretty much identical to Amon Sul's, so I won't go over those again.

Its main thing is its special abilities. First let's do the latter of these, its ability to use any Palantir in play's effects. This is extremely useful, even more so than Amon Sul's because it does it with all Palantiri and not just Annuminas (which is really good) and Elostirion (which is really bad). As long as you can get out Osgilath first, it doesn't matter what others your opponent gets out, you can just use them yourself.

So stock a bunch of Far-Sights in your deck to act as (in programming lingo) "pointers" to Palantir of Osgilath, then get it out ASAP, before your opponent does. Otherwise all your efforts to bring out other Palantiri will be helping your opponent too, which sort of defeats the purpose of them (especially since they can often seriously harm the opponent, which becomes you if your opponent uses one of your Palantiri).

So, like I said, it's very important to get this out if you plan on playing several Palantiri. And there's also its other ability, perhaps even better than the first. It lets you discard any hazard permanent-event. Can someone say, "Will of Sauron". Now you don't need Gates of Morning to destroy it anymore, you just need to tap this. Use it to clear up those Nazgul, that Bane of the Ithil-Stone that's causing you so much trouble with your Palantiri, those Lures of xxxxx. Though the main use is Will of Sauron, by far the deadliest Hazard Permanent-event. This trims it down to size, from one of the best hazards to just a mediocre and easily cancelable one (if Palantir of Osgilath is out, if not then it's still extremely deadly). You can also play this with your own Will of Sauron, so that once your opponent's suffered enough and you want to go wandering out again while he tries to re-build his companies you can cancel its effects. But whoever has it can effectively control Will of Sauron.

So overall, Palantir of Osgilath is the best Palantir of them all, with two good abilities and stats that are fittingly good. 

Morannon 

Resource: Short-Event

Playable at the end of the organization phase on a company that has a size of less than three, contains a scout, and begins the turn at a site in Dagorlad. This card is used as a Dark-hold [D] site card in Udun that is moved to using the following site-path: Shadow-lands [s], Dark-lands [d] (the moving player draws 2 cards and his opponent draws 5 cards). The company can later leave this site using region cards or by using the following site path to Lorien: 2x Dark-lands [d], Shadow-lands [s], 2x Wilderness [w], Free-lands [f], Border-lands [b]. Discard Morannon when the company successfully plays a new site card.



This is probably one of the most debated over, and also probably one of the worst cards in the game. Its basic, listed ability isn't that great, and its other sneakier one is so hard to get out as to make it effectively useless. First, the basic ability. It functions as sort of an extra site, another passage to Gorgoroth. It's a very dangerous one, dark-hold in a dark-domain, where your opponent can rain Nazgul on you freely and other powerful creatures as well. Of course, you can escape to Lorien, but that's just as deadly as getting in. It's not really much of an improvement over the other routes, though it does have a little advantage. You don't have to pass through Imlad Morgul to get to Gorgoroth. But there isn't much worse in Imlad Morgul than there is in Gorgoroth. And if you want to get into Mordor fairly easily, it's just as easy to go through Horse Plains and Nurn. Plus, you can't even take more than a size-two company in there, a crazy idea if you're trying to go to Mordor. But still, it is another way to get into Gorgoroth. But there's also the slightly better ability of this. It's a great trap for companies who go to the Dead Marshes (though because of this trap it's a wise idea not to go there) or for companies who just happen to be stopping in Dagorlad for some other reason. Also of course the company must be smaller than three and contain a scout. But if it, for some reason, does, then you can play this card (though it's not really worth having in your deck for these rare moments) on your OPPONENT and force the company (I think) to go to it, whether they want to or not. I'm not sure if this is allowed (Scott?) but it might be, making another slightly better use for this card if you happen to get the opportunity to use it. Overall, Morannon is a pretty bad/stupid card, not worth a space in any normal deck.
Choking Shadows 

Hazard: Short-Event

Environment. Modify the prowess of one automatic-attack at a Ruins & Lairs [R] site by +2. Alternatively, if Doors of Night is in play, treat one Wilderness [w] as a Shadow-land [s] or one Ruins & Lairs [R] as a Shadow-hold [S] until the end of the turn. Cannot be duplicated.



This card has two uses, both of which can be useful. Let's start with the first one. It can increase auto-attacks at Ruins & Lairs sites. This by itself is somewhat useful. It's a scaled down/scaled up Eye of Sauron which only works on Ruins & Lairs (and also can't be helped by Will of Sauron because it's not a long-event). It doesn't need Doors of Night out for that ability, however, while to get +3 instead of +1 Eye of Sauron does. So it's a slightly useful little boost for some auto-attacks. But the main feature of this card (IMHO) is the second one. It does require Doors of Night, but if you have that out it's worth it. This card is the first (tomorrow's also does something like this, as does one in a week or so) terrain type changer we're doing. This means that it can change a site's type, so that more (or less) dangerous hazards can be played there (among other things, like other specifically keyed cards etc.). With strings of these you can convert from almost any non-haven site type to almost any other non-haven site type, and any non-sea type region to any other non-sea type region (and who knows, maybe in Dragons they'll introduce ones that change to and from Havens and Coastal Seas as well). And with Balrog of Moria you can even change one of the havens (imagine making Lorien a Dark-Hold...). Think of all that you can do with this particular one. Wilderness is the most common region type in the game, with 24 regions covering almost every part of the map (close to half of all regions are Wilderness). It's almost impossible to get around without passing through it, as I mentioned in COTD #17 (Snowstorm). With Choking Shadows, you can make a Wilderness a Shadow-Land. This allows you to, with Fell Beast, rain NAZGUL on any company moving through a Wilderness like this (!). Just think of all you can do with that (I almost killed Pallando in the Beren/Cirdan game with this and a Pale Sworded Witch-King, if it hadn't been for Twilight). Nowhere is safe anymore. Almost anywhere you go an opponent can pop up with one of these and rain creatures on you. There is, however, one problem with this, and a solution for players plagued by it. Twilight. It can discard any environment (I'm reviewing it in #99) in play. That includes this. So this is a good reason to always keep an extra Twilight or two in your hand when you get them, in case something like this pops up. Overall, Choking Shadows is an extremely useful card for playing powerful hazards over a much wider range than usual.
Moon 

Resource: Long-Event

Environment. If Gates of Morning is in play, treat all Wildernesses [w] as Border-lands [b] and all Border-lands [b] as Free-domains [f] for the purposes of playing hazards. If Doors of Night is in play, treat all Dark-domains [d] as Shadow-lands [s] and all Shadow-lands [s] as Wildernesses [w] for the purposes of playing hazards. Cannot be duplicated.



Well, it has the same basic effects as yesterday's, but in a very different way. First, it's more general. It just generally makes Middle-Earth safer for a turn. Of course, this would go great with a "Will of the Istari" (Isildur's idea, not mine) which keeps resource long-events in play like Will of Sauron for hazards, but since that doesn't exist (yet?) it only lasts one turn. Still, it makes Middle-Earth just generally safer, at least its regions are, for a turn. Currently there's no way to make sites an easier type (Fog, Quiet Lands, Stars, and The Evenstar, the other resource changers, only work on regions) so this is as good as you'll get with improving the conditions. And it does than in an interesting way, too. It has two different results depending on what's in play. If Gates of Morning is in play, hindering some of the better hazards (or at least not enhancing them with Doors of Night) then it helps you on the free areas, the relatively safe areas (compared to some, anyway). And if Doors of Night is in play, making many of the best hazards possible to play, it helps you on the darker areas, the Shadow-lands and Dark-domains. Like I said, it would be a great thing to extend because it just in general makes Middle-Earth safer for whatever situation. Of course there is one problem. If Doors of Night is played while Moon is out, Moon is discarded, because it's a resource environment. So it doesn't really work that well on switching types (in the middle of the turn) of situations, unless it's just from Doors of Night to Gates of Morning (something which doesn't happen that much because Doors of Night is on average used by both players a lot more). And if Twilight is played, this also becomes useless, since it needs either Doors or Gates to do anything at all. And you can't play these in series, either, which would otherwise be very handy (making Gorgoroth a Wilderness could just be too game-altering though). So overall, Moon is a fairly useful resource for making those really evil places just a little easier.
Blue Mountain Dwarf-Hold 

Site: Free-Hold
Region: Numeriador
Site path: Free-Domain, Wilderness
Nearest Haven: Grey Havens
Cards Drawn: Opponent 1; You 1



This, of course, is the home of all but 2 of the main characters (if you don't count the ones like Beorn and Thranduil and Smaug) in The Hobbit. All but 2 of the dwarves (Dain II and Gimli, from the Iron Hill Dwarf-Hold) in the game come here, so if you want to get Dwarven Rings this is the best place to go first (though there aren't many ring playable sites there, if nothing else go for the faction). Also just in general it's a great place to build characters. It's a little out of the way, off in the upper left corner of the map near Grey Havens, but it's worth it if you go there. And you can even reach it with region movement from Rivendell, so the main problem in access is just for Starter Rules movement. It's a very safe trip, too, with the worst you're passing through Wilderness (and not even double Wilderness) and itself a free-hold. But since the dwarves are playable elsewhere (the only place where that's not true is Bag End) it really isn't that necessary or useful except for Blue Mountain Dwarves (which are, however, an easy three points for any of the dwarves from there). 
Not that much more to say about this card. It's low for draws, so don't go there if you're shooting for big draws (all you Radagast/Shrel-Kain/Shadowfax players can cringe at this card). Oh, and you can store Dwarven Items here, another possible use. That's it. Overall, Blue Mountain Dwarf-Hold is an occasionally useful site, but really isn't that great for much more than the Blue Mountain Dwarves faction.
Halfling Strength 

Resource: Short-Event
Hobbit only. The Hobbit may untap or he may move from wounded status to well and untapped during his organization phase or he may receive a +4 modification to one corruption check.



Basically it's the best traits of Old Friendship and Healing Herbs packed into one card. And it's easier to get out than the latter of those. It's a simple short-event, as easy to play as any other. The only problem with this is that it's Hobbit only. Of course that is a major problem, since it makes it usable on only 6 characters (Bilbo, Frodo, Merry, Pippin, Sam, and Robin Smallburrow) but those characters all do have uses for it. Especially the first ability, which heals them and untaps them. This is extremely useful for Hobbits since they only have a measly 1 prowess for attacks, and therefore are wounded quite often by any "Attacker chooses defending characters" or many-strike attacks. Though it is organization phase and not one of the attack-filled phases, so you can't go ahead and heal between attacks on the same turn, you can still heal before attempting another trip. So that's the more useful ability for Hobbits. There's also the other ability, more generally useful but less needed for Hobbits. You can get a +4 to a corruption check. This can bring Frodo or Bilbo to a total of +8. Wow. Cracks of Doom becomes almost easy, a +4 check with 6 corruption points (anything above a 2, I.E.) Even with the +2 Hobbits anything above a 4 can beat any corruption check. It's useful as a safeguard for important and game-altering ones like the Mount Doom one (or for that matter, Will of the Ring). That's the main point of this card, actually - safeguards. So stocking a few of these in any Hobbit deck is a good idea, for purposes of defense and corruption check beating. Of course, it's pointless in Hobbit-free decks (though there aren't too many of those, there certainly are some) but that's like Fell Beast in decks without Nazgul - it's very specific. Overall, Halfling Strength is a fairly useful card (though a bit repetitive with its latter ability) for Hobbit decks.
Twilight 

Hazard: Short-Event
Environment. One environment card in play is immediately discarded. This card may also be played as a resource.



One of Middle-Earth's biggest counterspells. Like Disenchant in Magic, this removes those long-term (well, sometimes long-term, anyway) effects that can be so annoying to players. It's the only way to restore Middle-Earth to a "neutral" state after playing Doors of Night or Gates of Morning (since otherwise you have to play the other one to cancel it). Also, of course, it works on all those other pesky environments and their various uses. Plus it's one of the few cards playable as both a hazard and a resource (couldn't you make some cool dual-type artwork or something, maybe with a fade from the copper resource to the iron hazard colors, instead of just a hazard background?) Of course there are all sorts of uses for this. Will of Sauron/Snowstorm bothering you? If you don't have Palantir of Osgilath, discard the Snowstorm with this. Or better yet, discard Doors of Night and Will of Sauron discards itself. Being attacked in a Wilderness with Nazgul because of Choking Shadows? Discard it. Want to get rid of Doors of Night but don't have Gates of Morning? Obvious use for this card. Keep 2 or 3 in any deck, and at least one in your hand. Perfect for places like Mount Doom where your opponent's using every means possible to stop you from dunking The One Ring. Also it's much better than the generality of Gates of Morning and Doors of Night because you can selectively cancel things. You can play something one turn and discard it the next. You can keep Doors of Night in play and all the other hazard environments but get rid of a particular one you don't like. You can play Snowstorm or Fell Winter on your opponent's turn and discard them on your own. It can save you and help you murder your opponent. Overall, a great card, which is almost required in any deck.
The Iron Crown 

Resource: Greater Item
Marshalling Points: 4
Corruption Points:5

Unique. Whenever bearer makes an influence check, he must also make a corruption check. If the bearer is not a Hobbit: he recieves +1 to body to a maximum of 10; he recieves +4 to direct influence; and he may tap The Iron Crown to cancel an attack by Orcs, Trolls, or Men against his company.



It's fairly nice, but not THAT nice. Like a pretty good faction but with a nasty 5 corruption added on (and its effects are lowered to just the M.P. and the negative effect if you use Hobbits, so don't try to sneak out of it that way). It has one more difficulty, too. Whenever you make an influence check with this on, you also make a corruption check. This can be pretty problematic, particularly because of its high corruption points and the fact that its main bonus is to your direct influence. But you can still control characters with no sweat, so it's not that bad unless you're using the Wandering Wizard (14 D.I. is enough for almost any faction influence easily) strategy in which case it becomes a real problem. The +4 to direct influence is, however, enough to control an entire medium-power character, or even some of the Hobbits (not Frodo and Bilbo, unfortunately). The +1 body to max of 10 is also nice, and useful on every character except Galadriel (who has 10 body already). Not much, and the least useful of the attributes IMHO, but still occasionally can make the difference between life and death for a character. Finally there's the mildly useful cancellation effect. Not like canceling Nazgul by any means, but like carrying a miniaturized version of Torque of Hues around all the time. And there are some deadly Men attacks too (though the Orcs don't add up to much and the Trolls aren't too numerous or too powerful), like Assassin (which I still haven't gotten around to reviewing, I'll have to do it in the next set). But not that useful, since the really deadly attacks are Nazgul and a few special cases like Smaug and Shelob and there aren't many good Orc, Troll, or Man attacks (though like I said, there are a few). One question lots of people are asking: whose is it? Morgoth's was beaten into a collar and sent away with him, so the only one I can think of is the Witch-King's or something (unless it's meant to symbolize the return of Morgoth's evil to Middle-Earth through Sauron, Scott?). Overall, The Iron Crown is an okay but not great card, certainly worth what you pay (practically nothing, just the cost of two stamps, some envelopes and paper, and a bit of ink) but not that great.
Echo of All Joy 

Resource: Permanent-Event (Dragons Preview)

Playable on a resource Long-Event if Doors of Night is not in play. Long- Event is not discarded as normal during a Long-Event phase. Discard Echo of All Joy and target Long-Event when any play deck is exhausted or when Doors of Night comes into Play.



The Will of Sauron for resources. Only affects one, yes, and it can't exist at the same time as the real Will of Sauron (because it can't have DoN and Will needs it) but still, you can finally lengthen Resource Long-Events. And it's non-unique, so you can have more than one extended if you want (and yet still freely play others you don't want to prolong, so in a way it's actually an improvement). Some examples: Clear Skies, for two extra prowess for all your characters permanently. Elf-Song, for a haven-based Tookish Blood (sort of). Fog and Moon can be lengthened, for a permanent safety net around some regions (still no sites though, irritating enough). But nice for Gwaihir (reviewing in a few days) players who want to get to Mount Doom WITHOUT EVEN GOING THROUGH DARK-DOMAINS OR DARK-HOLDS. If they made a helper or two for sites you could make Gorgoroth a Wilderness and Mount Doom a Ruins & Lairs. Anyway, another helped card is Lapse of Will for a permanent -3 to Nazgul. Sun is also a little nice. So there are several nicely helped cards. And unlike an idea, in a month or so this card will actually exist, and be usable to everyone. So overall, Echo of All Joy is a pretty nice card, something to look forward to in Dragons.

My rating for ECHO OF ALL JOY: 7.0 

Fury of the Iron Crown 

Hazard: Short-Event

Unique. May not be played if The Iron Crown is in play. The prowess of an attack by an Orc, Troll, Man or Nazgul creature is increased by +4. After the attack is resolved, if the creature is not a Nazgul: the creature is removed from play (defender recieves the marshalling points); and, in addition, if the defender has The Iron Crown in his hand, he may immediately play it with a character in the defending company.



It can be very nasty, so much so in fact that in some cases one of the uses for The Iron Crown is simply keeping this card away. It's even good with Orcs, Trolls, and Men, despite the negative effects, and it's great for Nazgul. With twice the enhancement of Morgul-Knife (though it doesn't have the corruption modifier) it's at least even with and possibly better than it. In fact, it's the highest creature prowess enhancer in the game, twice as much as the nearest competitors with +2 (and there aren't even that many of those). And with Nazgul there's not even a penalty for it. Try Khamul, Fell Beast and this, for instance, as an alternative to a Pale Sword/Witch-King combo. It's unique, unfortunately, but it's still useful when you do get it out (though you can't rely on getting it as much as some other cards). It's not as good, however, with Orcs, Trolls and Men. They get the +4, which can be useful with some of them, but when they've finished the attack your opponent gets the marshalling points. This is actually not that troublesome, since there aren't any attacks like that over 3 marshalling points (and the only one with three is Mouth of Sauron). And if you take down a powerful character with this you can lose them more marshalling points than they made (particularly the -3 ones like Elrond, where you can very well lose them a total of 4 or even 5 marshalling points). Plus there's no risk if you lose, because then they just get the marshalling points anyway. The immediate Iron Crown play isn't too bad, as you saw yesterday in its review. So you can actually use this with any of the cards, though some aren't that good. But try Abductor, for instance, for a 14-prowess attack with no body checks. Here's a great combo from Turin: Use it on Assassin, with Hoarmurath of Dir's special ability, for FOUR strikes (1 in 2 attacks and 2 in 1 attack) of 15 prowess each, all against the same character (a nice Wizard-killer). Or use it on the Brothers Grim (my name for Bert, Tom, and William, the three trolls near the beginning of The Hobbit) for extra bonuses with wounding. Any of the Nazgul, of course, benefit from this, making them anywhere from 19 to as high as 22 prowess. Helps to make up for Fell Beast's -2 and gives you extra as well. It can even make the Orcs a little less wimpy, as high as 15 prowess for an Orc-lieutenant on a company attacked by Orcs this turn. Or Orc-Guard for a 12-prowess attack with FIVE strikes. Overall, a very good card, the best prowess enhancer in the game with not even that much of a negative bonus (and none for Nazgul).
The Lonely Mountain 

Site: Ruins & Lairs
Region: Northern Rhovanion
Site path: Wilderness, Border-land, Border-land, Wilderness
Nearest Haven: Lorien
Cards Drawn: Opponent 2; You 2

Playable: Items (minor, major, greater, gold ring)
Automatic-Attacks: Dragon: 1 strike with 14 prowess



Doesn't seem that dangerous by itself, but with the automatic-attack and the cards readily playable there this becomes a site almost as bad as the Imlad Morgul ones. First the basics. It's an all-items-playable site, like Moria, but with less danger by its type. Nazgul can't be played here without Choking Shadows AND Fell Beast, a difficult combo to get out especially with all the cards normally needed with Nazgul anyway. The terrain is also safe, with only border-lands and wildernesses separating it from Wold and Foothills and from there all the "safe" regions and sites on the other side of the Misty Mountains. Also the card draws aren't that bad, two for you and your opponent. But the safety ends there. First there's the automatic-attack. 14 prowess, the highest of any of them. 1 strike, yes, but the 14 prowess makes up for it, almost as powerful as a Nazgul. And you face it every time you enter the site, even with Dwarven Ring of Durin's Tribe untapping it. There's also the area in general. This is the realm of the Dragons, bad enough now and once the expansion comes out worse than Mordor. Already one of the dragons is playable here without any enhancements, and so are the other three with Doors of Night out. Of course, the dragon playable here is Smaug, the main enemy in the Hobbit (though they did mention "The Necromancer" who later had his name changed to Sauron for LotR). As I said in issue 42, he's the best (or worst, if he's attacking your company) of the dragons. 17 prowess, the second highest in the game, and better then even a Fell Beasted Khamul (by 1 pt. Prowess, which I consider better than the 1 extra body Khamul has. With all the features, 2 strikes, attacker choosing defending characters, etc. And he's playable at The Lonely Mountain without even getting any enhancement, too. There's also the other three, less powerful than Smaug but still very dangerous (though Daelomin's the only other one, not counting Cave-Drake, that has attacker chooses defending characters) that are playable there with Doors of Night. So it could be nice to visit if Moria and the other less dangerous ones (there are a few others) are taken and you don't have Durin's ring, or if you opponent's got a killer Nazgul deck, but otherwise go somewhere else. There is one more option for it though: Burglaring. It's still very dangerous if you don't succeed, but if you have a spare Hobbit it's worth a try. Overall, The Lonely Mountain is a good site for items, but very dangerous.
Beorn 

Character: Warrior/Ranger Man
Marshalling Points: 2
Mind: 7
Direct Influence: 2
Prowess/Body: 7/9

Unique. +2 direct influence against the Beornings faction.

Home site: Beorn's House



He's part of one of those little neat sets you find so many of in fixed packs. Just like Thranduil, Wood-Elves, and Thranduil's Halls, or Gimli, Iron Hill Dwarves, and Iron Hill Dwarf-Hold. There's ten of these, in fact, two in each fixed pack. And all pretty good, too. Like Beorn, one of the best of them. He's a warrior/ranger man, fairly average for characters in their usefulness. He's got a whopping 7 mind, making him an expensive character (though not compared to Glorfindel II or any of the Elven-Kings). He gets 2 direct influence, making him a -5, not that bad. And he has 2 marshalling points, the size of a small faction. Plus, of course, there's another 2 from Beornings. For a grand total of 4 marshalling points. More than most factions, and at least as much as all but 2. All as a side effect to his main uses, his stats. He's 7/9. That's the second highest character prowess in the game, tied with Elrond and Thranduil (who have even higher minds) and right behind Glorfindel II. That's pretty powerful. He can defend most of the attacks that get thrown at you, in fact. A 14-prowess attack gives him a 50% chance of success. And he automatically beats any of the little weakling Orc attacks, or any attack with less than 8 prowess (and he breaks even with the 9 prowess ones, so that's sort of beating them there too). So that's a pretty strong character. He can look Khamul in the eye with an actual chance of beating him (though the odds are heavily in Khamul's favor, there's still at least a chance with Beorn). A 14-prowess dragon auto-attack (like yesterday's) gives him an even chance of winning. With The One Ring he becomes a whopping 12/10 character, with as much influence as he costs. But that's The One Ring, which already got almost perfect ratings in issue 25. By himself 7/9 is still powerful. And with any decent items, of course, that can become even more powerful. But there still is the disadvantage of the mind to consider, since for 1 point of prowess less you can save 3 mind (Boromir II). Overall, Beorn is a pretty good character, but his high mind prevents him from being really great. 



Far-Sight 

Resource: Short-Event

Sage only during the site phase at an untapped site where "Information" is playable. Tap the sage and the site to search through your play deck and choose an item that you must reveal to your opponent. This item is placed in your hand and the play deck is reshuffled. The sage makes a corruption check.



Nice, but to me it seems a little overly confusing. This is not to criticize the designers, since there are reasons for it, it's just to note that fact. The basic effect, in fact the only one, is to let you pick an item from your deck and put it in your hand. Any item, just play this and it's yours. As I noted in its review, when used with Palantir of Annuminas this can make a great ring combo, using the Palantir to draw this and then Wizard's Test (or better yet, with a Dwarven Ring, Ringlore). This ability is, of course, incredibly good. You can use it to get out that unique One Ring so you can play it, or that Dwarven Ring of Durin's Tribe. You can use it for Palantiri. You can use it for other powerful items, too, like Sapling of the White Tree (or Wormsbane, a Dragons preview card I'm reviewing in an extra review on Sunday). This ability is an extremely good one. But then there's four different bad parts of this card. The first is the Information Playable part, since there aren't that many of those sites. The second is the site tapping part, since not only are there not very many Information sites there are even less once you play this. Of course, a wise combo is to play this, say at Weathertop, get out a Dwarven Ring of Durin's Tribe, go to a nearby information site like Dimrill Dale, use that to test a ring in your possession with Ringlore to get the Durin's ring, then go back to Weathertop and untap it. Still, a significant inconvenience. Then there's the item revealing. This doesn't matter that much in many cases, only a bit more than Pallando's view capability, but it can make a difference. If you draw The One Ring, your opponent will go on a desparate rush to either get it out first or play enough hazards to stop you from playing it (like Will of Sauron and Snowstorm to keep your company entirely blocked up). So try to make sure there's a Wilderness-free path to the nearest Gold Ring playable site from the Information one. Finally, there's the corruption check, which doesn't matter that much because one of the main sources of corruption points is items and you play this card to get items, so you probably don't have much item corruption before playing this. So overall, Far-Sight is a card with a very useful ability, but with significantly annoying enough restrictions to make caution advisable when playing it.
Gwaihir 

Resource: Ally

Mind: 4
Marshalling Points: 2
Prowess/Body: 4/8

Unique. Playable at Eagles' Eyrie. If his company's size is two or less, you may discard Gwaihir during the movement phase to allow his company to move to any site that is not in a Shadow-land [s] or Dark-domain [d]; only hazard creatures keyed to the site may be played on a company that moves in this fashion.

Eagle-Mounts 

Resource: Short-Event

Playable only at the end of the organization phase on a company with a diplomat that begins the turn at Eagles' Eyrie. Company may move to any site that is not a Shadow-hold [S] or a Dark-hold [D]. Opponent may only play hazard creatures that are keyed to the company's site.



Two cards that are quite different yet share a common main effect. Before we go over the effect both of them have, let's look at the other stats for Gwaihir. He's unique, a slightly unfortunate fact because you can only use him once until you recycle your deck. He's an ally, a 4/8 one, making him one of the weakest allies in the game (though there are a few even weaker ones like Bill the Pony). He's got 4 mind, pretty low for an ally, and 2 marshalling points. Of course, there's also another 3 marshalling points from The Great Eagles Faction if you happen to be up there with Muster (since Gwaihir can't influence because he's not a character). The site is a bit out of the way, though that problem's true with Eagle-mounts as well. And the only other slight difference is that Eagle-mounts needs a diplomat while Gwaihir doesn't. Now the main feature, for both of these cards. They can fly you to anywhere in Middle-Earth that's not shadow or dark. This has a bit less use with Eagle-mounts than with Gwaihir. With Eagle-mounts, you need to start in Anduin Vales at Eagles' Eyrie. You can reach lots of places from there in a turn anyway, except the extreme west and east and some of the southern sites behind the White Mountains. Gwaihir is a bit more useful for this. You can bring him anywhere you like, and then just discard him to fly out of there. This is especially useful for getting out of dangerous places, like Mount Doom after a failed The One Ring attempt, or for that matter anywhere in Mordor. This zooms you away from the danger and prevents you from even facing it where you are as you leave. Also, both of these effects can be extremely good for avoiding dangerous areas. Like Mirkwood, for example, home of Khamul the Easterling (one of his homes, anyway), Adunaphel, and the dark-domain Southern Mirkwood. Tough to get through, extremely tough in fact, unless you have Eagle-mounts or Gwaihir to get you past them (though you need to go all the way back to Eagles' Eyrie for Eagle-mounts). And neatly avoid any dangers there. One final difference between these two cards is the restrictions. Gwaihir works on any site but only wilderness or better for regions, and Eagle-mounts works on any region but only things better than Shadow-holds for sites. Which one to choose is generally not that important, since most sites and regions do match up, but some of them (like Rhosgobel, for example, a free-hold in a dark-domain) do make one of these two better. Then there is finally Gwaihir's extremely annoying restriction of size of two or less. Still good for maybe Radagast and Glorfindel II, but makes any weak companies difficult. There are also of course lots of combos for these cards, though I won't try to list all of them. One good one is a few of the region-helper cards and Gwaihir (since you can't fix sites which Eagle-mounts needs). Make Gorgoroth a wilderness for a turn and then zoom over to Mount Doom with no Nazgul or any specific Gorgoroth region creatures (like Shelob). Safe enough so you can even risk it with two characters like Gwaihir requires. Another possible one is Secret Entrance, for an attack-free turn (nothing but sites from the movement and no site keyed creatures from Secret Entrance). Overall, Gwaihir and Eagle-Mounts both have a very useful skill, but the differences between them make deciding which one to use a matter of personal opinion more then anything else.
The Great Eagles 

Resource: Eagle Faction
Marshalling Points: 3

Unique. Playable at Eagle's Eyrie if the influence check is greater than 9. Standard modifications: none.



Short text, short review. Not much to say about this card. Its main use is if you're up in Eagles' Eyrie anyway for Gwaihir or Eagle-Mounts and you want to get some more marshalling points while you're there. It's not a particularly great faction. 3 marshalling points, a fairly standard amount, though it's certainly nothing to sneeze at. The main difficulty is the 9 point minimum for the influence check. An excellent reason to use Muster here, since there are also no characters with bonuses for this (since Gwaihir's unfortunately an ally) unless you count Adrazar, who gets +1 to all factions. Other than that, it's just a good card if you happen to be up with the Eagles and have a Muster in your hand, but not that useful in a deck except for a theme one or as a sideboard card. That's about all I have to say about this card. Overall, The Great Eagles is an okay faction but can be hard to influence.
Balrog of Moria 

Hazard: Permanent-Event
Marshalling Points: 5

Unique. The Balrog appears in Moria. The Moria site gains a second automatic-attack of 1 strike with 18 prowess and no body. If this 2nd automatic attack is defeated, this permanent-event is removed from play (i.e., the Balrog is defeated). If your opponent defeats this 2nd automatic-attack, he receives the marshalling points. In addition, unless Galadriel is at Lorien or she is not in play, Lorien is considered a Free-hold [F] (for purposes of healing and playing hazards). +2 prowess to all automatic-attacks at sites in Hollin, Redhorn Gate, and Wold & Foothills.



Another really good hazard. It's almost like a Nazgul attack (keyeable to one site, yes, but still a Nazgul attack) and two other features as well. Let's go over them one by one. First off, it's a permanent-event, playable during the movement/hazard phase. This means that you can play it after your opponent has announced they're moving to Moria and therefore waste them a turn, if nothing else (assuming they don't actually try to beat it, though I suppose they could). Second, the 18-prowess automatic-attack. 18 prowess. Wow. Almost as powerful (as much prowess, but no body and you can't enhance it quite as much) as Khamul or Shelob, and not even as many marshalling points if defeated (with a big IF). Of course, since it's doubtful your opponent will actually be foolish enough to try to kill the Balrog (unless they have a REALLY souped up character or they are in dire need of Gollum or an item from Moria) it's more usable as a way to keep your opponent from using Moria, and therefore making them go through more work to get that killer item out. So it's like having Khamul as an automatic-attack. Never mind if you enhance this attack with cards like Eye of Sauron - then it's powerful enough so even the most powerful of characters have no chance of beating it (already non-enhanced characters with 5 prowess or less can't). And that's just the first feature. The second one can also be quite useful. It basically restricts the movement of Galadriel while she's in play. If Galadriel is not in Lorien at the time of playing this card then Lorien becomes a free-hold instead of a haven. I believe this is permanent until Balrog is discarded (I think that's how to interpret it, it makes some sense, anyway, it's another reason to attack it). Now you can do without Lorien as a haven, but it's extremely difficult, considering that the closest haven to more than half of the sites in Middle-Earth is Lorien. Now you can no longer retreat to Lorien for healing and keeping your companies safe from creatures. Instead it's just a free-hold like several others. And the only way to get another haven even nearly as good is to use The White Tree at Minas Tirith, to make that a haven, which isn't quite as good for the Northern regions but is better for the southern ones. Finally, there's the little extra enhancer feature, the +2 to auto-attacks in Hollin, Redhorn Gate, and Wold & Foothills. That makes Moria (with its three strike Orc attack already there) more dangerous, as well as darkening Ost-in-Edhil (another one of the easier sites for good items) and Dimrill Dale's automatic-attacks. Not as good as the other two features, but still pretty good. Overall, Balrog of Moria is an extremely good hazard permanent-event, with enough of a variety of uses to make it worth putting in almost any deck.
Fog 

Resource: Long-Event
Environment. Playable only if Gates of Morning is in play. Treat all Free-domains as Border-lands and all Border-lands as Wildernesses and all Shadow-lands as Wildernesses and all Dark-Domains as Shadow-lands. Cannot be duplicated.



This is a little different than most terrain changers in that it does both harm and good. It makes the free areas worse but makes the dark areas better. Almost as good at restoring the balance of light and dark in Middle-Earth as Twilight. It basically pushes all regions a step towards Wilderness. If this card could be duplicated you could make every terrain in Middle-Earth a wilderness (Radagast players, your dream has become a reality) except Coastal Seas. But it doesn't, so Free-domains and Dark-domains still aren't wilderness. But it dulls them to Border-lands and Shadow-lands. And, of course, you can make this semi-permanent with the Dragons card (featured in COTD 101E) Echo of All Joy. There are lots of uses for this. The first is, as I mentioned before, Radagast players. Now you get points for going everywhere except Mordor, Southern Mirkwood, the coast of Middle-Earth, and the smattering of five Free-domains (Lindon, The Shire, Anorien, Lebennin, and Belfalas) and get to draw an extra card for it. With Shadowfax this means you can cycle your deck in as little as four turns. And therefore end any game in sixteen. Plus of course there's just the basic safety feature. You can make Imlad Morgul a Wilderness and Gorgoroth a Shadow-land. Or for that matter any somewhat dangerous region lighter. In fact, all but 15 or so regions become wilderness. And the 5 free-domains don't really make much difference, since they're good, though they could be worse for your opponent, I suppose. Actually the opponent is another reason to use this card. No longer are there any safe havens of Free-domains for him to go to. Though that does affect you too. Finally, there's our good old friend Gwaihir, who can now travel anywhere but the former Dark-domains. Which of course you can help more by playing Moon with Doors of Night, making every single region in the game and therefore every single site accessible with Gwaihir. Though you'd still have to face the Mount Doom attacks because of the specific directions on the card that nothing can stop attacks keyed there. But you could play Fair Travels in Dark-Domains (or actually, Wilderness with this card in play) and a few other good enhancers like that to make it much less dangerous and your company of two characters much stronger. The only disadvantage of this card is that all its effects happen to both players. So you have to face more dangerous Free-domains and Border-lands and your opponent gets easier Shadow-lands and Dark-domains. Overall, Fog is a pretty nice card, one of the best terrain changers, though it does effect both you and your opponent.
Healing Herbs 

Resource: Minor Item
Marshalling Points: 0
Corruption Points: 1

The bearer can tap and discard this item to heal a character in his company, changing his status from wounded to well AND untapped. Alternatively, the bearer can tap and discard this item to untap a character that is not wounded.



Sort of a portable haven for healing purposes. Better than the other option, Athelas, because it can untap the healee as well and doesn't need a Dunadan, but worse in other ways. Which one to use is your choice. This is basically a way to avoid having to go to havens as much. Now you can just use Healing Herbs on a wounded character and they're as good as new. Better, in fact, since they're untapped. You can use it on little companies, like Shadowfax and Gwaihir mandate, to give them a way to recover after an attack. But there's also another use for this card, a much better one in many cases. You can use it to just untap a tapped character. Basically like transferring a tap from one character to another, since the character using this is tapped instead. But now you can do another tapping effect with that character. In fact, if you get lucky and get three of these at once and give them to three different characters you can give a character FOUR taps in one turn. All those tapping abilities, like Saruman's, can now be re-used. Saruman's is a particularly good one, actually, giving you the ability to put FOUR spell cards into your hand if you tap him four times. But so are others. Like if you have a large supply of Gold Rings and want to test them all at once, use a succession of these on Gandalf. You can use it with Alatar to teleport him, survive an attack, and then untap him afterwards, to be able to use a wizard ability again that turn in his new site. Or if the new site's a haven, he can go there and then teleport again to another company. You can use all sorts of characters like this, re-using their tapping ability. Now if only there was a way to untap items... Anyway, overall Healing Herbs is a pretty good card, though more for its untapping ability then its healing one.
Call of the Sea 

Hazard: Short-Event
Playable on an Elf character. The character's player must make a roll (or draw a #). Return the character to the player's hand if the result plus his unused general influence is less than 10. This result is modified by -3 if the character's company moved this turn using a site path containing a Coastal Sea. Any one item held by a character removed in this fashion may automatically be transferred to another character in his company.



The main thing this card does is make you keep your Elves away from water. Of course, this is a little hard with some of them, like Cirdan for instance, but it can be done. And those Elves it can cause trouble for are the reason this card has any actual use. The basic point of this is that it makes a standard roll + unused general influence check, with result needing to be 10 or greater. This wouldn't be that great, except that it is -3 if the character moves along a site path with a Coastal Sea. So you need 13 or higher there, a little harder. That gives cause for worry. You need extra general influence to be able to get any roll less than 12. For 7, a good average because it's in the middle of rolls and is the most common one with two dice, you need at least 6 general influence. That can be a problem with overloaded companies. For instance, with Cirdan in play (an already risky move with this card) under general influence and no Wizard out yet, you only have 6 general influence available if you want to keep 6 free for this. That's enough for one major character, like Frodo, Bilbo, or Boromir, or two minor characters (purely arbitrary definitions, I just call the high-mind characters major and the low-mind ones minor). With a Wizard you get another 10 points, up into the acceptable ranges, but without that extra there's just not enough there. So this hazard can be another good sideboard card, once you've figured out if your opponent's using riskily high amounts of influence or not. And even a main deck one against opponents you play often and know the techniques of (a reason to shift around your deck every once in a while, to avoid letting someone learn how you play too well). But against opponents who are conservative with influence, it's almost pointless. Overall, Call of the Sea is a pretty good card against Elves in some situations but an almost worthless one in others.
Ost-In-Edhil 

Site: Ruins & Lairs
Region: Hollin
Site path: Wilderness, Wilderness
Nearest Haven: Rivendell
Cards Drawn: Opponent 1; You 1

Playable: Items (minor, gold ring)
Automatic-Attacks: Wolves: 3 strikes with 5 prowess



It's safe and it's got a small auto-attack, but you can get Gold Rings there. That alone makes it one of the first sites people go to when they want to play a ring. It's right in the middle of things, too, only two wilderness away from Rivendell. And it's right near Moria as well, so you can run off and get two rings right next to each other, on the same turn if you have Shadowfax, and test them both the next turn. First, there's the extremely low-powered auto-attack. A Hobbit who decides not to untap has an almost 50% chance of beating this attack. Any character with prowess of 3 or more automatically beats it without even rolling. So the only characters at even a slight risk are wounded ones, Hobbits, and the relatively few characters who have only 2 prowess. Other than those, there's no problem with this attack. The site's also fairly safe, a Ruins & Lairs, the site equivalent of a Wilderness. And the region it's in, Hollin, is also pretty safe, a Wilderness itself. With no specifically keyeable creatures. All in all, a fairly safe site. And the rewards can be quite high, with a gold ring playable there. Especially good for the Dwarven Ring of Durin's Tribe: Play a gold ring here, test the gold ring at a nearby site with Information with Ringlore, play Durin's, untap the information site, untap Ost-In-Edhil, play another gold ring, go again to the information site and play another ringlore, etc. Keep doing this until you have almost every ring in the game out, if you like, keeping the site tapped until you actually need to use it. Your opponent can't untap it because Durin's ring is unique. So you get to have your own private ring cache, with all the rings you want playable there easily. Overall Ost-In-Edhil is a very good site, probably the best in the game for playing gold rings.
Cirdan 

Character: Warrior/Sage/Diplomat Elf
Marshalling Points: 3
Mind: 8
Direct Influence: 4
Prowess/Body: 6/8

Unique. When Cirdan is at Grey Havens, his controlling player may keep one more card than normal in his hand. May tap to cancel one attack keyed to a Coastal Sea region. +2 direct influence against the Elves of Lindon faction. -3 marshalling points if eliminated.

Home site: Grey Havens



Cheaper than Elrond, but not quite as good. He doesn't have a ring, which both Elrond and Galadriel do (though I think he should, just because he gave Narya to Gandalf doesn't mean he can't use it himself if he wants to), which is his main negative difference from Elrond. But let's go over the details. He's 8 mind and 4 direct influence. This is pretty good, actually. He's only a -4, as good as Frodo and Bilbo, and he has enough direct influence to make it significantly usable, for controlling other characters. He's worth 3 marshalling points, high for a character but normal for an Elven-King, but that's offset by his -3 if eliminated. If he's killed, that's 6 marshalling points down the drain for you. So be sure to keep him safe. He's 6/8. Pretty strong, only 1 fewer body than a Wizard. And 1 fewer prowess and body than Elrond. His home's the Grey Havens, which mostly means he's playable at any of the four havens but nowhere else. And he gets +2 to the Elves of Lindon, a 2 point faction which gives him an additional 2 point bonus because he's an Elf out of the influence check of > 9. Not a great faction, but it's convenient for his home and the artwork (and the card in general) is a nice tribute to Roger Zelazny. He also has two special abilities, more than the other two Elven-Kings. The first one is the standard one, increasing hand size by one. We've already discussed this in COTDs 23 (Elrond) and 31 (Pallando), so if you want information on that go look at those. A possible help for speed decks, especially if you have Radagast as your Wizard. Also, there's the Coastal Sea Region attack canceller. Nice for the attacks there. And also nice in combo with a Dragons card I'll be reviewing fairly soon (Wind of Wrath, COTD #119) as protection from it. So the main advantage of Cirdan is his lower mind and Coastal Sea attack canceller, while the main disadvantage is that he doesn't have an Elven ring. Considering they aren't that great (witness my review of Narya, though that's the worst one) this sacrifice can often be worth it. Or, of course, you can put all three Elven-Kings into play (and still have 3 general influence and 12 newly created direct influence in play) and not have to worry about any of this, though that's sort of difficult. Overall, Cirdan is a very good character, one of the best ones, though whether he's the best or worst of the Elven-Kings depends on your personal opinion. 

Wormsbane 

Resource: Greater Item (Dragons Preview)
Marshalling Points: 4
Corruption Points: 2

+2 Prowess to a max of 9. +4 prowess to a max of 12 and -2 to creature's body against a dragon or drake strike



Well, the set IS called Dragons, so this item will be more useful then than it is now. According to an earlier posting from Scott, there will be five new dragons, plus another 18 of them from different versions of existing ones and new ones. That's enough to make this card very useful. Though it's even useful without that. It has 4 marshalling points and only 2 corruption points, first of all. It's rare to find an item with more marshalling than corruption points, so that alone sets this above many of them. And it gives a very high 4 prowess enhancer to max of 12 (maybe not as good as The One Ring, +5 to max of double starting prowess, but still good) against dragons, in addition to -2 body. Going by the current dragons (Scott didn't get me any expansion spoilers for actual dragons) that's pretty good. It makes Smaug the equivalent of 13/6, with less than half chance of passing the body check (and therefore a more than half chance of getting the FIVE marshalling points) and making his death almost a given for characters like Glorfindel II (+4 is still only 12 prowess). Pretty nice, making Smaug into Daelomin (with 2 points less of body) instead of his former dangerous self. Of course, if they put Glaurung in the expansion (and that's certainly possible) and give him 22 prowess or so (though that's a little much) even this will keep him stonger than Smaug. Still, it's overall a pretty good item and definitely destined to get much better once we know about Dragons.
Assassin 

Hazard: Creature
Marshalling Points: 1
Playable at: Border-Holds, Free-Holds Prowess/Body: 11/-

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



Sort of like an enhanced slayer. In fact, exactly like a Slayer, just with one extra strike. But since I haven't reviewed Slayer I'm not repeating myself. This is one of the best ways to kill an individual character. You get three attacks (or one attack and two characters are tapped, or two attacks and one character is tapped) of one strike each. The problem is that this is attacks, not strikes. All the cards that give extra strikes are very clear to say that they're for one attack, so you can't sneakily add a strike to every attack. And a good deal of enhancer effects (like Fury of the Iron Crown) only work on one attack. Since this is made of three attacks, you can only use those enhancers on one strike. Never mind that up to 2 of these attacks can be cancelled. So really I think this card is a little overrated (go ahead and flame me if you like). Still pretty good, but not on the same level as the REALLY good creatures like the Nazgul. Now that I've looked at the bad parts of this card, let's go on to the good parts. It DOES help against small companies, for example. Like a Shadowfax company, where you can either have a pretty good chance of killing off a Hobbit (though the body checks can stop you) or a fair chance of killing the other character. With a few good enhancers you could make a really powerful attack from this with more than one strike and more than 11 prowess, though if you're bothering with that use a more powerful single attack like Abductor (1 prowess less but discards after all prowess checks), or if you don't care about it being Men there are lots of options. But Assassin does have the advantage of being keyeable to free and border areas, though there's also the disadvantage of not being keyeable anywhere else (so if Fog is out, for example, with Echo of All Joy, you'll have a tough time getting this guy any targets). Still, a good way to surprise those Hobbits who thought they were safe in Bag End. Overall, though, Assassin is an only moderately good hazard, possibly worth putting in your deck but not really that great.
Boromir II 

Character: Warrior Dunadan
Marshalling Points: 1
Mind: 4
Direct Influence: 1
Prowess/Body: 6/8

Unique. +2 direct influence against the Men of Anorien faction. -1 to all his corruption checks.

Home site: Minas Tirith



At first glance, not that great. Just your fairly average Dunadan. And a -1 corruption modifier, too. Plus the faction he gets bonuses on is only worth 2 marshalling points. But he has some attributes that are very hard to get cheaply. Such as his main one, 6/8. That's not much for a big character, like Elrond or a Wizard, but for a 4-mind (and he even has 1 direct influence) character that's big. He's as powerful as a Wizard and he only costs 4 mind. And he's only worth 1 marshalling point, so he's pretty expendable in that regard. So for a total of 3 influence you get a marshalling point, a 2-MP faction readily available, and 6/8. That's pretty cheap. If he wasn't Unique (like every charcacter is) you could put out 5 of him and get through almost any hazard. Maybe if we ever get a clone card like Magic has (I should do an idea supplement on that) we'll be able to do that, but for now we'll just have to wait. He's also a Dunadan, one of the more useful races for special cards, of which there are several (including Athelas, as one example, with a useful ability). That's it. Overall, Boromir II is an okay character, whose main attribute is his low price for high prowess/body.
Dark Quarrels 

Resource: Short-Event

Cancel one attack by Orcs, Trolls or Men. Alternatively, if Gates of Morning is in play, the number of strikes from any attack is reduced to half of its original number, rounded up.



A moderately good but not that great attack canceller. Its better feature comes with GoM, though we'll get in a moment. First the canceller. It cancels Orcs, Trolls, and Men. Not the greatest of races, as I said in my review of Fury of the Iron Crown, but they can cause some harm. The Orcs aren't especially nasty in any of them, though their number of strikes can cause some damage, but the Trolls and Men do have some powerful members. Still, the main feature of this card is the other feature, the strike halver. It requires Gates of Morning, which can be detrimental since the best attacks often occur with DoN enhancements. But even the Nazgul can still be played, with Fell Beasts too, without DoN, so this isn't that bad. And the effects are sometimes extremely useful. You can take a Fell Beast-ed Nazgul down to one strike, for example. Same with Smaug, bring him down to one. You can bring Orc attacks down by as much as two strikes with a 5-strike one (and don't say you can just cancel Orcs, I already explained the marshalling points to you). And this card has the advantage over attack cancellers in that you still get the marshalling points if you win, but you're facing less danger. With a 1-strike Smaug you can just pit Glorfindel II (with maybe the new Dragons card Wormsbane, for example) against him by himself, and then beat him and not have to face any more strikes. Actually, it wouldn't work on Smaug since he chooses defending characters, but the example fits so well I'll leave it in anyway. You can see how this can be useful. It can also cancel strike enhancers (or nullify them, anyway). So overall Dark Quarrels is an okay, but not great, attack canceller, whose main value lies in its ability to get you marshalling points on an attack with less trouble.
Bane of the Ithil-Stone 

Hazard: Permanent-Event

Corruption points for Palantiri are doubled. Automatically cancels any effect that causes a player to search through or look at any portion of a play deck or a discard pile outside of the normal sequence of play. Discard Bane of the Ithil-Stone whenever a play deck is exhausted. Cannot be duplicated.



This is one of the main reasons not to play Palantiri. It's often worth it anyway, but this card can make them a much bigger pain to carry around. First, there's the basic effect, corruption points are doubled. And it's permanent until the specific effects listed on the card happen. On some Palantiri, this totals them to 6 corruption points, as many as The One Ring. Major annoyance. Now corruption points aren't just a minor annoyance, they become a downright threat, with close to a 50% (I believe the exact number is 41.6 repeating) chance of failing the corruption check. So already Palantiri become a much more dangerous thing to carry around. Though the effect is still worth it. Except that now it's not, because of the other effect, on some Palantiri. The Orthanc, Minas Tirith, and Annuminas Palantiri all lose their main abilities, plus some other cards besides the Palantiri. So it makes those three effectively almost hunks of rock that give you 4 (6 in the case of Annuminas) corruption points to carry around. Pretty powerful. You can use this to stop all sorts of strategies. Use it just in general when your opponent plays Saruman to make him almost wish he hadn't. Use it with those Palantir based decks, or for that matter Far Sight et. al. based decks as well, to make all that fishing around for items useless and effectively destroy their deck. Use as soon as your opponent's brought out their first Precious Gold Ring to cut down on their ring fishing strategy. Just in general this is useful to annoy your opponent. And there's only one setback. It's discarded whenever any play deck is exhausted. But even that's not much, sincee a lot of the time the reason to use a Palantir in the first place is to search through a play deck and with few cards in the play deck there's no need to search it. So overall, Bane of the Ithil-Stone is a very useful card to keep around for Palantir-using opponents, a sideboard one if you don't know your opponent's strategies well yet.
Wind of Wrath 

Hazard: Short-Event (Dragons Preview)

Playable only if Doors of Night is in play on a company traveling through a Coastal Sea region. Replace site card of moving company with a card from your location deck that has a Coastal Sea in its site path.



Nice. Another teleporter. This one lets you transport your OPPONENT to any place with Coastal Seas in the site path. Think about that. Makes those peaceful waters a little more violent. After all, you can transport them to some rather dangerous place with Coastal Seas in the site path (like Southron Oasis or Variag Camp). This card's particularly dangerous in moving to Havens, Grey Havens that is, and therefore in Starter movement all the sites nearest to it. That's a total of only three sites, yes, but one of them's the Blue Mountain Dwarf-Hold, a good place for bringing out Dwarves and storing Dwarven items. Another use is to counter a Will of Sauron / Snowstorm strategy. When your opponent goes over to Grey Havens and plays this, hoping to be able to keep it a few turns staying on the coast, play this to send them over to Mordor instead. Or if they try to send a weak company around the normal terrain by sending them on Coastal seas, where so few creatures even can key to, play this to send them right on back onto the land and into danger. There is the little problem of Doors of Night, though that's really not much since it's in play so often anyway. And there aren't that many coastal sites, so unless Dragons has more (well there were so many little ports around there I can remember from various things, I'm sure they can find a few, or maybe one of the Dragons will be a sea-serpent...) it's not worth putting in that much on the off chance (though I might anyway if I have extra space, since it's so powerful if you do pull it off). Overall, Wind of Wrath is a great card to have in some situations for blowing someone completely off course, but can sometimes be just a wasted extra card.
The Arkenstone 

Resource: Greater Item
Marshalling Points: 2(5)
Corruption Points: 2(4)

Unique. +3 to bearer's direct influence against Dwarves and Dwarf factions. If held by a Dwarf, The Arkenstone gives 5 marshalling points and 4 corruption points. The Arkenstone may be tapped to untap a Dwarf character in the same company, but target Dwarf must make a corruption check modified by -2.



Another key thing for you Hobbit lovers. And while we're at it another Dwarf-benefitting item (boy those Dwarves have lots of good stuff, first the Durin's ring and now this). This may not be good as some of them, but it's pretty nice nonetheless. And since it was owned by a Dwarf, Thrain, and later Thorin II (until he was killed a few pages later) it naturally benefits Dwarves most and does almost nothing for anyone else (except those controlling or in the same company as Dwarves, in which case you should just give it to a Dwarf instead). First there's the Marshalling Points/Corruption. For non-Dwarves, it's a fairly average 2 for 2, which is still actually pretty good considering that you still get most of the abilities, though you need Dwarves to use them on. But for Dwarves it changes to 5 for only 4 corruption points. This is a little better. Almost as many Marshalling Points as The One Ring, and a good bit less corruption. The effects are good for both races, though they occur on Dwarves and no one else. First you get +3 D.I. to Dwarves and their factions. This makes a non-Dwarven character almost an "honorary Dwarf" for influencing factions. And it gives a Dwarven character almost automatic influence for Dwarven factions because of the standard modifications already there. Or try it on someone like Thorin for a super Dwarf-controller (7 direct influence with his built in bonus and this one on Dwarves). There's also the other ability. It can untap Dwarves in the same company. This results in all sorts of great uses. You can use a Hobbit with this and a Dwarf on Shadowfax with Durin's Ring to go on huge runs of untapping sites (tap Dwarf for Durin's ring, tap Hobbit to untap Dwarf, tap Dwarf again, etc.) But unlike the Dwarven rings the Dwarf has to make a -2 instead of a +2 corruption check, so with any fancy items you could have some serious corruption problems. Still, overall The Arkenstone is a very good and powerful card, one of the better Dwarven items.
Siege 

Hazard: Permanent-Event

Playable on a Border-hold [B] or Free-hold [F] site. A company at this site must face an Orc attack of three strikes at 7 prowess at the beginning of its site phase. At the end of the organization phase, a company at a site with Siege on it must make a roll (or draw a #) and subtract one from the result for every non-scout character it contains. If this result is less than 5, the company may not move this turn. Discard when the site card is discarded or when the site card is returned to the location deck. Cannot be duplicated on a given site.



It has some good uses, but in a fair number of cases it isn't that great. The basic thing this card does is trap a company at a site and attack them with a fairly weak Orc attack every turn until they escape. Just like a real siege - you keep getting attacked and you're trapped inside until you beat off the attack. Also this card only works on the Border and Free holds. This is good in letting you attack people with it who are otherwise trying to safely hide, but bad in attacking them in anywhere else. The attack, as I said before, is pretty weak and not really that threatening. There's a less than 50% chance of success even if it attacks a Hobbit, and with many characters it's automatically defeated. There are some enhancers that make this a bit more threatening, like Fury of the Iron Crown, but that's mostly wasting it on a mediocre attack that only happens once (it's a different attack each time it happens, techincally). A slightly more potent feature is the capability to trap a company at the site. In a company with a fair number of non-scouts, that can be quite annoying. Just 2 and your chances are lowered to in the 60% range. 3 and it's less than 50% of getting out. So it's a good reason to be a bit cautious when using a company with lots of non-scouts. Also this can be useful to delay your opponent even for just one turn on some time-sensitive thing, like who gets The One Ring out first. One turn's delay can make a difference. Though it isn't discarded when you beat the roll, whether you leave it or tap it first it will be discarded when your company leaves the site. So overall, Siege is an interesting hazard that can often can be very useful and devious but sometimes is just a wasted hazard to play.
Siege

When the object of the game is to go and get everything you can, how about a card that stops your opponent from going anywhere? 

Siege # Hazard # Permanent-event 
Playable on a Border-hold or Free-hold site. A company at this site must face an Orc attack of three strikes at 7 prowess at the beginning of its site phase. At the end of the organization phase, a company at a site with Siege on it must make a roll (or draw a #) and subtract one from the result for every non-scout character it contains. If this result is less than 5, the company may not move this turn. Discard when the site card is discarded or when the site card is returned to the location deck. Cannot be duplicated on a given site. 

This card can make or break a game, causing a simple trip for a faction to become a several turn wait for frreedom. And while it won't do too much against an all Hobbit deck, it rocks against An Unexpected Party. 

This card is designed to hit a company as they head for a faction. And unless your opponent does something kinda weird, he'll head to a free/border-hold for a faction (or ally) at some point in the game. And when she does, slap this on her company! While it doesn't work too well against some companies, it rocks against many. For instance, the typical Indy Jones company will have about six characters and just two or three scouts. When they head to a border- hold to store those Rescue Prisoners they will have to roll better than a 7 or 8 to be able to move. Of course, an Indy Jones company won't have any trouble with the orc attack, but this card may completely shut them down for a turn or two. And when you're stuck in a Siege you always seem to start rolling all your fives and sixes, Murphy's Law takes over. 

As I said, this card has different levels of effectiveness against different companies. A company of Adrazar and a Hobbit won't have many problems running away from the Siege, but they may have problems playing a faction. They have to face an attack of 3@7, which will tap all members of many small companies sent around Gondor to get factions. The other cool thing about the attack is that it has to be faced every turn they company is there, not just when they enter the site. Thus if you include Siege in an orc deck for some faction defense to balance your heavy item defense you can have an attack of 5 strikes of 12 or more, making it difficult for almost any company to bring in a faction. And with luck they won't be able to go somewhere else and come back later for a couple turns. And a couple turns of unanswered MPs may be just the thing you need to get the edge in the game. 

If you want to really punish a company for not packing the right skills (or take them away with Memories Stolen), you can play Siege with Chance of Being Lost. "Yes, you THOUGHT you were going to Gold Hill with all your Dwarves, but you're actually going to Dale, and you'll be staying there for a while." This can also be carried out well with Winds of Wrath, and can be a good way to get that Assassin out of your hand and into your opponent's characters. Further fun can be had by bringing the Balrog out, moving Galadriel, and Sieging Lorien, maybe even with Song of the Lady, and with your own character there to keep the Siege around ;-) One card it doesn't work with, though, is Redoubled Force. Since it's not an auto-attack it is faced every turn, but it's not helped by Redoubled Force, Eye of Sauron, etc. 

So while Siege won't hurt every company, it can really cause some damage against certain companies. Or draw out a Marvels Told... 

Fell Turtle 

Hazard: Creature
Marshalling Points: 1
Playable at: Coastal Seas
Prowess/Body: 15/-

Animals. One strike. If any strike is successful, the defending company must return to its site of origin (defending characters are wounded normally).



Another creature with a special ability if it succeeds, though unlike some it also does a regular attack. It has only one strike, but that strike is as powerful as some Nazgul. It's only worth 1 marshalling point if killed, even though it is a 15-prowess creature (though it doesn't have any body, maybe that's it), so there's not much risk in playing it. And it can potentially hurt your opponent in two different ways. First, it can do the usual wounding. 15 prowess automatically beats Hobbits and has a small but existing chance of even beating the really powerful characters like Glorfindel II. If only you could choose defending characters with this it would be a great Hobbit killer, which would also fit perfectly with the other part of this card. It can force a company to return to a site of origin if any strike is successful. This can have varying degrees of usefulness. The best place to play this would be a killer destination like Gorgoroth if you could play it somewhere other than Coastal Seas, but as is the best you can possibly do is Imlad Morgul (which can still be good; they move to Shelob's lair, get pulverized there, then you pull them back with Fell Turtle). Also a great combo card with a Dragons preview, Wind of Wrath, so you can direct your enemies to a dangerous place and then after they get attacked there pull them on back to where they started. And there aren't really any disadvantages to playing this, all you have to lose is one marshalling point to your opponent and there's a good deal to gain by playing this. The only other disadvantage is its limited play at Coastal Seas, though there are so few creatures there that a powerful one playable there is actually a fairly good keyeable area. So overall, Fell Turtle is a very good and powerful hazard creature with a nice special ability thrown in.
Times are Evil (formerly Distrust) 

Hazard: Long-Event (Dragons Preview)

All offering and influence attempts are modified by -3.



Very simple card, doesn't seem like much to review, especially when you consider that we don't even know what an offering attempt is yet. My guess is either an alternate way to attract a faction (or just get marshalling points) or a way to prevent attacks (like offering the Goblins a big sack of gold in exchange for not attacking your company). Either way it sounds good. But let's concentrate on the part we do know, the influence modifier. Even by itself this is cool. And it can even be permanent with Will of Sauron (seems a bit too strong to me, Scott, though I haven't tried it yet because I didn't know what offering would be like), a great boon for decks that aren't based around accumulating Marshalling Points (since it does effect you as well). This can make some factions next to impossible to get without Muster. That alone is pretty good, but then you also consider the safety feature it provides, modifying the already extremely difficult influence checks for OPPONENT's characters/factions/allies/items so that it's virtually impossible to get them. Very nice. But the factions one is probably the best. After all, you can only have 3 Musters, so for the rest of your factions you'll need some other kind of influence modifier, which many people (including me) don't plan for in their deck because we're all so sure of our Musters for tough factions. With pretty much every faction tough, it becomes far more useful. A good reason to keep a few Persuasive Words et. al. in your sideboard in case you come across an opponent (like I'm sure there'll be many of) who uses this card. In fact, this card is one of those ones that significantly changes gameplay, making factions a rarer and more difficult thing (unless offering attempts are easier than influence ones and they apply to factions) to get out and Marshalling Points in general a more valuable commodity. So overall, Distrust is an already almost game-altering card and will be almost as necessary as Twilight in decks once Dragons is out in full force.
Escape 

Resource: Short-Event

Cancels an attack against a company. One unwounded character of your choice in the company is wounded (no body check is required). 



Eh, okay but not that great. In fact, not even that good. Torque of Hues does all of this, but it's re-usable AND it doesn't wound someone. Still, this card does have some uses. Like cancelling an attack early in the game before you've gotten Torque out. Or if there are more attacks coming to keep from having to tap the Torque-equipped character, since this lets you choose the character to be wounded. Against Nazgul (or Balrogs, as it was in the book) this is often worth it, at least if the Nazgul player gets to choose the defenders. Also this guarantees no body check in exchange for requiring a wound. It hurts a character but that's better than killing them. Now here's an idea: what about playing this on an opponent? If it were possible it would be great, since you could send some measly Orc-Warband or something at them and then cancel it with this and wound a character. Probably not legal now, but if there ever was a way this card would be much better. Still, going back to what's currently available, this card has one more use, being a backup. You can keep one or two of these around just in case you are attacked. Or if you're attacked twice in one turn, you can use this with a Torque for two cancellations. Very handy if you move somewhere like Mount Doom, where you're likely to get several bad attacks a turn (assuming your opponent figured out from your playing The One Ring you were going there) and you want to prevent as many as you can. Overall, Escape is a pretty good, but not great, card, a handy backup for Torque of Hues.
Vilya 

Resource: Short-Event

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

[Archivist's note: This card has errata: Playable on Elrond only. +4 prowess, +2 body, +6 direct influence until the end of the turn. If Elrond is at Rivendell and your play deck has at least 5 cards in it, you may take 3 resource cards of your choice from your discard pile and shuffle them into your play deck. Elrond makes a corruption check modified by -3. Cannot be duplicated on a given turn. It has been re-reviewed in CotD #455] 



It may be a short-event, but during that turn it sure is powerful. More D.I. bonus than The One Ring, the equivalent of only 3 corruption points and a forced check when it's out, +4/+2 prowess/body while we're at it, and it doesn't need that tedious ring stuff that most other Rings do. Plus, it's the only real reason to pick Elrond over Cirdan, since otherwise Cirdan's got two extra abilities and Elrond's only got an extra +1/+1 over him. So just for the enhancers it's a good one-turn deal, before a major battle or trying to influence away an opponent's character/ally/item (10 D.I. for a turn certainly is helpful) or even both. Plus you get the added bonus of being able to recycle FIVE resource cards into your play deck. You can bring your One Ring, all 3 Precious Gold Rings, and a Wizard's Test back on the same turn. Plus there's a sneakier ability: you can use this to over-recycle itself. Stock three of these (remember, it can be duplicated all you want) in your deck, then play them as often as you like (assuming Elrond's pretty well off for corruption points) and each time recycle the last one along with 4 other resources. Sit Elrond at Rivendell with a few friends and a few Fellowships and you can literally play one of these whenever you get it. Plus of course you get to keep an extra card in your hand, too, if you sit him in one place (though that's kind of silly with the +4/+2 enhancers making him an 11/11 with 10 direct influence). Use this as a constant resource re-supplier, especially with Far-Sights to let you bring items right up to your hand (though you need another company going to Information sites and having a Durin's ring). The one problem is the -3 corruption check. If Elrond doesn't have any other items, this isn't much of a problem, but if he does then you should be careful about playing this. Overall, Vilya is a pretty good ring that provides some nice enhancers without much corruption.
Galadriel 

Character: Scout/Sage/Diplomat Elf
Marshalling Points: 3
Mind: 9
Direct Influence: 4
Prowess/Body: 3/10

Unique. When Galadriel is at Lorien, her controlling player may keep one more card than normal in his hand. -3 marshalling pts. if eliminated.

Home site: Lorien



Seems a lot like Elrond with 1 less mind, but Galadriel does have a few other components. First the basics. She's a high-mind, high-influence character worth 3 marshalling points. The trademark of a strong character. There's also her stats. 3 prowess isn't much, but 10 body is the highest of any character, even more than Glorfindel II. Her listed special ability is the same as the other two Elven Kings: if she's at her home site you draw one more card. All of this is fairly basic to all three Elven-Kings. But then there's her two other aspects. One is her Elven-Ring, Nenya. +2 to direct influence, body, and prowess for her for a turn, making her have a nice 6 direct influence (though it pales in comparison with Elrond's enhanced 10), an invincible without modifier 12 body, and a not quite as extraordinary 5 prowess. And she can also automatically make a corruption check in anywhere but a Dark-hold or Shadow-hold successful, useful for lots of decks and bad corruption checks. A cool combo is to use this with Narya to pass that difficult -5 check and get Narya's special ability. All in all pretty good, nice ring special ability and nice character stats. But there is one dark side to Galadriel, the Balrog of Moria. It gives you a very good reason to keep Galadriel at home besides the deck bonus: Lorien stops being a haven if she's not there when Balrog's played. This can be extremely tragic for decks that rely on having a place to heal over in the east of Middle-Earth, which most decks do. Therefore the best strategy with Galadriel is to just leave her in Lorien, get the hand bonus, and use Nenya occasionally before a bad corruption check. If you take her out of Lorien, you risk having Balrog played and losing Lorien as a haven (though it does harm your opponent too so they'll have to be prepared with The White Tree or something like that if they play it). Overall, Galadriel is a very good and strong character, worthy of an Elven-King.
Edhellond 

Site: Haven

Region: Anfalas
Site path from Grey Havens: Fd, Cs, Cs, Cs, Cs, Wi
Site path from Lorien: Wi, Bl, Fd, Fd, Bl, Wi

Opponent draws 2 cards, you draw 2 cards.



This is probably the least-known haven, though IMHO it's at least equal to Grey Havens. 10 sites trace this as their nearest haven, and several of them can actually be rather dangerous and useful to visit. It's the same distance from Mordor as Lorien, and the farthest South (and thus the best haven for Southern destinations like Southron Oasis) of all the havens (just as Lorien's farthest East, Rivendell's farthest North and Grey Havens is farthest West). It's in a fairly safe region, a Wilderness with no keyable creatures. And it has 3 characters homed at it: Alatar, Annalena, and Arinmir. Arinmir and Annalena aren't too exceptional, but Alatar is as the 3rd best Wizard (better than Gandalf and Pallando, but not as good as Saruman and Radagast) IMHO and therefore being his home is a valuable attribute. But as I said before Edhellond's main feature is its proximity to several key sites, most notably Southron Oasis and Variag Camp as well as Vale of Erech (needed to play Army of the Dead). It's also the same distance as Lorien is to Minas Tirith, another key site. With the large numbers of Nazgul keyeable to Harondor and Khand, Edhellond is a good place to visit for healing, too. The final feature of Edhellond is one that doesn't exist yet but with the new Sea Voyaging rules in Dragons soon will. It's a convenient port for launching off on ocean trips, closer to more Coastal Seas than Grey Havens. Not useful yet, but will be soon. Overall, Edhellond is a fairly good haven (of course all havens naturally belong in any deck) that's worth a visit occasionally.
Marvels Told 

Resource: Short-Event (Dragons Preview)

Ritual. Tap sage to discard a non-environment hazard permanent event or long event. Sage makes a corruption check at -2. Note: This card may not allow dwarf or hobbit sages to use it, this was still undergoing testing. If the change is made the text will be something more like: "Tap non-dwarf, non-hobbit sage to...".



First this card introduces another unknown new Dragons concept: the Ritual, which joins the ranks of other ideas such as Sea Voyaging, Hoard Items, and Offering Attempts. No idea what a ritual is, but my best guess is something like a Spell for sages instead of wizards. Anyway, its effect is a simple one: it discards a hazard permanent-event. This is a very nice effect, yet, but Palantir of Osgilath can do that AND it's re-usable AND it has other abilities AND it works on any hazard permanent-event, including environments (i.e. Doors of Night). But still, this is much easier to use (assuming there aren't too many difficulties associated with Rituals) than Palantir of Osgilath, since you can just keep a few of them in your hand any time. In fact, this may end up becoming almost as vital a card as Twilight if there are a few dangerous Dragons permanent-events (like the At Home dragon versions). Also lets you discard hazard long-events, which can be handy with both Will of Sauron (hey, another thing this card cancels) and for keeping long-events from lasting their full turn. Overall, Marvels Told is a card that already has some power and will probably have more with the release of Dragons.
Barad-Dur 

Site: Dark-Hold
Region: Gorgoroth
Site path: Wi, Bl, Fd, Wi, Sl, Dd
Nearest Haven: Lorien
Cards Drawn: Opponent 6; You 3
Playable: Items (minor, major, greater)
Automatic-Attacks:(2)
Orcs -4 strikes with 7 prowess
Trolls -3strikes with 9 prowess
Special: Any company moving to Barad-Dur has its hazard limit modified by +2. 



From what I've heard they're considering an optional "fight Sauron" or something like that rule which gives this site a purpose (don't quote me on this, it's just a rumor), but until then it's really just an incredibly dangerous way to get an item. In fact, it's almost even more dangerous than Mount Doom, except that Mount Doom has the automatic hazard-creatures-always-playable effect, which this doesn't. But this has an auto-attack AND it's a Dark-Hold (vs. Shadow-Hold for Mount Doom) so they're pretty much equaled out. This site is sort of a fancy version of just saying "Abandon all hope, ye who enter here." It's a Dark-Hold in a Dark-Domain, and it's in Gorgoroth, so all 9 Nazgul plus Shelob are playable here, and with a +2 hazard limit that's a lot of Nazgul. You could surprise your opponent by moving here when they're not expecting it, or use a Palantir to wait until they have a pretty benign hand, but even then you're risking yourself for two turns (one going there, the other getting out, remember they can play hazards keyed to anywhere along the site path including Gorgoroth in this case) so they have a good chance of getting something the following turn (especially since they draw SIX cards when you go there, almost an entire extra hand in which to find something nasty). And you can't even play a Gold Ring there, just Minor, Major, and Greater Items. Sure, if you could play any Special Item there or something like that (play One Ring, then just hop on over to old Mount Doom to dunk it, all within the space of two turns) it'd be worth it, but as is there are lots and lots of sites better to go to than this. Also the auto-attacks can be a nuisance, at least against weakling characters like Hobbits, since though they aren't that strong 2 attacks with total 7 strikes can get you in sheer numbers. If there's ever a way to make a region automatically a Coastal Sea, and therefore use Wind of Wrath to blow someone here, that's a use for it, but until then it's pretty much useless. So overall, Barad-dur is a virtually never visited site whose only real attribute at the moment is its coolness value.
Durin's Axe 

Resource: Major Item
Marshalling Points: 2(4)
Corruption Points: 2(3)

Unique. Weapon. +2 prowess (+4 if held by a Dwarf) to a maximum of 9. If held by a Dwarf, 4 marshalling points and 3 corruption points.



Well, it's a little above average, but still not that great. It's yet another one of these Dwarf-helping items, where it's fairly bland when held by a non-Dwarf but a little better when held by a Dwarf. Let's just go over the basics. It's worth a fairly standard 2 marshalling points and 2 corruption points, like many items. With a Dwarf, it gets to the slightly better than average 4 marshalling points and only 3 corruption points, a little better ratio. These figures are all nice, the marshalling points get up to faction level, so with a fair number of situations this is a better thing and easier thing to play than a faction. Still, it is an item, and a unique major one at that, so finding it in your deck and then finding a site to play it at can be a bit difficult. Finally, there's the prowess enhancer, an extra bonus which gives this something over just playing a 4-point faction (though there aren't many of those). It may be only to a maximum of 9, but for all regular characters except Glorfindel you get the full bonus with this, and there aren't any Dwarves above 5 prowess so they all get the bonus too. Only problem is other items they play with similar restrictions. So it can help to beef up those little Dwarves a bit (though they already are fairly strong characters, at least some of them). Overall, Durin's Axe is an okay, but not great, item, which can be worth playing (along with lots of other items) in Dwarf-heavy decks.
Bill the Pony 

Resource: Ally
Marshalling Points: 1
Mind: 1
Prowess/Body: -2/10

Unique. Playable at Bree of Bag End; playable even if the site is tapped. If at a non-Haven site and if his company's size is three of less, you may discard Bill the Pony at the end of his company's turn and replace its site with the nearest Haven.



Not only is it fun, but it also has a halfway decent ability, unlike some cards whose coolness is their only attribute. Sure, the basics of it are bad, almost horrible. 1 mind, an easy influence by your opponent at best, only 1 marshalling point, and NEGATIVE 2 prowess (the 10 body does make up for it, though, he may lose the battle but at least he's not very likely to die). He doesn't need an untapped site to play in, like most allies (though I believe he does tap the site if it's untapped, I'm not sure, Scott?). His ability is fairly basic, and appears on a few other cards, but it's an okay one nonetheless. It lets you escape from a site after only one turn back to the nearest Haven. May not be much with some fairly benign sites, and the company does have to be 3 or fewer people, but at Mount Doom or Barad-Dur it can be very useful. You can now go on a quick 1-turn expedition to Barad-Dur for an item and have a better chance of your opponent not getting a Nazgul or Shelob to play on you. Finally a use for it. Or go and dunk The One Ring with less risk as well - try to destroy it, and if you fail use old Bill here to bring you on back to Lorien for another try. Of course by then Sam will be so heartbroken that Bill will be the only thing left to cheer him up, so you may end up wanting to keep him... Anyway, like I said Bill's ability can sometimes be useful for getting you out of a BAD site very fast. Overall, Bill the Pony is an okay card, for a really cool character in the book, which for practical purposes can occasionally be good to help lessen the risks of going to some of the more dangerous game areas.
The Cock Crows 

Resource: Short-Event
Cancels a Troll attack. Alternatively, if Gates of Morning is in play, forces the discard of one hazard permanent-event.



This card does two things - one good, one fairly pointless. First the fairly pointless one. It cancels a Troll attack. Whoopdee doo (is that how you spell that?). There are only 4 troll creatures out there, and while they're all pretty good they're not that great. It could be a good backup use for this card but it really doesn't justify having it by yourself unless your opponent's obsessed with Trolls (pretty impossible since there are so few of them). The reason to have this card is for the second feature. It can cancel hazard permanent-events. Sure, this isn't unique to it, you can also do it with Palantir of Osgilath, and as soon as it comes out Marvels Told, but this is a faster way and more effective way than either of them. It works on all hazard permanent-events, while Marvels Told can't do environments (though that's basically just Doors of Night, it's still important). And it can be played instantly, while Palantir of Osgilath (though it's still a great card) takes time and effort to play. But, this ability does have a cost. In order to use it, you have to have Gates of Morning out. Though it is worth it, the main advantage this has over Marvels Told is that it can discard Doors of Night (though not being a ritual is also an advantage) which now it can't because it needs Gates of Morning in play to use. And also it can't discard Will of Sauron either, another excellent thing to play this on. Here's an idea: how about a "hall of portals" card with both Doors and Gates enhancements as effects? You could get the benefits of both simultaneously. There'd have to be elaborate discard conditions, sure, but it'd be worth it for what it would do. Anyway, overall The Cock Crows is a pretty good resource for its special ability, but Gates of Morning's requirement lessens its usefulness.
Barrow-Wight 

Hazard: Creature
Marshalling Points: 1
Playable at: Shadow-holds, Shadow-lands, Dark-holds, Dark-domains
Prowess/Body: 12/-

Undead. One strike. After the attack, each character wounded by Barrow-wight makes a corruption check modified by -2.



From a quick glance this looks like a fairly dull card. 12 prowess, no body, only one strike. The Undead classification is nice, they do get a fair amount of help from other cards, but there are better Undead creatures. And Barrow-wight's only playable at shadow and dark areas. Now sure, this could have some uses already. It can almost definitely kill Hobbits, unless they roll an 11 or 12 (or have enhancers). But since you can't choose which character defends this your opponent can just use one with a better chance of defeating the wight. Still, even then there is a pretty good chance of Barrow-wight winning, even though it's not that high with many characters. But if it does win, and it certainly can happen, then Barrow-wight really shines. It gives any character wounded by the wight, already in a fairly bad situation, a -2 corruption check. Combined with strategic use of Lures this can really be a killer. Or better yet The One Ring and Lures, since everyone in its company has an extra -1 to checks. Of course there is the one problem that Hobbits are the most likely characters to be wounded by this, and all of them get at a minimum enough of a corruption bonus to cancel this out. And with three of them more. But with some corruptible characters this can be quite helpful, acting as almost a better version of Weariness of the Heart against characters it wounds. So overall, Barrow-wight is a creature with mediocre statistics but a good special ability.
Sleepless Malice 

Hazard: Long-Event
One undead creature against each company does not count against the Hazard limit. Additionally, if Doors of Night is in play, any undead hazard creature may be played keyed to Ruins and Lairs. Cannot be duplicated.



Sort of like The Nazgul are Abroad or Fell Beast for Undead, in terms of how much it helps them. It lets you play an extra one without it affecting the hazard limit, AND with DoN it lets you play them all at R&L. Now admittedly, Undead aren't the best creatures. There are only 4 of them at the moment (will Dragons have more? Maybe "The Ghost of Glaurung" - an Undead Dragon to which both bonuses apply). 3 of them force corruption checks, one doesn't even do that. The most powerful one is Barrow-wight, which as I said in yesterday's review isn't that strong itself. Corpse-Candle has a good special ability, yes, it can make everyone in the company make a corruption check, so it's probably the best one of them from the special ability point of view. But there are other enhancers to Undead: such as Plague of Wights, +1 to prowess and strikes x2 for all Undead. This card removes the two main reasons not to play these guys: they're not worth playing because they're too weak (now you can play an extra for free) and they're only playable to dark and shadow areas (now R&L works too). Still may not be that great, but this card makes them pretty much free (or at least one of them), so why not play them? Of course, they do take up deck space, the main problem with Undead and this card. But for players without that many cards, or for sealed-deck tournament games, this card can be really useful. One more cool idea: use this with Will of Sauron to allow an extra undead for every single turn. If you have enough of them to support this it could be quite devastating. So overall, Sleepless Malice is a card that, while not that great itself, can be useful for enhancing Undead in some situations.
Foul Fumes 

Hazard: Long-Event
Environment. Each moving company that has a Shadow-land or a Dark-domain 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 site with a Shadow-land or Dark-domain in its site path is tapped. Cannot be duplicated.



This card almost cries out "Durin's Ring, Durin's Ring". In fact, it can give almost absolute power to the bearer of that illustrious little object. And by that I mean One Ring level power. It also cries out "Will of Sauron" for obvious reasons, since with Will of Sauron it becomes semi-permanent. Also as an important side note: this is a common, a plain old starter-included common. Let's look at the features. First the easy one: it makes companies in shadow and dark regions return to their sites of origin unless they contain a ranger. We've already gone over the benefits of that, though this one's not as good because of the ranger clause (with 20 rangers in the game now, and more on the way in Dragons, it's pretty easy to find a ranger). So let's go right on to the DoN ability, the INCREDIBLY GOOD one. One so amazingly good it brings this card up to a perfect 10.0 from me. This lets you tap ALL sites with a Shadow-land or Dark-domain in the site path. ALL sites. Think about what this means. First, a pretty much dead stop to all One Ring bring-outs. Unless a company has a gold ring in hand (and even then you can make things difficult) it's pretty much impossible to get one out (except at the 2 or 3 sites that still aren't tapped, see my idea below for stopping play at those). No more factions except in the safe sites, no more items except in the safe sites, no more allies except in the safe sites. So no Marshalling points except from creatures (so don't play any, it won't matter if your opponent doesn't have anything to do), no more Wizard kills unless you send your Wizard out to get killed deliberately, and no more One Ring. That pretty much stops the entire game. And there's only one way to get around in this all-tapped world: the Dwarven Ring of Durin's Tribe. You have to get this out in order to have a good chance of winning with Foul Fumes out. "Now o'er the one-half world nature seems dead, and wicked dreams abuse the curtained sleep." Fits this card nicely. (first person to tell me the play, act, scene, and speaker gets their name mentioned in the next COTD). Anyway, there are also lots of good combos with this card. There's the obvious Will of Sauron, to make this permanent (though it still disappears as it would anyway with the next deck cycling, so time carefully). Then there's the slightly less obvious but even more devastating combo of Morgul Night and this card. Now you can make all Wildernesses into Shadow-lands. And therefore tap all the related sites. I'm not absolutely sure of this one (Scott?), since it does say the Site path (though that IS changed by Morgul Night) but if it does it gives you even more absolute power. Now the only sites left untapped are the Coastal Sea ones (can you say Storms of Osse?) and a couple of free-domain ones near Edhellond (which very few people go to anyway, and there isn't much at those). Now the bearer of Durin's ring has even more absolute power. Overall, Foul Fumes is an incredibly powerful card in many situations, and deserves a spot in almost any well-equipped hazard deck.
Neeker-Breekers 

Hazard: Creature
Marshalling Points: 1
Playable at: Border-lands, Wilderness, Shadow-lands, Dark-domains, Ruins & Lairs
Prowess/Body: 7/-

Animals. Each character in the company faces one strike. His prowess against such a strike is equal to his mind attribute. Any character that would normally be wounded is only tapped intstead - no body checks are made. 



Seems like a pretty weak creature, but without too much trouble you can turn this weak little 7/- into a powerful tapping machine. Basically it's a hazard creature, but instead of using your prowess you use your mind (finally a good use for all that brainpower) to fight it, and instead of being wounded you're just tapped. One immediate question comes to mind: how do we count Wizards for this? Should we say they have infinite mind, and therefore automatically win, or that they have 0 mind, and therefore have a good chance of losing? I know there are rulings on this for general purposes, but in this specific case how do we play it (Scott?)? This doesn't help many characters, since most of the ones with high mind also have high prowess (except for a few like Galadriel), but it does hurt a lot of low-mind ones. Most of the ones with 1 or 2 mind have a bit more prowess then that. Except of course a few of them like Hobbits who are low in both areas (they're just little people in general). But either way this card is good at tapping out all the low-mind guys. So just play this as a prelude to bigger attacks, with a few enhancers to make it nice and spiffy. Your opponent will probably laugh and say, "So what? I still have all my cool high-mind + prowess guys like Glorfindel II." Then you play the Nazgul. Maybe a Khamul, or if you don't have him out Witch-King or Akhorahil. And laugh. Now he has to either risk wounding his powered-up Glorfindel or sacrifice one of his sitting-duck Hobbits (who just happens to be carrying The One Ring). So overall, Neeker-Breekers, while not in itself that powerful a card, when used as a prelude to better attacks can be quite deadly.
Black Arrow 

Resource: Minor Item
Corruption Points: 1

Warrior only. Tap Black Arrow to give -1 to the prowess and body of any one attack against bearer's company. When Black Arrow is tapped, discard it if its bearer is not a Man.



Well, it doesn't actually say anything about Dragons, but since this was the arrow that killed Smaug it's closer than any of the other promos. Though it probably should have some bonus, such as "-2 to the prowess and body of a Dragon attack". Still, even without that it's still a fairly useful item. First of all, it's only a minor item with 1 corruption point, so you can use it as a basic starting item. And give it to almost any character without worry of corruption. So this is often a good thing to start out a company with as one of the two starting minor items. And I think you can even use more than one of these, to make this modifier to multiple attacks (or even multiple times). Plus the effect is worthy of at least a major item. -1 to prowess and body of ANY attack (an advantage for those Assassins et. al. with multiple attacks, they only have this on one) and you can re-use it if you give it to a Man character (which there are enough of so you'll probably have at least one in most companies). So you can spread a few of these around your companies to cause various degrees of harm to enemy attacks. For instance, play this with Eowyn or Peath in a one-two punch of negative modifiers to a Nazgul attack (Glorfindel-level prowess against a Nazgul with 1 fewer prowess and less than half the body, even Witch-King becomes a less-dangerous 16/5, never mind the weaker Nazgul). Or pile on a few of these at the same time, even (if it's allowed) on the same attack, to make the old Witch-King a decrease to 14/3. Wait a minute, that gives me a question. In which order do you use Eowyn et. al. and modifiers like this? The order played, or a specific one? Should you halve the body first and then decrease it, or decrease the body first and then halve it? Scott? My guess would be the order played, but I'm not absolutely sure. Anyway, getting back to the card, Black Arrow is overall a minor item with a decent ability by itself but if played in series with more Black Arrows becomes quite deadly.
Cave-Drake 

Hazard: Creature
Marshalling Points: 1
Playable at: Wilderness (2), Ruins & Lairs
Prowess/Body: 10/-

Dragon. Two strikes. Attacker chooses defending characters. Two Wildernesses [w] in site path are required. 



Cave-Drake, of course, is the only currently existing non-Unique Dragon, with the added bonus of having an automatic Dragon's Desolation in terms of playable area. Plus, you get to choose the defenders, something Leucaruth and Agburunar (plus probably some of the new Dragons) can't do. With the added bonus of only 1 marshalling point, these guys become quite powerful. Partly, of course, because they can be played in series. They're non-unique, so just blast a company with three of these and a couple of strategically played Dragon modifiers like the previewed one Passion of Wrath for +2/-1 prowess/body and you've got a doomsday device for Hobbits. Wait, Passion of Wrath just gave me a question. What happens with a creature that has 0 body if you give it a negative modifier? Never had this come up before, but just now I thought of it. Scott? Getting back to Cave-Drake, it's already more than likely to kill Hobbits, and with some modifiers it can do well for more powerful things like Wizards. And you can finally rain dragons down on "easy" trips like Rivendell to Lorien, or on any Ruins & Lairs trip as well. So now nowhere is safe from Dragon modifiers anymore. As for combos with this card, right now the only one I can think of is Dragon's Desolation (plus the usual Wilderness danger things like Snowstorm) but once Dragons comes out there should be lots more (probably should have waited until then to review this, but I needed every decent card I could get to review while I wait for Dragons to come out). Overall, Cave-drake is already the least restricted and one of the best of the Dragons, and will probably become a mighty force to reckon with when the Dragons expansion comes out.
Fair Travels in Dark-Domains 

Resource: Short-Event
Playable at the end of the organization phase if target company plays a new site card. If the site path has at least one Dark-domain [d], the hazard limit for the target company decreases by one (or by two if Gates of Morning is in play) to a minimum of two. Cannot be duplicated on the same company.



Well, not as good as its Lost In equivalent, but still certainly decent. It lets you make those ultra-dangerous Dark-domain areas a bit safer. And even more so with GoM (though if you're going into Dark-Domains chances are your opponent's either already got out or desparately trying to get out DoN). It can't be duplicated, unfortunately, but it can be good nonetheless. For example, take Mount Doom. That's already got a +2 to the hazard limit. With this, you can either halve or cancel that limit altogether. Either way it's a help. Plus think of all the things that extra 1 or 2 hazards might be. Maybe by playing this you'll avoid a Shelob, or a Witch-King, or a Smaug (well, Smaug's doubtful, since he doesn't key to DDs, but he's still a good example of a dangerous creature). Or maybe you'll stop that Will of Sauron your opponent was going to play. Either way, this card has some definite value in protecting your companies travelling in Dark-domains. But there is, as I mentioned before, one problem, that this card can't be duplicated on the same company. The main thing that does, though, is just prevent you from using these in series, which would otherwise be a valuable strategy (3 with GoM can bring the hazard limit for your pumped-up 6+ character company down to 2). So overall, Fair Travels in Dark-Domains is a nice short-event that can definitely help many companies get through Dark-domains much more easily.
True Fana 

Resource: Short-Event
Spell. Wizard only. Before resolving an attack against the Wizard's company, make a roll (or draw a #) and add the Wizard's prowess to the result. If the total is greater than the attack's prowess, all of the attack's strikes fail (if the attack has a body, make body checks to determine if the attack is defeated). Otherwise, the attack proceeds normally. Wizard makes a corruption check modified by -3.



This card yells, right out loud, "SACRIFICE OF FORM". It takes one of the abilities of that card, making all the strikes in an attack fail, but instead of forcing other things to happen (some of them actually good) as a result, it just pits the Wizard against it instead of everyone else and makes one thing (the corruption check) happen. A good time to use it is with those low-prowess, many-strike attacks, like Orcs, which can actually pose a danger to Hobbits but which a Wizard can easily handle. And you aren't even risking your Wizard on the attack, just the -3 corruption check afterwards (we'll get to that in a minute). Also I have a bit of an idea with this, an odd one needless to say but a great one in some circumstances. Use this against Neeker-Breekers. There's nothing I know that says you can't, and it lets you automatically stop them with a Wizard's 6 prowess. Remember, though Neeker-Breekers' attack checks the mind and doesn't work on Wizards, this happens before the attack to cancel it. So you can pit the Wizard against Neeker-Breekers' measly 7 prowess and automatically stop it. And the check uses prowess because NB's attack isn't happening, so this card's rules, the normal prowess-checking ones, work. In fact, this card's even good with the bigger attacks, since it's a risk-free (other than the corruption check)
 way to try to stop an attack on the Wizard's company. It's possible for it to work with a non-enhanced Wizard against any attack, though the chances grow slim with some creatures like Khamul. But now there is the one problem with this card: the corruption check, one at -3 at that. A few Fellowships can lower the risk, as can the new Dragons card (coming up in a few weeks) Emerald of the Mariner, but it's still pretty bad. So you may want to think twice about casually playing this card against anything, though if your Wizard's got almost no corruption points it's usually pretty safe. Still, losing the game isn't worth it for this card. So overall, True Fana is a card with a cool and powerful attack cancelling ability, but the corruption check makes it too dangerous for routine use.
Lure of Creation 

Hazard: Permanent-Event
Corruption. A revealed Wizard receives 2 corruption points and makes a corruption check at the end of any movement/hazard phase in a turn during which his company moved to a Haven [H]. Cannot be duplicated on a given Wizard. During his organization phase, a Wizard with this card may tap to attempt to remove it. Make a roll (or draw a #): if this result is greater than 6, discard this card.



This card is sort of like a Weariness of the Heart multiplied a few times to create a fierce corruption-checker. The obvious focus of this card on corrupting a Wizard and therefore trying to win the game automatically makes it have at least some use. And this one is fairly good at it, too. First of all, there's the two corruption points, a minor but often significant thing. Play this on someone like Saruman carrying dangerous stuff like Palantiri and you can do your opponent significant harm. Now all those other forced corruption checks look all the more deadly. But the much more significant feature of this card is the second one, forcing a corruption check every single turn the Wizard's company moves to a haven. That can often be a lot of turns, especially in starter movement but also significant in standard movement. So that means that, in starter movement, almost every other turn the Wizard has to make a corruption check with 2 corruption points added to whatever he has anyway. Quite a big thing. If it were fairly permanent, I would be hailing this as a great card. But unfortunately that's not the case. Every organization phase, in or not in a Haven, the Wizard gets to tap to try to remove this. They may have to tap, yes, so that is some effect, but since the probability is in his favor each turn to get it, it's more than likely that after two turns the Wizard will be rid of this, meaning you may get only one corruption check out of it. It may still be a bit better than Weariness, the 2 C.P. alone cause that, but not that much. So overall, Lure of Creation is a fairly good permanent-event, but its easy removability prevents it from being really great.
Despair of the Heary 

Hazard: Permanent-Event
Corruption. A non-Wizard, non-Hobbit character receives 2 corruption points. Target character makes a corruption check each time a character in his company becomes wounded. Cannot be duplicated on a given character. 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 4, discard this card.



Eh. I'd much prefer yesterday's, except that it's Wizard only, but even then it's a good bit better than this. This happens a bit more frequently but isn't overall as powerful as Lure of Creation. Different characters, first of all. Hobbits are protected, wouldn't matter much anyway considering their corruption bonuses, and so are Wizards, which does matter because you lose the game if a Wizard gets corrupted. Same 2 corruption points, though Wizards and Hobbits are (in my games anyway) the biggest carriers of items so this can very well be the only corruption that the character this is played on has. The corruption check conditions are fairly frequent, since characters are wounded in some games a good deal more often than going to havens, and often happen several times a turn as well. So it looks from the start like a good man corrupter. But there's one catch. There's an extremely good chance the tap removal will put it away, so it can very well last just one turn and scarcely cause any damage, though in places like Mordor it could also cause a huge lot of it. So overall, Despair of the Heart is a card with more frequent conditions than Lure of Creation, but it's so easy to remove that it's usually not much of a danger for very long.
Lure of the Senses 

Hazard: Permanent-Event
Lure of the Senses Hazard - Permanent-Event Corruption. A character receives 2 corruption points. Target character makes a corruption check at the end of his untap phase if he is at a Haven [H]. Cannot be duplicated on a given character. During his organization phase, a character with this card may tap to attempt to remove it. Make a roll (or draw a #): if this results is greater than 6, discard this card.



Pretty good. Has a fair number of nice features in better versions than other cards. First the playable characters - anyone. Any character can have this played on them. That includes Wizards, Hobbits, characters other than those, anyone. Same checking conditions as Lure of Creation - checks made at a haven, but unlike that card it works on anyone and not just Wizards. In fact, since all its features except playable characters are almost identical to Lure of Creation, you can pretty much consider this a better version of that, with the only other difference being this happens at the end of the Untap phase AT a haven while Lure of Creation does it on Movement/Hazard phase when moving to a haven. That's a bit of an advantage on LoC's part, actually, in the case of wizards with Shadowfax, since it checks on any and not just end-of-turn movement to a haven (so the Shadowfax people who go to a haven and then move again have a check while in this they wouldn't). Finally, there's the last attribute, once again shared with LoC: its dice roll for cancelling is >6, good compared to some like Despair of the Heart. One really cool combo: play this AND Lure of Creation on a Wizard for FOUR corruption points, TWO checks at every haven, and at least two turns to get rid of them both and possibly as many as four (plus you have to tap your Wizard and not use him for anything else). So overall Lure of the Senses is one of the best Corruption cards for general use.
Greed 

Hazard: Short-Event
Playable on a site. Until the end of the turn, each non-Hobbit, non-Wizard character at the site must make a corruption check each time an item is played at the site. The character playing an item need not make a corruption check. When a character makes one of these corruption checks, it is modified by the subtracting the corruption points that the item would normally give the character if he controlled the item. Cannot be duplicated on a given site.



May not be an actual corruption card, but has most of the same effects and the advantage of not being subject to the usual Corruption. removers. Basically, this is an item-triggered multi-player Short-Event corruption card. Long word for a simple meaning. You play this card mostly to prevent your opponent from playing any expensive items for a turn at a site, though they can later continue it without penalty. A delay card. Of course, they can also "run the gauntlet" and risk having a character or two corrupted out of the game. What about that gauntlet? It forces everyone except the item player to make a corruption check, modified by -x (x being the corruption points of the item). So it's like giving every character that item. Just think of this with a One Ring race and you'll see how destructive this can be. Now in a 6-character company with a One Ring this could be very evil. Assume one Wizard and a Hobbit carrying The One (so he's out anyway and doesn't need the card's bearer-doesn't-need-to-make-the-corruption-check). That's 4 characters each making negative SIX corruption checks (plus any other modifiers). Since it isn't technically a corruption card you can play an extra like Lure of the Senses on the same turn for 2 more corruption points and give yourself a better than 50% chance for corrupting each of the characters in question out of the game. With a Wizard this could be truly evil, but they're protected. But there's one problem with this - it needs an item to be played AFTER it's out to trigger it. So the only way to use this is play it and then have your opponent need to bring out an item AFTERWARDS. That makes this card's main purpose deterring your opponent from bringing out items. Except if you put it on guard (though I won't go into that much now). So overall, Greed is an okay but not exceptional card useful mostly as a deterrant and not a genuine threat.
The Burden of Time 

Hazard: Permanent-Event
Corruption. Playable on an Elf not in a Haven [H]. Target Elf receives 2 corruption points and must make a corruption check during each of his untap phases if he is not in a Haven. Cannot be duplicated on a given Elf. During his organization phase, an Elf 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.



Call of the Sea and Lure of the Senses compacted into one card. Actually, sort of like an inverse Lure of the Senses, though I'll get to that in a minute. First the basics. Corruption, adds 2 C.P., playable on an Elf. There aren't many Elves, but those that there are are often extremely good (witness the Elven-Kings, for example) and sometimes have -3 M.P. if killed. Never mind this is one of the few ways to take out the great Glorfindel II. The corruption check condition is an unusual one. It happens when the character is NOT at a Haven. Pretty obvious combo here. Play one of these and a Lure of the Senses, playing the one he's at in the first turn first and the other one after it. This creates the extremely cool effect of making the character make a corruption check EVERY turn. If they're not at a Haven this makes them make the check, if they are LoS makes them. Either way they make a corruption check, one with at least FOUR points and possibly more on it. Plus, in addition to that this card's harder to remove than any other corrupter. It needs a roll >7, making this the only card with probability LESS than 50% of getting rid of it on each roll. Plus, you have to tap the Elf to make the attempt. So overall, The Burden of Time is a great corruption card to use on Elves, slightly better than Lure of the Senses for them IMHO, but lowered in value because it's useless against anyone else.
The Precious 

Hazard: Short-Event
A character in the same company as The One Ring (not the bearer himself) must make a corruption check modified by -2. If he fails, discard The One Ring along with the target character.



This can be quite useful against some companies. It forces -2 corruption checks in possibly large numbers, in an already fairly corrupted company, and possibly even discards The One Ring. First off, there's already the 1 corruption point for every character in the bearer's company, i.e. everyone checked by this. That totals up with the -2 to a probability of 3 in 36 or 1 in 12 of the check succeeding already. Especially, of course, if they have another item with them, like many do. Such as Torque of Hues for defense against Nazgul, a Palantir (and Saruman) used to draw the One Ring, or Scroll of Isildur for the draw. Assuming 3 corruption points from this, those odds rise to 10 in 36 or 5 in 18, almost 1 in 3. So with 3 characters like that you've got a very good chance of destroying the Ring and corrupting a character out of the game. Whatever item is used, any character with an item in a One Ring company is subject to a great deal of danger, which becomes a significant amount worse with this card. Use this in a careful combo with a few corruption cards too and find an easy way to destroy The One and possibly even corrupt a Wizard (though the chances of that aren't too amazing, it is possible nonetheless). So overall The Precious is a nice card for destroying your opponent's One Ring and corrupting a few characters while you're at it.
Lure of Nature 

Hazard: Permanent-Event
Corruption. Does not affect Hobbits and Dwarves. A character receives 2 corruption points. Target character makes one corruption check at the end of each movement/hazard phase for each Wilderness [w] in the site path that his company moved through that turn. Cannot be duplicated on a given character. 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 4, discard this card.



First thing that comes to mind: Radagast. This card utterly destroys Radagast. The worst card to the best Wizard (IMHO, of course). It does lots of other things too, but its most evil ability is its pure destruction of Radagast-based strategies. But first let's deal with the basics. 2 corruption points, like all corruption cards, doesn't work on Hobbits and Dwarves (but it DOES work on Wizards). Hobbits don't have to worry much about corruption anyway, and Dwarves aren't the first pick for characters you really want to save (except with really good ones like Thorin II). The corruption check causer, however, is probably the most powerful of any in the whole game. Wilderness is the most common region type, scarcely a move goes by that a company won't go through one, and also is the key to one Wizard's strategy: Radagast. Radagast's sole ability other than his +1 to corruption checks is that he draws an extra card for every Wilderness he passes through. And of course this card forces a corruption check for every Wilderness he goes through too. So no more 8-wilderness Shadowfax-assisted turns, now if he does that there's a very good chance you'll lose the game. So unless your opponent needs to win the game so desparately that he's willing to risk this killing off Radagast. Of course, this card is easy to remove, you only need a roll >4 (and that's very likely) to discard it, but you still have to tap, at least. That's a good idea if InQuest ever repeats its multi-CCG battle (name escapes me at the moment): tap a Wizard and bring in something like a Royal Assassin from Magic (kills any tapped creature, unbelievably deadly in METW with an Adunaphel combo against Wizards) and then win the game easily. So overall, Lure of Nature is the best corruption card for number of checks caused, but its ease of discarding removes some of that value.
Reforging 

Resource: Permanent-Event
Marshalling Points: 1

Sage only during the site phase at an untapped site where "Information" is playable. Tap the sage and the site. Sage may not untap until Reforging is stored at a Haven [H]. During your organization phase, you may tap a sage at a Haven and discard a stored Reforging to retrieve any minor or major weapon, armor, or shield from your discard pile. The item must be placed under the control of a character in the sage's company.



This card comes from the group I call "mission" cards because they do just that: give you a mission and only reward you when it's accomplished. In this case, you have to store it at a haven. When you do, you get to untap the sage who had to tap to begin the "mission" and you can then use this card for its main purpose of retrieving items from your discard pile. Now that's okay but not that great. You have to tap an Information site to even play it, which I say is better used for a more worthy card like Ringlore, and then you have to take and store this at a haven, all the while leaving your Sage tapped and unable to do anything but move and defend at -1. And then you have to store it, with the associated corruption check. And once you do, all that you get from it is 1 lousy marshalling point (it can be useful, yes, but not that much) and the ability to retrieve one minor or major weapon, armor, or shield and put it under the control of a character. Big deal. You can do almost the same thing as many times as you like and with any type of item from several different Dwarven Rings, and using Ringlore to bring them out they're not much harder to get than this. Weapons are sometimes a little useful with ones like Orcrist and Glamdring, but the good ones are greater items, not minor or major. There's one final use of this card: Anduril, which may be the best of all since that actually does get your something nice: Narsil and Anduril together are an extremely powerful item. But still overall Reforging is at best a mediocre card with little use except in very specific cases.
Hobbits 

Resource: Faction
Marshalling Points: 1

Unique. Playable at Bag End if the influence check is greater than 8. Standard Modifications: Hobbits (+4).



I may have reviewed other bad cards before, but IMHO this card for its ability is THE WORST CARD IN THE ENTIRE GAME. You get 1 lousy marshalling point, the check requires total greater than EIGHT, almost the highest in the game, and you have to tap Bag End, the one site currently (I think Framburg in Dragons has this same setup) in which there are characters only playable there, and the only modifications are for the influence-pathetic HOBBITS. Boy that's bad. Sure, it may be a cool idea, and it may perfectly fit the actual usefulness of a group of Hobbits (as an average for their race, sure some have lots of ability but most would rather stay in their nice safe holes), but what possible reason could they have to make this card? Let's just look at how bad this is. There's a less than 50% chance of getting this out for most non-Hobbits (except the ones with more than 1 point of direct influence). With Hobbits, sure it's possible, but by playing this you are "closing the gate" to any further Hobbits unless you've got a Durin's Ring. And what do you get for this? 1 lousy marshalling point. You get FOUR TIMES THAT MUCH for Iron Hill Dwarves and they take the same amount of influence and don't need that site to get them out (there's only two of them anyway, compared to the five Hobbits). You get twice that much for some of the other little factions like Men of Northern Rhovanion (with only 6 needed to influence AND a bonus for those fairly common Man characters) and even better with Men of Dorwinion (THREE marshaling points for 6 influence). Even the mighty Southrons with FIVE marshalling points only need an 8 to influence. Which would you rather control: the Southrons, with five marshalling points, or the Hobbits with only one? There is one possible use for this however. Use it as a bluff for your opponent. Anyone who is willing to waste the time and sites to play this card must be pretty darned powerful. Or as a tapper for Bag End. So overall, Hobbits is an almost humorously bad card, easily the worst faction in the game and quite likely the worst card.
Mirror of Galadriel 

Resource: Short-Event
Only playable at Lorien. You may look at your opponent's hand and choose to look at either the top five cards of his play deck or your play deck. Shuffle those 5 cards and return them to the top of their play deck. 



A sort of Palantir-like peek-ahead into your play deck or your opponent's. This definitely has some use, though not that much really. First the limitation: it's playable only at Lorien. So what, you go there probably enough anyway so it shouldn't delay you more than a turn or two. The least useful ability of its three is spying on your own deck. You're probably going to get those cards in a turn or two anyway, what difference does it make, you can't do anything about it. The only use for this is timing for card-drawers like some of the Palantiri, but those let you see them too so why bother with this card? And the shuffling doesn't matter because once again you're getting them in a turn or two anyway. So a better ability is the second, looking at your opponent's draw deck. This can be put to better use because it allows you to see what your opponent has coming up and plan accordingly. But better still then that is the ability to look at your opponent's hand. Yes once again Palantiri can do it reusably, but this card is much easier to get out. Now you know what your opponent has right now, and therefore you can plan around what to do in response to it. This to me seems better, both for current knowledge and for getting to see two extra cards. For details on that see issue 92 with Palantir of Amon Sul. So overall Mirror of Galadriel is a fairly decent alternative to some Palantiri.
Red Arrow 

Resource: Major Item
Marshalling Points: 2
Corruption Points: 2

Unique. Bearer may automatically influence the Riders of Rohan. +5 to the bearer's direct influence against any character with Edoras as a home site. 



Hmm. Good for Edoras, but useless for everything else. That's not that great overall when you consider the fairly small number of characters from Edoras. But let's look at the details. First one: Unique, so you can only have one of these in your deck (not that you'd necessarily want more anyway unless you have a LOT of Edoras folks). Automatic influence to Riders of Rohan, a 3-pt faction with normally a whopping 9 required for the influence check. Worth something to you if you're in the neighborhood and have the Riders in hand. But unless you have that or put them in the Sideboard, that ability is useless. The other ability is slightly better. Edoras' characters are: Eomer, Eowyn, Erkenbrand, Gamling the Old, Hama, and Theoden. A few good ones in there definitely, like Eowyn and maybe if ICE eventually corrects the horrific underpowering of him Eomer as well. And 5 extra direct influence can certainly help to control them, with 1 and maybe 2 extra characters under your control from Edoras. So this card is overall one with a decent ability for the Edoras folks but that's really only useful for people with lots of characters there.
Wizard's Fire 

Resource: Short-Event
Spell. Wizard only. +5 prowess for the Wizard against one attack. Wizard makes a corruption check modified by -4. 



Okay, it's almost as bad a corruption check as Narya but in some circumstances it can be a worthwhile risk. There are three times this is worth that risk. The first is when there is no risk. That means that the Wizard has to have no items at all (though he won't need any if he can play this often) and also have a total of +3 to corruption checks, which the main ways to get are Emerald of the Mariner (a new and potentially earth-shattering Dragons card), Fellowships, and built-in modifiers. With either Gandalf/Radagast and just two more points or with anyone else with three (the Emerald and two Fellowships work well here) as a modifier you can make this automatic. Though the only real time to use this strategy anyway is with Saruman. Saruman, after all, can recycle spells, giving him at least one of these every single turn. Quite a good deal. You can make him an 11-prowess Super Wizard, with fairly high chances even against the devastating Khamul or Shelob. There are, of course, two other times to use this. One of them is fairly weak: when you have only 1 turn left to get marshalling points before a deck runs out and you frantically NEED the points from one of the big boys like Khamul or the Witch-King then it's worth it for a good chance of beating them. Though that's fairly weak since your opponent probably won't be stupid enough to play those on you. The other use is when your Wizard's being attacked by an Attacker-Chooses-Defenders creature and probably has some negative modifier to his body. In that case, you may need to take the risk in order to avoid a greater risk of having your Wizard killed. Think carefully about this option, though, since often a corruption check can be more risky than the attack, especially with body points protecting him anyway. Overall, Wizard's Fire is a card mostly useful as a "safety blanket" for protecting your Wizard from harm.
Bag End 

Site: Free-Hold
Region: The Shire
Site path: Wi, Wi
Nearest Haven: Rivendell
Cards Drawn: Opponent 2; You 2



The place where it all started, both The Hobbit and the Lord of the Rings started in this cozy little site. And it's appropriately useful as a site. This is the only site in the entire game at the moment (though that may soon change) which can be the only place for a character to enter it. Hobbits, when not played as starting characters, can only be played here, not at havens like most characters are. So this site immediately becomes very valuable as a place for bringing in characters. That brings up yet another problem with the Hobbits faction: bringing it into play at Bag End, its site, taps Bag End so you can't play characters there anymore. This of course could be EXTREMELY bad if you want to bring out a Hobbit, since now there's no easy way (though I believe there still are other ways, you can't use the normal method). Bag End, since it is the home to the Hobbits, is therefore a great site for companies to visit that either have to go through some bad corruption territory or are carrying The One Ring. Now you can go there and get your very own Hobbit to march around and send to steal things and load up with huge numbers of corruption points (if you happen to be that kind of Hobbit treater, I personally respect the little guys a bit more but it's a matter of personal preference on this). The rest of the site attributes are fairly haven-ish, 2/2 for draws, free-hold in free-domain, pretty close to Rivendell, site path not that bad but it is a double Wilderness and that means Dragons. Still, overall Bag End is a nice site for Hobbits, naturally, and therefore certainly a nice place to send a company.
Passion of Wrath 

Hazard: Short-Event

A strike from a Dragon attack is modified by +2 prowess and -1 body. Alternatively, a strike from an attack by a manifestation of Smaug is modified by +4 prowess and -2 body.



Not only is this an enhancer to the prime subjects of this expansion set, it's also just a cool card in general. Especially for its effects on Smaug, but even for regular Dragons it's pretty darn good. First, there's the basic modifier. It gives all dragons +2 prowess and -1 body. Good deal IMHO, considering prowess is generally worth more than body anyway. Now Daelomin becomes a fairly competitive 15/7 with THREE strikes AND attacker chooses defending characters. The other Dragons benefit too, though we only know about four of the nine Dragons (or five of ten if you count Cave-Drake, it is technically a Dragon) so far because no one's seen the other five except ICE and the playtesters. Never mind the benefits on Smaug, making him the most powerful creature in the game. Now old Smaug becomes an ultra-charged 22/6, the 6 may be bad but the 22's so good it doesn't matter. What a card that is. Automatic defeats to every non-enhanced character and even many enhanced ones, Hobbits are dead in the water with him even non-enhanced but with this it just becomes wasteful to bother with it since you can choose the defenders. Still, Smaug now becomes both the creature with the highest prowess AND (with Dragon's Desolation in play) the most easily playable "juggernaut" playable at any 2-wilderness site, even Bag End. And you thought it was safe to hang out near Rivendell or Lorien.... Ha ha ha. Anyway, overall Passion of Wrath is a card that is sure to be quite powerful in the Dragons expansion.
Framburg 

Site: Ruins & Lairs
Region: Anduin Vales
Site path: Wi, Bl
Nearest Haven: Lorien
Playable: Items (minor)

When a company enters this site, opponent may play one creature from his hand that is treated in all ways as the site's automatic attack (if defeated creature is discarded). It must normally be playable keyed to Ruins&Lairs, Shadow-Holds, Shadow-lands, or Wilderness. Contains a Hoard.



This may be the strangest site we've ever reviewed. It's also got a feature (contains a Hoard) that, while I don't definitely know what it is, I can guess it's pretty good (Emerald of the Mariner, the best Dragons card I've seen yet, is a Hoard Item). But let's just look at all the features. It's a site, a Ruins & Lairs with a Wilderness in its site path (meaning if DoN is in play you can put DRAGONS here with Dragon's Desolation). Fairly easy to reach region, Anduin Vales, though I don't find myself going there very often for other reasons. From the start the items look weak, just minor items, but then there's also the fact this site contains a Hoard, which as I just said is probably pretty good. I may re-review this site (and the Emerald if I don't have my cards in time for it) after I know what a Hoard is, but for now I'll just do without that part. Then there's the unusual part about this site, the special feature. Its automatic attack is the opponent's choice, I.E. he can play any Shadow or R&L/Wilderness keyable card to this site as an automatic-attack. Cool idea. The only thing better would be one of these that supported Dark areas, so then you could have a Nazgul automatic attack or something that deadly and then play those boatloads of auto-attack enhancers not intended for creatures that powerful. This card lets you do that anyway with fairly dangerous creatures, actually, like for example Tom (Tuma). 13 prowess already, now take Arouse Denziens and Choking Shadows to give him a mighty 18 prowess instead. Plus it doesn't even count against the hazard limit since it's an auto-attack, AND there aren't any marshalling points from it once again because it's an auto-attack. But since we're rating this from the safety point of view, that's a negative attribute, making you susceptible to possibly worse attacks than you would otherwise have. So overall Framburg is a pretty nice site, mostly because of the Hoard (and therefore the Emerald), though it does have the negative attribute of potentially strong auto-attacks.
Fram Framson 

Character: Warrior/Ranger Man
Mind: 2
Direct Influence: 0
Marshalling Points: 2
Prowess/Body: 6/8

+3 prowess against Dragon and Drake attacks. May not be a starting character and may only be brought into play at his home site.



First FRAMburg, now FRAM FRAMson. Does ICE have some kind of thing about the word Fram? There's probably a Framlings or a Fram People faction too, just to complete the cycle. Anyway, looking at the card itself Fram's pretty good. He's (is it a he, I haven't seen the art?) a Man, Warrior/Ranger, both fairly common abilities (well, Ranger isn't that common, but Warrior is) and a fairly common classification though it does have some enhancers. 5 mind, 0 direct influence so a -5 by my scale, almost as expensive as the really strong characters like Elrond. But he's pretty strong, too. 6/8 is one of the highest sets of stats in the game, 2 below the tops for both prowess and body, and then added to that is his "dragon-slaying" ability. Against Dragons, which will no doubt be much more common foes in Dragons then they are now, Fram is an unbeatable 9 prowess character, even better than Glorfindel. And since he's cheaper than Glorfindel, he's a better choice for companies traveling in the "Dragon Gulch" region (Grey Mountain Narrows, Iron Hills, Northern Rhovanion, and Whithered Heath) than him. So he has a special ability that's already somewhat useful and will be much more so in a few days when Dragons comes out. There is also one disadvantage to Fram, an even worse version of the one suffered by the Hobbits. He can only be brought into play at his home site, Framburg (which can sometimes be dangerous as I said yesterday) and he CANNOT be a starting character, the one means of avoiding this with Hobbits. So therefore you HAVE to go to Framburg to get him. Still, overall Fram Framson is a pretty nice character for killing Dragons, which is something that will be in high demand in just a few days from this issue's posting.
Itanghast Ahunt 

Hazard: Long-Event
Marshalling Points: 6

Unique. Any company moving in Withered Heath, Northern Rhovanion, Iron Hills, and/or Grey Mountain Narrows immediately faces one dragon attack (considered a hazard creature attack) of 4 strikes at 16/7. If Doors of Night is in play, also affects Southern Rhovanion, Dorwinion, Heart of Mirkwood, and Woodland Realm.



From this card (and comparisons between Daelomin and his Ahunt variant) we can guess that there's probably also Itanghast himself with several non-defender-choosing 16/7 strikes (not necessarily 4 because Daelomin hasn't got four and his Ahunt gets four). But let's look at this card itself. Nice one. Another card that causes its worst harm in "Dragon Gulch" as I call it. And it extends much further if DoN is out (yet another reason to love DoN). The effects are very simple, but powerful. Any company moving in Dragon Gulch, or the other four sites listed if DoN is out, gets attacked with 4 strikes at 16/7. One thing I'm not clear about: does this count against the hazard limit once, when it's first played, or does it count every time it attacks a company? Scott, any rulings on cards that aren't quite out yet? Either way, this can do a good deal of damage, as an automatic-attack for regions instead of sites. Plus, there's the additional feature of it being a Hazard Long-Event. We all know what that means: Will of Sauron. Play the Will and then this for an instant (and semi-permanent) party-killer if you're caught without any more Dragon creatures. Plus of course there are the enhancers for this. We've already seen Passion of Wrath, and Dragon's Desolation, while it can't expand the playablility because it specifically says that's creature-only, it DOES give this another +2 prowess. So you can make this effectively as powerful as Smaug (though then why not just use Smaug Ahunt?) The one main disadvantage of this card is the 6 marshalling points, which can give you reason to be careful though you have a pretty good chance of succeeding with at least one of FOUR 16/7 strikes. So overall Itanghast Ahunt is a nice card, our first (but certainly not last) Ahunt Dragon and for that matter any Dragons dragon, and worthy of inclusion in many decks.
Smaug at Home 

Hazard: Permanent-Event
Marshalling Points: 5

Unique. Unless Smaug Ahunt is in play, The Lonely Mountain has an additional auto-attack: Dragon - 2 strikes at 18/8. In addition, each moving company draws one less card to a minimum of one at the start of its movement/hazard phase.



Cool, but a bit limited. It's permanent, and not only that it's not even cancellable except by cards that specifically cancel permanent hazards. It has two effects, one powerful but limited, and one almost as powerful but much less limited. First the Dragon-like one. It basically gives The Lonely Mountain, an already ultra-dangerous place, another Dragon attack, basically the equivalent of having Smaug there. Sure, it's extremely powerful, one of the best auto-attacks in the game and even better with enhancers, but it's also quite limited for its use. You can only use it, after all, for Smaug's already dangerous home at The Lonely Mountain, and nowhere else. Yes it can spell doom for parties there, but for those ones why not just use Smaug himself who has the same effects and can be used for other places as well? Well, there are two reasons. The first is that Smaug, like this, is unique, so if you REALLY want to cause damage there this helps a lot. The other one is the other ability of this card: lowering site draws. This card reduces the draws for movement-hazard movement by one, which can often really hurt a company that's trying desperately to get some critical card like a Wizard or The One Ring. But, it also hurts you, the downside to all this. There is, however, a way to prevent that harm: Radagast. Radagast increases draws by so much that often a single card drawn won't make that much difference, you cycle the entire deck in a few turns anyway. So if you have Radagast out as your Wizard this card's a great idea, causing your opponent a TON of harm while only doing you a little harm. But otherwise you have to be careful about not hurting yourself when you play this (and it doesn't hurt to keep a few perm-event cancellers around either). So overall Smaug at Home is a hazard with one fairly limited ability but another ability that's quite good and broad-range.
Middle Earth: Dragons 



First some basics. The cards are distributed with 4 uncommons, a rare and 10 commons. Face up, first four cards are uncommon, then the rules insert, then the rare (it's upside down, you can't miss it), then the 10 commons. There are a total of 23 dragons in this set, and a whole lot of Drakes (I just got the box, so I haven't gotten around to counting those yet). The list of Dragons now includes regular, At Home, and Ahunt variations of these nine Dragons: Agburanar (homesite: Caves of Ulund in Whithered Heath) Bairanax (homesite: Ovir Hollow in Grey Mountain Narrows) Daelomin (homesite: Dancing Spire in Whithered Heath) Earcaraxe (homesite: Isle of the Ulond on Andrast Coast) Itanghast (homesite: Gold Hill in Whithered Heath) Leucaruth (homesite: Irerock in Whithered Heath) Scatha (homesite: Gondmaeglom in Grey Mountain Narrows) Scorba (homesite: Zarak Dum in Angmar) Smaug (homesite: The Lonely Mountain in Northern Rhovanion) All of these are pretty good, but three in particular are THE best: Earcaraxe (high prowess and also it's a SEA-SERPENT), Itanghast (highest prowess, 18, and VERY cool art), and Smaug (already know him). Smaug, Scorba, Itanghast, and Earcaraxe in their ahunt versions together cover almost half of the map, 25 regions, including both Rivendell and Edhellond as well as fairly easy access to Lorien and Grey Havens. With the other Dragons this total becomes even more, more than half of the map. So Dragons change from a possible threat to an almost definite one. That's why they call it Dragons, after all. The art in this set is fantastic, I don't think there's one bad piece in the entire set, and several of the better artists seem to each have gotten their own Dragon to do art for (among them Liz Danforth who did Itanghast and I think Scatha). Hoard items are numerous and there are several good ones among them. Sea Voyaging I don't know who mentioned but there aren't any cards I can see with that or anything about it in the info. booklet that comes with every pack. There are of course numerous Dragon enhancers too. A bunch of cards that will change a LOT about this game, introducing many new factors and concepts. Of course almost the whole set is resources and hazards, only about four or five characters and about ten sites. Some cards you almost HAVE to get: Itanghast, Earcaraxe (I still don't have him, just the stats, anyone want to trade?), Wizard's Staff, Shadow of Mordor, Echo of All Joy, Emerald of the Mariner. Lots more, but those are some particular highlights IMHO. Anyway, overall Middle Earth: Dragons is an extremely cool expansion, with lots of neat cards and great artwork.
Emerald of the Mariner 

Resource: Greater Item
Marshalling Points: 3

Unique. Hoard Item. Bearer receives +1 to all of his corruption checks. Controlling player may keep one more card than normal in his hand. This item gives zero corruption points.



Simply put, wow. This card is probably the third greatest item in the entire game, only behind The One Ring and Dwarven Ring of Durin's Tribe. Maybe a few other items equal it, but it's certainly near the top. Let's look the details. First thing, it's a Greater Item, which is admittedly often a bit difficult to find sites for, and also to add to that it's a Hoard Item. So I believe there are only 6 sites to play this at: Caves of Ulund, Dancing Spire, Gold Hill, Irerock, Gondmaeglom, and The Lonely Mountain. Each of which, of course, is the home of a Dragon. So it's pretty difficult and dangerous to get this out. This actually introduces a new strategic idea of mine: Dwarven Rings for Hoard items. With Dwarven rings you can get out any type of item except for Gold rings, and I don't know of any rules that stop this, so I think it should be possible to get out all the Hoard items like this just by using Dwarven rings. If that's so, then it becomes a good deal easier to get this out, as well as completely demolishing ICE's idea of luring people up to dragons with Hoard items. But getting back to the Emerald, the features of this card are well worth the possible risks in getting it. The first of these is a simple +1 to corruption checks. Think about this. It's like having a permanent, character-centered Fellowship (which even with just that ability is a good card) around, without having to keep the company together to maintain it. So it overcomes the one weakness of Fellowship, with the only problem being that it's Unique so you can't have three like you can with Fellowships. Not only that, but also it doesn't give any corruption itself, so it's the only item in existence that's GOOD for a character's corruption levels. And therefore it's the perfect thing for someone like Saruman who often has to travel a lot but handles lots of items and needs this sort of bonus. Also, there's the other feature of this card, possibly even better. It allows you go keep an extra card in your hand, something previously reserved only for Pallando players and for Elven-kings. Now Pallando becomes even less useful than he already is, since this item has the better of his abilities AND another ability better than his second. It's like carrying around a whole extra Pallando with you. Or for that matter having the special abilities of Cirdan, Elrond, or Galadriel instead. And it also gives you their marshalling points, 3 of them, without a negative modifier on death. So there are ABSOLUTELY NO REASONS not to play this card, other than the difficulty of getting it out, since every single modifier on it is a good one and it doesn't even have corruption points. Therefore, overall Emerald of the Mariner is an insanely and fantastically good card, which no good deck should be without.
Well, though I didn't mention it much today is the start of Strategy Week, an entire week devoted to discussions of strategic ideas in METW and now METD. This week will be divided into seven different sections by subject: Deck building - Resources/Characters, Deck building - Hazards, Starting setups and the first few turns, Strategic hand management, Playing hazards, Marshalling point strategies, and finally Ring decks. I may have another week later devoted to more specific strategies or areas of play, but for this week it's just a general set of reviews. A note to advanced players: these aren't targeted at an advanced level, more towards beginners to intermediate players. Today let's start the week with:

Strategy Week Day 1: Deck Building: Resources and Characters 



Making a good deck involves balancing of three different parts: The resource deck (which includes characters), the hazard deck, and the site deck. Since designing a site deck is, for the most part, just a matter of putting every site you've got into a pile, I won't waste a review on that, but instead will spend two reviews on deck building: one on the resource/character deck, the other on the hazard deck. Today we'll cover the first of those, the resource/character deck.
The first step to designing a resource/character deck is deciding what your general strategy should be. The sideboard you can make later if you want, with a few cards for other strategies, but in your main deck you should try to build it around how you want to win the game. There are two main ways to do this: the third way, killing your opponent's wizard, is more of a hazard deck strategy, and also is a good deal harder in general and less reliable than the other two methods. So the two ways are by getting marshalling points or destroying The One Ring. Each has its merits, though my personal pick is to build a deck around The One Ring and if you have failures with that put some factions in your sideboard so you can recover (it becomes a LOT easier to access your sideboard in Dragons with the new sideboard rules, so sideboards become an even better place to store factions). But it's your own choice.

Once you've decided on your strategy, the next step is to put the essential cards for it in your deck. For One Ring decks the basic requirements are The One Ring, three precious gold rings, three Wizard's Tests, possibly a few more tests and Fair Gold Rings, and finally a few Cracks of Dooms and/or Gollum's Fates (and Gollum of course in the latter option). As for faction decks I'd probably put about five to ten factions MINIMUM in my deck and another five to ten in my sideboard. The main thing to remember in this is to make sure you'll have enough marshalling points from them. It's also smart to include a few permanent-events, items, and/or allies for some other types of marshalling points, especially if you're playing with standard rules. Also be sure to back up your factions with some essential cards like Muster, to make sure you can get them out easily enough. Once you've put in the essentials for your win strategy, also include some general essentials like Torque of Hues, Twilight, and maybe some other cancelers depending on your hazard deck and what you know of your opponent's strategies. Leave some spaces for the items and a few other things you'll be deciding on after you put in characters.

Then it's time to put in characters. For starters decide on a Wizard or two. I could write an entire issue on this, and in fact I did, it's issue 50. You can look at that to help you decide in which Wizard (or two if you prefer) to include. Once you've done that, you can decide on the rest of your characters. First include a Hobbit or two, because they're always useful, and put another one or two in your starting arrangement (issue 165 will deal with those). Frodo and Bilbo are the best picks, if you don't have those Sam's the next best choice. Be sure to include at least two of them, with either Frodo or Bilbo as one, in a One Ring deck. Next I'd put in at least one Dwarf, maybe two, because the items associated with them are always useful and they're good fighters too. Thrain II or Thorin II are the best choices for those. After that the rest of the deck depends on your strategy. If you can afford it and you think you'll have the influence points include one of the Elven kings, Elrond if you can afford him and if not him Cirdan or Galadriel. After that you can finish it off with a few men or Dunedain to be the warriors of your group, Aragorn II's always good here and so are Beorn and Fram Framson. If you don't include an Elven king, or even if you do and have a LOT of influence enhancers, you can (and probably should) include Glorfindel II as a warrior. Your total number should be AT LEAST 6 and more depending on how big the rest of your deck is (bigger deck means more, naturally).

Finally, put in some items and other cards which support your character picks. If you've got a good Dwarf and a deck that can handle rings Dwarven Ring of Durin's Tribe is almost essential, as are a few other Dwarf items. For Aragorn make sure to include Return of the King, for Hobbits a couple of their enhancers, all dependent on how many of each type you have and what you want to do with them. Then just shuffle them together and get started on your hazard deck, which I'll cover in the next issue. 

Strategy Week Day 2: Deck Building: Hazards 



Making a good deck involves balancing of three different parts: The resource deck (which includes characters), the hazard deck, and the site deck. Since designing a site deck is, for the most part, just a matter of putting every site you've got into a pile, I won't waste a review on that, but instead will spend two reviews on deck building: one on the resource/character deck, the other on the hazard deck. Today we'll cover the second of these, the hazard deck.
You have a little more "creative freedom" when designing a hazard deck than when designing a resource/character one, because there aren't as many requirements in it, it's more just finding new ways of torturing your opponent. Of course, you can with careful planning help yourself as well, which I'll get into in a little bit, but the main thing to do is hurt your opponent. As for deck sizes I'd usually let the resource half dictate that and simply match up the hazards with it, rather than the other way around, since the resource half requires stricter planning. But let's get on to designing decks.

The first step is creatures. This is probably the easiest part, and the most fun, but also one of the most important. You need to try to get a wide variety of creatures, and still make sure they're all pretty good. Start out with some basic creatures to make sure you can fling something around every turn or so, maybe about 5 to 10 of these. Try to have a few creatures for each type of terrain, maybe not quite as many in the safer areas because there aren't as many good ones but any good ones for those places you have put in. Only use the double and triple wilderness guys like the Drakes when you've got enough variety everywhere else. Variety isn't necessarily a great strategy for an entire hazard creature set, but for a few staples like this it's a necessity. Next try to do some more specific creatures. A few Dragons or Drakes, for example, to try to enliven things a bit. For Dragons if you have a choice of them I'd probably reccomend Smaug, Scorba, Earcaraxe, Itanghast, and Daelomin, in that order, as good Dragons to include, mostly due to their fairly wide combined range. But don't necessarily put them all in. Also maybe a few Nazgul can help with some backup in darker areas if you have any and some enhancers for them. Finally round off with a few miscellaneous, fun creatures, like Morgul-Rats (a REALLY cool card) and Neeker-Breekers. Once again, make sure you have something for everywhere. My reccomendation would be make about a third to half of your hazard deck creatures, varying from how many good creatures you have and how many enhancers/other good hazards you've got.

Next you want to take up another good chunk of your hazard deck, not that many cards but certainly a few, on creature enhancers. Pick these carefully, too many of them can leave you with some unnecessary waste, and focus partly on making sure your really powerful creatures (like Dragons and Nazgul) are playable fairly widely, so you can be sure of using them. But also be sure to include a couple for your other creatures, the lesser ones with broader enhancers. You can still have powerful enhancers for those too, however. If you've got a specific strategy in mind, maybe a Nazgul-heavy deck, you can concentrate more on that strategy and increase the numbers of cards used on creature enhancers if that fits with your strategy. I won't get into much detail on specific strategies, you'll have to work those out yourselves or wait until a later issue.

Finally it's time for the non-creature hazards. First the essentials. Will of Sauron, Doors of Night, Muster Disperses (or something with a similar effect), all of those are almost absolute essentials in hazard decks. And of course a few cards that use them, a couple of long-events like Snowstorm that benefit from them. Better yet, Ahunt Dragons, which can also be used as substitutes for Dragons in the creature part of your deck. These are also cool because with DoN they can be very wide-range in their destruction, covering over half the map with their automatic attacks. Also keep a Twilight or two to make sure you can cancel these at any time. Then add in some other dangers. Balrog of Moria type things, more long-events, short-events, you name it. Corruption cards are sometimes nice, so are various discarders, delayers, and pure inconveniencers. Also some cool special ability ones like Wind of Wrath (especially when combined with Earcaraxe). This is a very flexible part, pretty much up to the player. You can also use this space to help with a specific strategy too, maybe some cards to provide backup to your main assaults. Or like Nazgul are Abroad to provide enhancers and backup.

Finally, check over it a bit again, make sure everything somewhat fits. You may want to try playing this against a basic resource/character deck with a solitaire-like strategy to see how much damage it causes. There's always room to fine-tune it a bit if you happen to think you don't use something much or something doesn't quite work like you planned it. Experiment with this, and eventually you'll have a hazard deck that can truly make opponents scream. Good luck. And stay tuned for the next issue, when I review starting configurations and what to do the first few turns. 
Strategy Week Day 3: Starting Setups and the First Few Turns 



Starting setups are another important part of a good deck and good play. Which characters and items you start with can have some effect by itself, and how you play out the first few turns can very well determine the flow and the eventual outcome of the entire game.
Now that you've designed your deck, the next thing to do is use it to play a game. You start this of course with the starting characters. There are two strategies to this. The first is to try to get the best characters out you can. This is not necessarily the best characters you have, your opponent has a good chance of playing those, instead it's the best characters that aren't quite good enough to be put in at startup. That way you can be sure you get them in the starting turn. However, this strategy has the disadvantage of letting your opponent take the better characters. The other strategy solves this. For that strategy, you put in the best characters you have, the ones you want to have out most: Frodo, Bilbo, Aragorn, Glorfindel, all the good ones that fit within 20 marshalling points. If you do this be sure to include two of some types of things, like Hobbits (Bilbo AND Frodo, not just one, or one of them and Sam, something of that sort) and warriors (a.k.a. Men, Dunedain, and some of the Elves). That way you can make sure you get some good characters in the beginning, since your opponent will probably do the same thing and therefore you'll both end up having to discard some characters but hopefully not all of them.

After you've gotten starting characters straightened out, the next step is the starting items. Pretty easy picks here, since there aren't that many good ones. I'd reccomend Cram, Thror's Map [Archivist's note: you can't start with a unique minor item], Athelas, Elven Cloak, and Healing Herbs as all being good choices. Though the choice of course is up to you. Thror's Map is good mostly if you're planning on using its ability of untapping sites later on, since it's Unique and your opponent may bring it out too. So this is more a matter of what type of strategy you're using in your resource/character deck. 

Now it's time to start playing. In the next four issues I'll be covering more specific parts of play, so I'll just give you a few brief starting pointers here. Your first turn or two should be mostly occupied with getting everyone arranged how you want them, and possibly moving a company to Lorien or Grey Havens. In fact, you may want to move all your characters to Lorien while you're waiting for something to happen or some card to come up, because it's a more central location than Rivendell and nearer to more sites. Plus it gets them safe from Scorba Ahunt if your opponent feels like playing him. Next start working on your goal. If you're waiting for cards, go around to a few good 3-card-draw sites to try to get to what you're waiting for as fast as possible so you can begin. If you have any factions and you're waiting for something else go and play them, and for that matter any good items or characters as well. Once you've got the needed cards, start working on your goal, as I'll talk about in the appropriate issues coming in a few days. 

Strategy Week Day 4: Strategic Hand Management 



Keeping track of your hand, as well as your draw deck and discard pile, is another essential thing in playing METW, as in almost any card game. Managing your hand correctly, and planning appropriately for it, allows you to have every card you need at the right time, while managing your hand badly can result in many turns of waiting for certain things to happen.
The goal of managing your hand is to make sure you have the right cards at the right time and don't have any unnecessary cards sitting and taking up space. Of course, the more precise goals vary partly on your deck. In a faction/marshalling point deck, your goal is to get cards of a certain type, occasionally with combinations, but mostly just trying to get cards that aren't that hard to take advantage of and use. In a ring deck, on the other hand, you need a few specific cards in order to continue with your strategy and to win the game. As a result of this, how you go about playing in each strategy is different. In a faction deck, you basically try to get new cards you can use as fast as you use the old ones, since the goal of faction decks is to get more marshalling points than your opponent in the same amount of time. In ring decks, meanwhile, you want to get new cards as fast as you possibly can, to try to sift through all the other cards in your deck and get that one needed card. Since strategies vary so much for these, the next two paragraphs each deal with one of those strategies' specific hand strategies.

First we'll look at faction decks. For these decks, you want to keep a fairly steady stream of cards coming in to replenish the ones you use, and may occasionally need to get a specific card from among those. So when you're playing try to make sure you always get a few new cards every turn, but not too many because then you might discard cards you want to use. A card or two that increases hand size can be good here to facilitate this, like Emerald of the Mariner or Elrond. Whenever an enhancer like Muster comes along it's usually a good idea to keep it in your hand, even if you don't need it right away, since you'll probably want it for later use. Also you'll want to keep around any unique cards (resources OR hazards) that aren't usable/playable much right now but may be in the not too distant future, so that you'll have them when they're useful. But don't load up too much with these cards: you should probably have at least half your hand devoted to cards that can be played within a turn or two, like some factions, short-events, and characters.

For ring decks, you'll need to use a much more aggressive strategy to get the needed cards. Don't keep around any more than one or two cards that aren't useful right away or related to getting out rings. You'll need to devote most of your hand to storing cards for the combos you'll be using soon, and very little of it to anything else for anything other than quick use. Radagast is a GREAT help here, allowing you to draw as many as eight extra cards per turn from his special ability, and therefore cycle an entire deck in only a few turns. You can use him with a rapid-fire "draw run" in which you keep drawing as fast as possible and store away all the needed cards until you have enough for your combo, then play that and go onto another run if you like. Often using Sacrifice of Form or another card that can safely discard Wizards is useful too, to discard Radagast after you've got the needed cards and play Saruman to use them efficiently. Palantiri are a big help here as well.

You also need to factor hazards into your hand strategies. These are generally more spontaneous in a ring deck, since you don't have much space for hazard combos, but in a faction deck you may want to devote a few slots just to gathering killer hazard combos with Dragons or Nazgul so you can set back your opponent in significant ways. It's sometimes handy to store some card you know will be useful soon enough in your sideboard, then bring them to your deck or discard pile once you have the other needed cards. Though this is mostly good with Palantiri because they let you take cards selectively from the discard and draw deck. Anyway, hope you found this somewhat useful, and tune in tomorrow for my review devoted exclusively to playing hazards. 

Strategy Week Day 5: Playing Hazards 



Playing hazards is one of the most fun parts of METW, though it does also have some actual value in play. Hazards are your one direct way of contact with your opponent, the way in which you really play against each other, and the only way to stop your opponent from acheiving all their goals and winning. Playing them strategically is therefore extremely important to winning at METW.
Playing hazards is even less a structured thing than hand management. There really is no wrong way to do it, so this issue will mostly focus on some good tactics to make your hazard plays work better. First we'll look at creatures, then permanent, long, and short events, and finally a bit of general strategy for all of those.

We start with creatures. Creature attacks are one of two ways (the other being corruption cards) in which you can destroy someone's wizard and therefore win the game in the third and final way. The most important thing with playing creatures is playing the right ones at the right time. A valuable thing to look for in creatures is "Attacker chooses defending characters", an ability available to several of them, as well as Nazgul when used with Fell Beast and with some Dragons (Bairanax, Daelomin, Earcaraxe, Scorba, and Smaug). This allows you to make creature attacks cause a little more harm, by insuring they hit characters who can be hurt by them but not who are too weak to be worthwhile targets. The ultimate harm for hazard creatures, of course, is Torque of Hues (and other attack cancellers). This card can do HUGE damage to creature attacks, and is in fact (IMHO) the main reason not to just stuff your hazard deck with creatures. So the way to avoid this is to use this strategy: play a fairly harmful attacker chooses defenders creature on someone pretty weak, hopefully drawing your opponent out to play (and tap) his Torque of Hues on that. Then blast him with your REALLY good creature, who he can't stop because his Torque of Hues is tapped. Also, of course, another key thing with hazards is enhancers. You should always try to play at least one enhancer with every really good hazard creature (Dragons, Nazgul, etc). You don't absolutely have to, but it's a good idea. Playability enhancers are often the best kind to play. Finally, TAKE ADVANTAGE OF REGIONS. If your opponent's in a shadow-hold and you play some weak creature like Crebain, you've wasted a great opportunity, in which you could have played a Nazgul with Fell Beast or one of the better Drakes.

Next there's events. We'll do them in decreasing order of permanent-ness. First permanent-events. PLAY WILL OF SAURON!!! That's the first rule of hazard permanent-events. Play it and play Doors of Night and play some long-events that hurt your opponent hopefully more than you. The other key hazard permanent-events (not counting some individual ones like Balrog of Moria) are corruption cards. Play many of these, as many as possible, since they do no harm to you and quite a lot to your opponent. If you're opponent's busy removing corruption cards he'll be too busy to get out factions or get The One Ring. And therefore you can, and win the game by doing so faster/more than him. There are also other cool permanent-events (like the At Home dragons), which I won't get into much here, but they are very useful as well.

After permanent-events come long-events. The key to hazard long-events is once again Will of Sauron (and Doors of Night, which you need to play it and to enhance them). There are some REALLY powerful long-events, like Foul Fumes and Worn and Famished. And of course the Ahunt Dragons. If you play a fair number of Ahunt Dragons you can cover a huge part of the map. The one problem with hazard long-events is that they affect both you and your opponent, so you have to deal with them as well. Therefore, the main strategy with these is to select ones which won't really affect you for a few turns, at least not in very significant way, and to make sure you can easily cancel them if the need arises. Finally there's short-events. These are all somewhat diverse so I won't go into any specific ones, but the idea with these is to play them whenever they seem appropriate, whenever they'll have a good use. Make sure you know very well which ones you have in hand, and exactly what they do, so that you can remember to play them when they'll have a decent effect. It's a horrible feeling to just barely miss winning with a Dragon strike and then suddenly remember you have Passion of Wrath or Dragon's Desolation sitting in your hand. But that's about all I have to say about those. 

Finally, some general strategy. First, remember what your goal is: to disrupt your opponent's play. It's okay to have a little fun, in fact it's a good idea, but make sure that when you're playing hazards they're helping at least a little to accomplish this goal. Don't waste a Nazgul on a Hobbit if there's a better choice is what I'm trying to say here. Also, GO FOR THE WIZARD. If it's a choice of attacking Aragorn or the Wizard and there aren't any enhancers on either side it's probably a smart idea to go for the Wizard instead of Aragorn. But that's about all I have to say; as I said before, much of this is just your own choice and there isn't really much of a wrong way to play hazards. 

Strategy Week Day 6: Marshalling Point Strategies 



One of the two non-hazard strategies to win is the Marshalling point strategy, in which you try to get more marshalling points than your opponent by the time a deck has run out a certain number of times. It's also the only "official" way to win, the way that was originally described as the goal of METW, although the manual also mentions the Wizard-killing and Ring-dunking ways.
Okay, this is a fairly short issue because I've said a lot of what there is to say about marshalling point decks in the other issues of strategy week. The basic strategy with these is to get as many points as possible as quickly as possible. To accomplish this, you'll want to use lots and lots of factions, allies, and permanent-events that give marshalling points, with maybe a well-equipped company or two to handle creature attacks and get the marshalling points from those. You'll also want to use cards to make these playable as quickly as possible. So you'll want to start out with some high-influence and fairly diverse characters, so that you have someone to influence almost any faction better than normal and so that you have influence to help with that. Influence in general is a very good thing to have in marshalling point decks, so try to load up your wizard fairly lightly with characters so that he can help you influence factions. Getting lots of factions is more important than one or two extra characters. Cards like Muster to help influence factions are crucial to this. If you want to be really radical, devote almost everything just to influencing factions, make every item an influence enhancement and every character high-influence and just go around picking up factions. Such a strategy can actually work pretty well. Above all, try to make almost every turn one that you get marshalling points. Remember, marshalling points are what makes you win in this strategy, so go and win.

You also, however, want to stop your opponent from getting marshalling points. You can do this with hazards like Muster Disperses, and also by trying to get factions he wants to get just before he gets there. Shadowfax has yet another use here, to rocket your wizard over to a faction site just before your opponent gets there. Play hazards to distract your opponent, too, like corruption cards. And make sure that you have some cards to get rid of The One Ring like Gollum, if not in your deck then at least in your sideboard, so if he starts moving toward Mordor with ring in hand you can stop him in time and win on your marshalling points. The One Ring can actually have another use with this, too, with its influence bonuses, though better then that for these purposes is the Dwarven Ring of Durin's Tribe, which can both untap sites to get more factions from them AND give you an extra 2 direct influence over The One Ring when used with a Dwarf bearer. This can make your dwarf possibly better at influencing than even a Wizard. So, as I said, keep pushing towards the goal of getting marshalling points almost unwaveringly and you'll be able to win almost too easily. 

Strategy Week Day 7: One Ring Strategies 



The other way of winning the game besides marshalling points, and also the way in which the "game" was actually won in The Lord of the Rings, is to destroy The One Ring at Mount Doom. This very complicated procedure has the advantage over marshalling points (or disadvantage, depending on what you see it as) of being purely a race, and possibly even just the challenge of doing it itself, instead of the desperate attempts to get more marshalling points in the other method. However, it is much more complicated a strategy to learn, use, and eventually master than just collecting marshalling points.
Okay, for destroying The One Ring you need very specific cards and you need to use them in a very specific way. First off, you need The One Ring itself, a card worth upwards of $30 in the limited edition and over $10 even in unlimited. In addition to that, you need three Precious Gold Rings, possibly a few Fair Gold Rings as well so you have more than three rings to test, a bunch of test cards including three Wizard's Tests, and finally several Cracks of Doom or possibly Gollum's Fate if you have Gollum. Scroll of Isildur I'd also highly reccomend. And you'll probably want your wizard to either be Saruman or have Wizard's Staff so he can return spell cards to your hand and get tests done rapidly. Though you could use Gandalf, Wizard's Test is better than his so why not use Saruman and recycle that? Or use him with Wizard's Staff for a super-tester. Radagast could be the best choice here for a Wizard because you need so many specific cards and he lets you get to them fast.

That brings us right into the next part, managing the cards. Basically you need to very strictly keep any cards that are needed for your strategy, and try to get to those cards as fast as you possibly can. Pretty easy, just go around to all the sites with all the characters you can for those cards and put Radagast on Shadowfax to get you even more. With the new Dragons rules of 6-region movement, you can get 12+ cards per turn just with Radagast on Shadowfax. And therefore cycle a 60-card deck in less than five turns. This allows you to get The One Ring out with unbelievable speed.

Getting The One Ring out is, as I said, a complex process. First you have to go to a site that you can play Gold Rings at, and play a Gold Ring. Then you have to test it, get a high enough test result to make it playable, and play it. Once you have it, you have to actually get it to Mount Doom, avoiding all the hazards and corruption checks on the way, and then destroy it with Cracks of Doom or Gollum's Fate, with more corruption checks or Gollum needed. A cool strategy with this is to send one company out scouting for Gold Rings, and keep your Wizard at a nearby haven so that they can deliver each ring back to him for testing. Then just keep trying, and eventually you'll pass the test and get the ring out. Once it's out, if your wizard is Alatar you can use his jumping strategy, otherwise you'll have to get the Wizard (or preferably a Hobbit since they can get through corruption checks much more easily) through all the hazards on the way to Mount Doom. Radagast riding on Shadowfax can once again be useful here if strategically used with attack cancellers, allowing you to get the ring to Mount Doom and destroy it in only one or two turns. As for attack cancellers, load your Wizard up with Torque of Hues, Wizard's Staff/Staff Asunder (doesn't cancel, but it does make it much easier to defeat), and various other cards, as many as you can safely do without having to worry too much about corruption checks.

Anyway, that's it for Strategy Week. Hope you found it somewhat useful. Tomorrow we go back to regular issues with COTD #170, Morgul Rats. 

Morgul-Rats 

Hazard: Creature
Marshalling Points: 1
Prowess/Body: 2/5

Animals. 15 strikes. Only playable at a Shadow-hold or at a Dark-hold, and only if a character in target company is wounded or Doors of Night is in play.



The first ever card that has more strikes than it does prowess. Well, actually second, there is Orc Warband, but it's 4 prowess and 5 strikes while this is 2 prowess and 15 strikes, so the difference is much greater. This card is pretty much guaranteed to have at least some -1 modifiers from extra strikes. In fact, probably lots of them. You can load all the extra modifiers on one person or spread them out among everyone, but either way it's quite destructive. Plus, they're playable at a fair number of sites, while not that many it's better than some cards like Nazgul, and they're only worth one marshalling point, so on the off chance that all of their strikes fail you won't lose that much. Never mind the best idea for these guys: enhancers. They are Animals, after all, so some cool enhancers like Wake of War and Fury of the Iron Crown work well here. Use a bunch of enhancers and turn these guys into a somewhat more pumped up 5/5 or more, then load them on at that level to REALLY see some harm done. Now you can make a 15/5 attack (effectively so, anyway) against one member of a 5-character company, as well as having every other character face a smaller but still possibly effective 5/5. Now admittedly, you'd still do better with a Nazgul or Dragon, especially considering the DoN or wounded character requirement, but in some situations this beats those hands down. Such as in one-character companies (evil grin). Turn that 2/5 into a 16/5 or even higher with enhancers and blast down a Hobbit or something like never before. Finally, there's the coolness value to consider with these guys. Killing Aragorn II with just a few rats is something to be proud of, and to intimidate your opponent with. So overall Morgul-Rats is a creature that is both extremely cool and has the stats to back that up.
Withered Lands 

Hazard: Short-Event

Environment. Playable only if Doors of Night is in play. Treat one target Wilderness as two Wildernesses or one Shadow-land as two Wildernesses or one Border-land as two Wildernesses until the end of the turn.



Very cool card in Dragon decks, and also with Drakes. It does have the penalty of being an environment, destroyable by Gates of Morning or Twilight, and also being a short-event, so you can't use Will of Sauron on it, but it's useful even with those limitations. This card allows you to make any land except Coastal Seas, Free-domains, and Dark-domains (and there aren't very many site paths with only those and nothing else) into a double-wilderness, making it possible to play all kinds of evil things. Such as our good friends, the Dragons. With Dragon's Desolation this can make pretty much any Ruins & Lairs into a Dragon-playable site. Or the Drakes, many of which require two or three wildernesses. Now you can make those easily. Making the third Wilderness for the cards that require it is fairly easy, just play two of these in series (no "Cannot be duplicated" on this card). Plus there are several other cards which benefit from this. Fever of Unrest allows you to apply this to more than just Ruins & Lairs, instead to any site, though you need four wildernesses to make it work instead of Dragon's Desolation's two. Still, play two of these on a double wilderness to make it work, or play it on shadow-lands or border-lands as well. Also there are other creatures, like Hobgoblins or Thunder's Companion, that benefit from this. And of course there are the ones from the basic set, too. There is one other dark side to this card, however. If your opponent's playing Radagast they can have a field day from your playing this card. Or at least they get to draw an extra card or two. Still, if Radagast's passing through that kind of territory you'll be able to cause him enough danger to offset the extra few cards. So overall Withered Lands is an extremely cool hazard for making Dragons and other cards more playable then they currently are.
Refuge 

Resource: Permanent-Event

Playable only if you discard an Elf from your hand and only at the end of the organization phase on a company using region cards with the last one being a Wilderness. (Play regions face up.) This card is used as a site card, Free-hold (cards drawn: 1/1). The company may only leave this site using region movement. Characters at this site heal as though they were in a haven. Discard Refuge when the company moves to a new site.



Refuge is an interesting new card, with its main use being just that: a refuge. You may have to sacrifice an Elf to use it, and you may have to be in Wilderness, but it still can provide a quick alternative to going back to a haven. Its main place of use (IMHO) is in "Dragon Country", the Northeast of Middle-Earth, with lots and lots of Wildernesses and also lots and lots of Dragons. With this card, you can send a company up to Northern Rhovanion or Withered Heath or wherever, fight (and hopefully kill) a Dragon there, and then sacrifice Orophin or somebody at his level and go and heal. Then you can merrily continue on to another Dragon, to kill it (hopefully) as well, without having to go back to Lorien. Nice little way to save time, though it is somewhat costly. In fact, that's the main disadvantage of this card, its high cost, having to sacrifice an Elf (which there aren't that many of that don't have negative marshalling points when eliminated) every time you use it. So it really can only be used once or twice without really giving up a lot for it, though you do get characters recycled when the deck runs out so I suppose you could use it again with the same Elves then. If there were any Wildernesses in Mordor I'd be encouraging the use of this there, but Mordor's all Dark-domains and Shadow-lands so you can't play it there without terrain enhancements. Another, smaller use for this card is when Balrog of Moria makes Lorien a non-haven. Then this card becomes EXTREMELY useful, because it's the only way to heal without going back to Rivendell or Edhellond. But other than that, Refuge is a possibly useful but not too great card, useful in a pinch but too much of a sacrifice to use too often.
Buhr Widu 

Site: Ruins & Lairs
Region: Southern Rhovanion
Site path: Wi, Bl, Wi, Wi, Wi
Nearest Haven: Lorien
Cards Drawn: Opponent 3; You 3
Playable: Items (minor, major)
Automatic-Attacks:
Troll -1 strike with 10 prowess
Special: This site is always returned to the location deck, never to the discard pile. 



At first glance this site looks pretty nice. It never gets discarded, always just returned to the location deck, so you can use it again and again and again. I'm not sure whether it is still counted as tapped when it's brought out again, but I'll write the review assuming it isn't. It is pretty good for playing items, yes, since you can play minor and major items as often as you like there with only a fairly weak (only one strike, though it is 10 prowess someone like Glorfindel can beat that easily). You get to draw lots of cards, though so does your opponent. And it's fairly safe as a Ruins & Lairs. Or so it seems. Yes, it would have been safe before Dragons came out, a great card in fact, but since it's part of Dragons that Ruins & Lairs status (as well as being located near "Dragon Country" in Southern Rhovanion) causes a LOT of problems. So does the fact that there are FOUR wildernesses in the site path. Now Dragon's Desolation (as well as Fever of Unrest) can be easily played here, along with ANY DRAGON. Plus of course the Drakes and other creatures I mentioned in COTD 171 are playable there too. So this place rapidly turns from fairly safe to about as safe as Mount Doom (well, maybe not quite THAT dangerous, but close). And all that just for a better chance at Minor and Major items. It's probably safer to just get out Durin's ring and go take a site like this and untap it yourself. Or for a better combo, take a Dragon site itself (and the affiliated Dragon) and keep untapping that with Thror's Map. Either way is easier and probably safer (or at least not more dangerous) than going to Buhr Widu. Still, this card could be worthwhile if you've got a few good attack cancellers like Torque of Hues and Secret Entrance handy. But other than that, Buhr Widu is a site that, while it does let you tap it without discarding it, is far too dangerous for the Minor and Major items it provides.
Ioreth 

Character: Sage Dunadan
Mind: 1
Direct Influence: 1
Marshalling Points: 0
Prowess/Body: 0/7

Unique. Healing cards affect all characters in her company. 



Ioreth is the first character I'd really call a "healer". She has one use, which her stats are fairly appropriate to, and a little extra bonus influence-wise. First the stats. 0/7, meaning she can't do much in battle (she's even worse than a Hobbit) but she has a better than 50% chance of passing body checks. And she can heal fairly easily afterwards, with her abilities. She also has a nice little bonus of having a 0 on my influence scale, with as much direct influence as she has mind. So there's pretty much no reason not to play Ioreth, and there is a fairly good reason to. You can stuff her up with all the healing items and cards you want, and heal your entire company more efficiently than cards like Refuge. Especially since she's a Dunadan, and can therefore play Athelas as well as Healing Herbs. So she's almost entirely customized for the one job of healing characters. This makes her great to have along (with a few cards like Athelas and Healing Herbs, of course) on those dangerous missions to Mordor etc. or to "Dragon Country", so that you can heal after particularly harmful attacks. So overall Ioreth is a card that, while she might be looked over as being too little and insignificant, can actually do quite a good deal for your companies, and belongs in any deck with healing cards (which most decks have).
Peril Returned 

Hazard: Long-Event

If Gates of Morning is not in play, Doors of Night is considered to be in play. If Gates of Morning is in play, it is considered to be out of play while Peril Returned is in play. Gates of Morning may still be removed normally (e.g., through the use of Twilight, Doors of Night, etc.) 



To put it quite simply, this card is the best thing to happen to Doors of Night since The Will of Sauron (which contributed greatly to its usefulness). This makes Doors of Night much easier to play and much harder to remove. It also helps, and is helped by, Will of Sauron. Plus, if played in series (I'm not sure if this is legal, I don't know of any rules about it so I think it is) you can get even more effect. Just look at the possibilities. First, there's using it by itself, with its already listed abilities. Using those, you can either make Doors of Night be out or make Gates of Morning not be out, depending on whether Gates of Morning is already out or not. If Gates or Morning is out, you get the somewhat good ability of temporarily removing it from play. But if it isn't out the ability is much better, making Doors of Night in play without using Doors of Night itself. But the best part is, IT'S NOT AN ENVIRONMENT. So you can play this and Gates doesn't cancel it (though I suppose it does cancel the temporary Doors of Night while it's in play), Twilight doesn't cancel it, the regular means simply don't work. And only the few long-event cancelers do. Never mind when you play this with Will of Sauron to make it permanent. Play this, making Doors of Night out, then play Will of Sauron. Peril Returned stays in play for probably quite a long time, and therefore so does Will of Sauron. And you never even need to have Doors of Night actually out. Plus Gates can never have its effect, the only thing it can do is stop the Doors of Night effect while it's in play (and it can still be quickly cancelled with a Twilight, unlike this card). If it's possible to play these in series (play one and then play another one after that while the first is still in play) then you can get even more out of it. You can play one of these to keep Gates of Morning out, and another to put Doors of Night in. So now Gates of Morning CAN'T have its effect EVER, effectively, or even for that matter stop Doors from being out as it does on this card, until Will of Sauron is discarded with the deck draw. And Doors of Night is always in play, until Will of Sauron is discarded with the deck draw. If it was only possible to remove that restriction from Will of Sauron you could make Doors of Night in play the entire game. Anyway, overall Peril Returned is a great card, which belongs in literally any deck with Doors of Night and Will of Sauron.
Earcaraxe Ahunt 

Hazard: Long-Event
Marshalling Points: 4

Unique. Any company moving in Andrast Coast, Bay of Belfalas, Eriadorian Coast, and/or Andrast immediately faces one Dragon attack (considered a hazard creature attack) - 3 strikes at 15/6 (attacker chooses defending characters). If Doors of Night is in play, this attack also effects: Old Pukel-land, Enedhwaith, Anfalas, and any Coastal Sea region (or region type). 



Earcaraxe is the first Dragon (along with Scorba) to cover some area other than the usual Northeast corner of the map. A combination of her Ahunt version (on Exile of Solitude it calls Earcaraxe by "her", so will I), Scorba's, and one or two of the other Dragons' gives you an enormous area of coverage, including two havens and if used with the right site paths three. Earcaraxe herself covers the widest of those areas, with nine regions and two havens if used with Doors of Night. Otherwise she's not much better than her basic version, so using that's almost as good, but with Doors of Night she gains an enormous area of coverage. So with Doors out, you get every coastal sea, plus Andrast, Belfalas, Enedhwaith, and Old Pukel-land. That's a large chunk of the Southwest of Middle-Earth, a very large one. And with coastal sea coverage she can get anywhere with Coastal Seas in the site path, too. If a company doesn't go through one directly, you can use Wind of Wrath if the site has one to put them right in Earcaraxe's domain. Which means that, in addition to your already available Edhellond, you can also possibly attack Grey Havens, making two out of the four havens potentially in danger from Earcaraxe Ahunt. And the attack is pretty good too. 3 strikes, attacker chooses defenders, at 15/6. Quite a nice deal. Plus of course you can get all the dragon enhancers added to this. That puts her dead even with Smaug Ahunt, minus one body point, only a little behind Itanghast Ahunt, and better than any of the other Ahunts for prowess and body. And also quite nicely off with strikes, plus the Attacker chooses defenders which only her, Smaug, Bairanax, Daelomin, and Scorba have. And there's the usual thing of playing this as a long-event with Will of Sauron to get a semi-permanent attack over that wide area. Finally, this completely wrecks Coastal stratgies when played permanently with Will of Sauron, making this a fantastic sideboard to be used against an opponent with a Coastal Deck. The only possible problem is the 4 marshalling points (though they'd have to defeat three 15-prowess attacks with your choices of characters to get those) on defeat, and the possibility of losing Earcaraxe herself by losing this, but that's fairly unlikely considering her high prowess. So overall Earcaraxe Ahunt is quite a nice Ahunt Dragon, with stats as good as Smaug's and a very large range.
Rain-Drake 

Hazard: Creature
Marshalling Points: 1
Playable at: (Wi Wi Wi) Cs
Prowess/Body: 15/-

Drake. One strike. Three wildernesses in site path are required. May also be played at a Ruins & Lairs that has two Wildernesses or one Coastal Sea in its site path. 



This is our first example of Dragons' newest creature class, Drakes. All of them have several things in common, but also vary quite a bit. The biggest similarity between them is the difficulty in playing them. All of them except the Land, Light, Marsh, and Sea Serpent ones are either region-specific or require 3+ wildernesses, maybe one other type like in this, and/or two shadow-lands. This particular one is one of the strongest, the only one with more prowess is Cave Worm, and also is one of the more playable ones with many options for areas to play compared to some. Let's look in a bit more depth. First off, it's a Drake, already making it better than some cretaures because of the several enhancers they share with Dragons. It's also fairly risk-free, with only one marshalling point for your opponent if it loses, and in addition to that it has a good deal more prowess than even some Dragons. Its attack is more powerful than Scorba's, Bairanax's, and Daelomin's, and it is equal to Agburanar's and Scatha's in prowess. So it's about in the midrange as a Dragon, but it's not, so it doesn't have the bonuses only they get but it's also playable over a much wider range. It may only have one strike, and that without choosing defending characters, but even with that it's still pretty good. And it's playable in all the places Dragon's Desolation covers in its non-DoN version, plus a few more that are near Coastal Seas, and all the 3-wilderness areas too. And with Withered Lands it becomes actually quite a terror for its range, letting you cover the 2- and even 1-wilderness areas with ease. But still, you can use Dragon's Desolation or another area expander to cover most of this with a Dragon, which can often be a far better choice. So overall Rain-Drake is a creature that, while perfectly respectable and useful for play, is still bested in many ways by Dragons and some other creatures.
Shadow of Mordor 

Hazard: Permanent-Event

Environment. The hazard limit for each company is increased by one for every card over one drawn by that company during its movement/hazard phase. Additionally, if Doors of Night is in play, during each company's movement/hazard phase, the hazard player may draw one additional card for every card in excess of one drawn by his opponent. Cannot be duplicated. 



Like most environments, this card affects both players, and like many of them it does so in a quite powerful and significant way. Plus, it's permanent, making the only possible way to remove it with special cards that can (like Palantir of Osgilath). Other than those, there's no real way to get rid of it. And its effects are quite significant, and often quite destructive (though as I said, they affect you too). The first of its two abilities, and the one which doesn't require Doors of Night, is increasing hazard limits for most companies, often quite significantly (and shutting Radagast down, too). If you're willing to cut your draws down, you can probably pretty much avoid it, but otherwise you'll have an increased hazard limit. The only way to avoid it is to draw the minimum of 1 card at the beginning of the m/h phase for the site moving to/from (depending on whether or not it's a haven). Remember, the end-of-phase draw/discard doesn't apply because hazards have already been played by then. So if you're willing to give up drawing a few more cards per turn, for most players it isn't really that much to worry about. Except for Radagast players. Radagast, remember, draws an extra card during the movement/hazard phase for EVERY wilderness passed through, Wilderness being by far the most common region type in the game. It's once again an option, the card reads MAY and not MUST so you can avoid doing it, but Radagast becomes effectively almost useless except for his corruption modifier. So for the Radagast people (like me, he's my favorite Wizard as a card), as with several other cards, this can be a real hassle. Plus, there's also the second ability, the one that Doors of Night brings about. It allows the hazard player to draw extra cards in the same amounts as the hazard limit increases (1 for every card drawn over 1). So you get to draw as many cards as the hazard limit increases by, and therefore probably a bit less than half as many hazards (because of the characters also taking up space in the deck it isn't more exactly half). An extra boost to your now-expanded hazard strategy, allowing you to get up to enormous amounts of cards if your opponent goes somewhere where you'd get a lot of cards anyway (like Mount Doom: 6 cards as your basic draw, 2 more if he takes all 3 he can draw, and possibly a few more from Radagast, making for quite a high total). And the only disadvantage of this card, as I said before, is the fact that it also applies to you. In order to avoid that becoming a problem you should probably only play this when you've pretty much got your companies self-sufficient, maybe when you're going to dunk The One Ring or something like that (once they've got the ring out and have enough items to make it to Mount Doom). Or if one of them has Palantir of Osgilath ready and waiting, so you can run it for a few turns and then get rid of it after you've gotten what you needed out of it. So overall, Shadow of Mordor is a hazard with quite powerful effects, but unfortunately ones that affect you as well as your opponent.
Wizard's Staff 

Resource: Greater Item 
Marshalling Points: 3
Corruption Points: 2

Hoard Item. Weapon. Only a Wizard may bear this item. +2 to direct influence and +2 to prowess. +2 to any corruption check required by a spell card. Tap bearer at the beginning of your end-of-turn phase to take one "spell," "ritual," or "light enchantment" from your discard pile into your hand. Bearer makes a corruption check. Cannot be duplicated on a given Wizard. 



This card gives you the better of Saruman's two abilities in an enhanced form, with only one disadvantage from using Saruman's (other than that it comes without an extra item needed). Plus, it also gives you a fair set of enhancers, AND you can use it with another card (Staff Asunder) to have an emergency defense against high-powered attacks. Pretty cool. Let's look at the abilities, then the reasons you might not want to use them. First the basics. 3 marshalling points, only 2 corruption points, pretty good ratio compared to most cards. It's a weapon, so any enhancers/damagers to those apply. And it also gives you a decent set of statistic modifiers, with +2 to direct influence (for a total of 12 since only a Wizard can use this), and +2 to prowess (for a total of 8, as much as Glorfindel). Plus you get a corruption check modifier that effectively cancels this card's corruption points in any spell-caused corruption check. And it's non-unique, so you can have three in your deck, though you can only use one because of the "Cannot be duplicated on a given Wizard" part. Then there's the main ability. You can do basically what Saruman can do, with rituals and light enchantments added, i.e. you can take a card from the discard pile to your hand of a certain type (in this case spells, rituals, and light enchantments) once per turn in exchange for tapping. As I've said several times, this is a great ability, allowing you to recycle all sorts of useful cards. Particularly Wizard's Test, which with this ability makes a Wizard effectively better at testing rings than Gandalf. If you combine this with the right Wizard (my suggestion is Radagast, for high draws and the ability to recycle anything you get, plus to use as a backup special ability with Shadow of Mordor out), you can get quite a nice combo going. And, as I said, in a bad situation you can use Staff Asunder (I'm reviewing that tomorrow) to get an extra boost to your prowess. However, there are a few disadvantages to this card. The first is the corruption check. How much it matters depends on your Wizard, on how laden they are with items etc. In the case of Radagast, to use that example, you have a +1 to checks already, meaning if he just has this it's impossible for him to fail the check (2 points, +1 to the roll, automatic 3 or better and therefore impossible to lose), and if you use Fellowship or Emerald of the Mariner you can even take negative-modifier checks or have more items. The other problem is the fact that it's a Greater Hoard Item, probably the most difficult type of item in the game to get out. You can only play this at Dragon sites (and not even all of them, only 5 of them even have it) or at a Shadow or Dark hold with Dwarven Hoard. That can be pretty dangerous. But still, overall Wizard's Staff is a great card, giving you an almost fantastic ability without even losing that much.
Staff Asunder

Resource: Short-Event
Playable on a Wizard bearing Wizard's Staff whose company is facing an attack. Wizard makes a corruption check. Place Wizard's Staff in your marshaling point pile. Wizard gains +5 prowess against the attack. Modify the attack's body by -2. 
[Archivist's note: Gandalf wrote this review thinking Staff Asunder gave -2 to the attack's prowess, not body.] 



The usefulness of this card depends on your opinion of Wizard's Staff. If you don't like Wizard's Staff, and you think it's not that useful, this card is pretty good. But if you like Wizard's Staff and its abilities, then this card is pretty bad, taking away your Wizard's Staff and making you go to all the work of getting another one. Let's look at the details. Staff Asunder is, at its heart, just another prowess enhancer, one that happens to force a corruption check and discard a (potentially) valuable Greater Hoard Item. Naturally, the increase is astronomical, a whopping 7 prowess (effectively, anyway, +5 for your Wizard, and -2 for the attack, total difference of 7) guaranteeing at least 11 prowess (remember, Wizard's Staff and its abilities go away BEFORE the new enhancers apply, so you don't get the extra 2 prowess) and therefore automatic defeat of any attack with 14 prowess or less. And giving your Wizard a greater than 50% chance against almost any attack. Quite nice. This gives you a "safety net" if your wizard is attacked by Earcaraxe or Smaug (the two most powerful attacker-chooses-defenders Dragons) or by a Nazgul with Fell Beast. Or for that matter anything else with prowess high enough to pose a significant threat to your Wizard. Not to mention the combos with you combine this with other cards like True Fana. So it can be useful, though an attack canceller can often be better/safer than to risk using this and merely increasing your chances of beating it. And there are reasons not to use this. First of all, it gets rid of your Wizard's Staff, a very useful and hard-to-get item as I discussed in the last issue. And often situations where your wizard is being attacked by powerful creatures are the times you'd most want something like the Staff. But you do get the marshalling points (3 of them), so it's not entirely a loss. Also, there's the corruption check, another potential problem, that can sometimes be actually more dangerous than the attack to your Wizard's life. So overall, Staff Asunder is an okay but still fairly mediocre card, a powerful enhancer but one that carries several penalties for its use.
Thror's Map 

Resource: Minor Item
Corruption points: 1

Unique. Discard Thror's Map to untap a site with a Dragon automatic-attack. 



Basically Thror's Map is a cheap, one-use alternative to Dwarven Ring of Durin's Tribe. In fact it works on some of the sites most needing of it, the Dragon sites with Hoards and cool things like that. But, it does only work once, and it's unique, so it's both decently hard to get out (can't just use it as a starting item, you have to play it elsewhere) and unlike Durin's ring can't be used again. Still, a good quick fix for untapping sites. It is still only a minor item, very easy to get out, only one corruption point (compared to the FIVE possible from Durin's ring), and it doesn't even require a Dwarf. Also if your opponent has Dwarven Ring of Durin's Tribe this is your only chance to untap a site, so it fuctions as a nice backup for it. Finally, it's an uncommon, so most people can get one, unlike the rare and highly coveted Dwarven Ring of Durin's Tribe. That's about all I can say about this card, other than that the artwork is cool too. So overall, Thror's Map is a nice little card that can sometimes be a handy alternative to using Dwarven Ring of Durin's Tribe. 



Worn and Famished 

Hazard: Long-Event

Each non-Wizard character that is not in a haven, Free-hold, or Border-hold does not untap normally during his untap phase. Such a character may instead make a roll (or draw a #) adding his mind stat. If the result is greater than 12, he untaps. Cannot be duplicated. 



Ouch. This card can really, REALLY, do damage. The only problem is that that damage is also done to you. To get into a bit more depth, this card has its main destructive power when used against parties in Dark areas and Ruins & Lairs, since its affects are cancelled on characters in Havens, Free-holds, and Border-holds. In fact it can cause quite extreme harm. Though that really depends on the character. Elrond, for example, only has to roll a 3 or better to untap, while Bard Bowman has to get an 11. It gives you an advantage with those high-powered characters like most of the Elves and various others. If you're playing a deck with a Wizard, Elrond, Glorfindel, and maybe one more high-powered character, with possibly some little ones like Hobbits thrown in, is almost immune to this card. Yes, it can hurt a little even then, but if your opponent will suffer far worse it's worth the trouble. You can also find use for this if you're hanging around in the Northwest of Middle-Earth, where Free-holds and Border-holds are plentiful. Your opponent, naturally, will suffer most in places like Mordor and the Northeast ("Dragon Country"), where the closest place to untap sometimes is Lorien. It's a great feeling to have your opponent triumphantly approach Mount Doom, One Ring in hand, then drop an attack on him, tap the ring's bearer with it (better yet, use Adunaphel, more definite), and play this card on him with Will of Sauron just before Gollum pops up out of nowhere and discards the ring moments before your opponent destroys it. As I just mentioned, Will of Sauron can be useful with this card, though you'll want to keep a good discarder around to stop this effect when it becomes a hindrance to you as well. So overall, Worn and Famished is a cool card, quite powerful, whose only deficiency is the fact it hurts you too.
Belagaer 

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: Lindon, Elven Coast, Eriadorian Coast, Andrast Coast, Bay of Belfalas, Moutns of the Anduin, Enedhwaith, Old Pukel-land, Andrast, Anfalas, Belfalas, Lamedon, and Harondor. The site path is [3 coastal seas] and the hazard limit is decreased by two to a minimum of two. 



Hmm. Sort of like a version of Paths of the Dead which actually can be useful. In fact, very useful, in some cases. Though it can be pointless in many others. First off is the obvious problem: you have to use haven (non-region) movement. This is already a big problem for many people, who prefer the (sometimes) faster ways of regions over using havens. But really this card gives those people something they already have: region movement. All it really lets you do is go from one site to another without going through a haven first. Which is, of course, useful for haven movement people, who otherwise can't do that. This particular card covers the Southwest of Middle-Earth, the largest coastal sea area. Right away one card springs to mind: Earcaraxe, the dragon who affects that area. But this card doesn't really cause that, it just happens to affect the region where that happens. And besides, the hazard limit gets lowered by this card, so Earcaraxe might become less dangerous anyway. In actual number of regions moved through, for what difference that makes in non-region movement (very little), you can do either better or worse, depending on where you're moving from and to. But as I said, the hazard limit reduction can be very useful to make the now-dangerous coastal seas a little less so. That's about all I can say about this card. So overall, Belagaer is a card that can be an occasionally good alternative to haven movement in some situations but that is far more often almost useless.
Itangast at Home 

Hazard: Permanent-Event

Unique. Unless Itangast Ahunt is in play, Gold Hill has an additional automatic-attack: Dragon - 3 strikes at 19/8. In addition, each greater item gives an additional corruption point. 



Wow. Quite simply put, wow. This card is incredibly powerful, with its only weakness the fact that it's so limited in play area. It has the most powerful attack in the game contained within it, non-modified at least, better than Khamul, better than Shelob. Not only that, it's an Auto-attack, and one with THREE strikes. Its effect is fairly simple: it makes Gold Hill as dangerous as Mordor. It also increases corruption, which I'll get to in a moment, but its main ability is to make Gold Hill the most dangerous site on the board, effectively. Gold Hill is one of only five places (most of which are only that way because of yet another oversight on ICE's part) which allow you to play Greater Hoard Items. Considering the amazing power/usefulness of all the Hoard Greater Items, this is quite a card. Now anyone who goes to Gold Hill will have to face this, the most powerful attack in the game, one which automatically wounds anyone with six prowess or less, including Wizards. It may be worth six marshalling points, but any company that can defeat this attack is probably so strong that six marshalling points won't make any difference, you'll lose the game regardless of that. It may be localized to only one site, but boy is it powerful at that site. Now in addition to this amazingly powerful (and permanent, another useful feature) auto-attack, there's also the matter of the greater item corruption points. Now the very thing you're probably trying to get when you go to Gold Hill is less appealing than it was. Emerald of the Mariner loses its corruption bonus (effectively, anyway), Wizard's Staff gets up to 3 corruption points, Palantiri suffer even more. So not only does this card make Greater Hoard Items more difficult to get, it also makes them more difficult to keep after you've got them. But there is the one problem with this card: it's EXTREMELY localized. If your opponent doesn't go to Gold Hill (and unless you use sneaky things like putting this card on-guard, he probably won't), you've practically wasted this card, all that happens from it is the corruption change, which does affect you too after all. So overall, Itangast at Home is a card that, while extremely powerful, is far too localized to become almost essential, and instead is simply a fairly good but not spectacular card.
Dancing Spire 

Site: Ruins & Lairs
Region: Withered Heath
Site Path: Wilderness, Border-land, Shadow-land, Wilderness
Nearest Haven: Lorien
Playable: Items (minor, major, greater, gold ring)
Automatic-attacks: Dragon - 2 strikes with 11 prowess
Cards Drawn: You: 3 Opponent: 3



This card is one of ICE's biggest oversights with its pre-Dragons Dragon-related cards. It has playable at it as many items as only one of the "new" Dragon auto-attack (and therefore Hoard) sites, and yet its attack is one of the weakest of any of them. It's home to Daelomin, one of the weakest Dragons (at least on an auto-attack, he can choose defenders but the auto-attack doesn't do that), and yet ICE gave it the full range of minor, major, greater, and gold ring Hoard Items (well, not Gold Ring ones, at least not yet, but maybe eventually...). Even the At Home version of Daelomin is only 14/8 (high prowess, yes, but not for a Dragon). And if you kill him, you can get the rich rewards this site provides of Greater Hoard Items. It's in the most popular Dragon region, where 7 of the 9 dragons can be played, yes, but 4 of those Dragons (including Daelomin) have their homes there, all the Greater Item ones except Smaug. So this card is slightly worse than some Dragon homes for general safety, it's true, but far better for the auto-attack and the Dragon that lives there (plus of course for the rewards for taking it). A great card to play with this is King under the Mountain (tomorrow's card), which benefits from easy At Home attacks, to make this "item factory" into a somewhat safer Dwarf site (Thror's Map and Durin's Ring are, of course, helpful here as well) where you can get all the cool items you want (EVERY type of item in the entire game that's playable anywhere is playable here). Pretty useful. And this site, with its Hoard status and relatively easy automatic-attack, is the key to that combo. So overall Dancing Spire is a great site, with fantastic numbers of playable items (all of them) and a relatively easy automatic-attack.
King under the Mountain 

Resource: Permanent-Event
Marshalling Points: 5

Unique. Playable on Balin, Dain II, Thorin II, or Thrain II if his company has defeated an at home Dragon manifestation attack other than Earcaraxe at Home. The target Dwarf recieves +5 direct influence against Dwarves and Dwarf factions. The site where the Dragon was defeated becomes a Border-hold and Dwarf-hold for all purposes and has no Dragon automatic-attacks. Only Dwarves may play items at this site. 



This is quite a card. It lets you make a Dragon site (with Hoard included) into a significantly safer Dwarf-hold and Border-hold. Plus, you get a nice bonus of 5 marshalling points in additon to easier Hoard item play. And it works at every Dragon site except for Earcaraxe's home of Isle of the Ulond (I suppose that's because Earcaraxe is the one dragon who doesn't live in a cave or mountain or hall but instead under an island). It's a bit complicated to play but worth the result. First we'll look at how to play it. To play this you'll need either Balin or one of the three rare Dwarves (Dain II, Thorin II, and Thrain II) in your company, which most Dwarven decks will have at least one of. Then you need an At Home dragon attack (my choice is Daelomin, since he's relatively easy to defeat and his site is item-rich as I described yesterday), played by either you or your opponent. When you've got these you can then send your Dwarf's company (a well-armed one, hopefully) to do battle with the fierce Dragon and hopefully defeat it. Once you've defeated the At Home dragon, play this card on the Dwarf to get its associated bonuses. And what are those bonuses? Well, first there's the obvious 5 marshalling points, as many as the Southrons faction gives you (and this card isn't much harder to get out than they are). Plus you get to give your Dwarf a HUGE bonus of +5 direct influence against Dwarves and Dwarf factions. With Thrain that gives you a total of +8 to direct influence, for a total of 10. This makes Thrain have as much influence as a Wizard, and get an almost extraordinary 1 on my influence scale. Now you can finally influence those Returned Exiles (though we still don't know what exactly they do), at an At Home Dragon defeated site with a King under the Mountain's +5 additional influence bonus listed on the card (Scott, what do they do, anyway? The card doesn't mention anything, it just lists the conditions to play them). Finally, you get to transform the Dragon site into a Border/Dwarf hold, and get rid of the auto-attacks, allowing easy play of the items there. This card, combined with Dancing Spire, Thrain II, and maybe a few other cards like Returned Exiles and Dwarven Ring of Durin's Tribe, can really get you well set up for influence and items. So overall, King under the Mountain is an excellent card, worthy of inclusion in any Dwarf deck.
Thrain II 

Character: Warrior/Ranger/Sage Dwarf
Mind: 9
Direct Influence: 2
Marshalling Points: 3
Prowess/Body: 7/8

Unique. +3 direct influence against Dwarves and Dwarf factions. Home site: None 



Thrain is at the moment the best Dwarf, IMHO, even better than Thorin and Dain. He may not have the prowess bonuses or the specific faction ones, but his influence bonus is higher and his non-modified prowess is higher so he ends up looking better to me than they do. Though it's really a matter of personal opinion. Getting on to the review, Thrain is sort of like the Aragorn or the Elrond of Dwarves. He's very expensive but very good and powerful. He's missing Scout and Diplomat skills, neither of which is that difficult to get, and he does have Sage and Ranger skill (in addition to the ultra-common Warrior). He's expensive for mind, but he gets up to 6 direct influence when used on Dwarves, so it all evens out. He has the standard big-character 3 marshalling points, and the actually quite high prowess of 7, which only a few characters have and which only one has more than. And he has no home site, forcing you to play him at a haven. 
There are all sorts of useful things to do with Thrain. One of them is yesterday's card, King under the Mountain. With its influence bonuses added to his own, Thrain gets a whopping 10 direct influence against Dwarves and Dwarf factions. So you can use him almost as a backup Wizard (except without any special abilities) and send him around influencing Dwarven factions (even though there are only three of them) and controlling Dwarves. With a Dwarven Ring he REALLY starts to get powerful. 9 marshalling points with it (total of FOURTEEN with the bonus from King under the Mountain), SEVENTEEN direct influence (!), ELEVEN prowess, and 9 body. Talk about souped-up. Thrain turns into a marshalling point/influence/fighting juggernaut, better than a Wizard in every stat except mind. And he finally gets a special ability from the ring. Add Emerald of the Mariner and corruption checks become a bit easier and he becomes better in pretty much every way than Pallando (which would you rather do, see your opponent's hand or untap sites? I thought so) and the equal of most other Wizards. So overall Thrain II is a great character, the best Dwarf in the game and with modifiers the equal of some Wizards.
Many Foes He Fought 

Resource: Short-Event

If defender chooses a warrior to be the target of a strike fron an attack, that character may choose to face any number of strikes from that attack. The character suffers a cumulative -1 prowess/-1 body for each additional strike faced. The character faces a separate strike sequence for each strike. 



This card is useful to allow a stronger character to protect weaker ones from a fairly weak attack (or even a strong one if you use a souped-up character like Thrain or Glorfindel). This card is therefore great for Hobbit decks, allowing you to protect them fron many-strike attacks fairly easily. It may be dangerous to play, yes, but it can be useful in a pinch though not that frequently. 
Its effect is fairly simple. It allows your warrior to take multiple strikes from an attack, in exchange for a -1/-1 prowess/body for each extra strike. For practical purposes not more than three extra strikes are really wise, and even that many are risky. Using it with only one extra, on the other hand, is fairly reasonable and safe. But as I said this can have uses. Let's say you've got two Hobbits in a company with Glorfindel and a Wizard. Something fairly dangerous attacks, like a Dragon (let's use Scatha Ahunt in this example, 4 strikes at 13/8). The Wizard's got Wizard's Staff, so there's not much of a problem for him. But neither of the Hobbits has any modifier. So Glorfindel (who's got Wormsbane with him) plays this card and faces the three strikes. With Wormsbane's +4 prowess he totals up to 10, including the -1 modifiers. If you hadn't played this card Scatha would have probably wounded the Hobbits fairly easily, but this card allowed Glorfindel to jump in and save them. If the Wizard hadn't had his Wizard's Staff you might have wanted to protect him, too. But you can see how this card might be useful, to protect the weaker characters. However, against all the Attacker chooses defenders creatures (like some Drakes and Dragons and Fell Beast-enhanced Nazgul), this card is useless, since they can allocate the strikes any way they see fit anyway. Still, overall Many Foes He Fought is a fairly nice card, useful to offer some extra protection for those fragile Hobbits.
Dragon's Breath 

Hazard: Short-Event

Playable on an attack by a True Fire-drake, by a Winged Fire-drake, or by any manifestation of Itangast, Leucaruth, Scorba, or Smaug (must be played before strikes are assigned). Each character in the company being attacked immediately faces one strike equal to the attack's prowess. Instead of using prowess against the attack, each character uses his body modified by +1 if he has a shield, by +1 if he has a helmet, and by +3 if he taps. The target attack which follows recieves +1 body and -2 prowess. Cannot be duplicated on a given attack. 



This card is the first one which provides additional bonuses for wearing armor, something that should probably have been done by several cards before but has only started appearing in Dragons. It's also a pretty darned good hazard, too. Let's look at the danger first. You can play this on any of the fire-breathing dragons/drakes, something they must have determined by the books or maybe just by looking at the cards and seeing if they're breathing fire in any of them. Either way, it works on the two types of Fire-drakes and on four fairly good Dragons: Itangast, Leucaruth, Scorba, and Smaug, covering a wide area and (all but Scorba) having fairly high prowess. It allows a whole extra attack, but an odd one a little like Neeker-breekers. Everyone has to face a strike, but use their BODY (which is almost always a fairly high number and larger than their prowess) against it, with modifiers for shields, helmets, and for tapping on this attack. One thing I'm not sure about is whether or not a character who is wounded by one of these strikes has to face a body check afterwards, but I'll assume they do for purposes of this review since otherwise this card would be INCREDIBLY powerful. Then the actual attack gets +1 body and -2 prowess, something I'd generally call bad since prowess is (for attacks) worth much more than body even though most attacks have more prowess than body. This card could definitely be useful in some circumstances. Such as against large companies, preferably fairly weak ones. This allows you to give an attack an additional round of attacks for the whole company. Or with the members of that Dragon/drake group (Itangast and Leucaruth, plus the True Fire-drake) who can't choose defenders, now they can just attack everyone. Now you can have, in addition to Itangast's regular 3 18-prowess strikes, an additional set of those for an entire company, with everyone getting a little more prowess against it than normal and the 3 strikes only being 16-prowess. So overall Dragon's Breath is a perfectly nice card which can be useful with some Dragon and Drake attacks for an extra "kick".
Carrion Birds 

Hazard: Creature
Marshalling Points: 1
Prowess/Body: 6/-

May be played keyed to wilderness after any Orc, Troll, or Man attack keyed to wilderness and against the same company. Animals. Each character in the company faces one strike. Any character wounded by Carrion Birds makes two body checks instead of one, both checks modified by -1. 



This creature gets an extra, and for that matter negative modified, of a very dangerous thing: body checks. It may have only a weak 6 prowess, but any character it does wound has a drastically increased chance of being eliminated (including Wizards). Though that really depends on how you interpret the -1. If you interpret it in what in the past has been correct, that the -1 is to the ROLL, then with characters of 9 or more body there's no real difference in probability between two checks with -1 to the roll or one check without it. It's actually worse against characters with 10 body. That's the way I'd suggest you interpret it unless Scott kicks in with a ruling other than that. However, if you interpreted it the other way, -1 to the BODY, then it's more likely no matter what the character's body is, a LOT more likely in some cases (5/9 against Wizards). But even assuming the -1 is to the roll, this card can still sometimes be powerful, against characters with 8 or less body (which most of them are). 1/3 for an 8-body, 5/9 for a 7 (greater than 50% chance, cool), and an amazing 5/6 chance for 6-body characters. And unlike some reviews I've checked my numbers here, so if anyone thinks it's wrong I can back up my figures with math. If you're attacking a company with 3 or more 8-or-less body characters and all of them are wounded by this (better yet, wounded before, that modifies the roll back up and moves everyone effectively down 1 body), you're almost guaranteed to kill at least one. Even with only one wounded your odds are pretty good. And if you use enhancers you can, too. Think of all the Animal enhancers out there. Shelob, Wake of War, Dwar of Waw, etc. You can push these birds right up to pretty high levels of prowess. Though they are a bit difficult to play, you finally have a good use for all those cheap-o Orcs (still trying to think of an actually decent use for the guys, when I do I'll write a review about it) and there are a few good Man and Troll attacks. Overall, Carrion Birds is quite a nice card, a good complement to almost any Animal-containing hazard deck.
Cruel Caradhras 

Hazard: Short-Event

Playable on a company using region movement to move through one of the following regions (and not stopping at a site therein): High Pass, Redhorn Gate, Angmar, Gundabad, Grey Mountain Narrows, or Minas Morgul. Each character in target company must face one strike (not an attack) of 8 prowess which cannot be cancelled. Any resulting body check is modified by +1. 



Hmm. Not actually that great, but interesting nonetheless. It only works on companies moving with region movement, which many do but many don't, passing through a few of the mountainous areas of the map and also apparently Minas Morgul (odd because that's a site even though it calls them regions, maybe that's yet another misprint). I suppose Minas Morgul either means Imlad Morgul (the closest sounding region and the region where Minas Morgul is) or it means this attack also happens at Minas Morgul. Then the company has to face a fairly wimpy attack (8 prowess, only really dangerous to Hobbits and people of that level of prowess). The body checks, however, are modified at the end, and if you use the generally accepted interpretation, the checks are therefore significantly more dangerous. Actually, it's a sort of trade-off: either Cruel Caradhras is more dangerous, and Carrion Birds less so, for the body check modifiers, or the reverse is true. Either way though this attack still isn't that good, since the prowess is rather low, though the body does make up for it somewhat (as it does with Carrion Birds). So overall, Cruel Caradhras is a perfectly acceptable but not great card, which might be useful in some decks but generally isn't that useful.
Enruned Shield 

Resource: Greater Item
Marshalling Points: 3
Corruption Points: 2

Unique. Hoard item. Shield. +3 to body to a maximum of 10. Warrior only: tap Enruned Shield to cause one strike against bearer to be ineffectual (i.e., it doesn't fail and it is not successful).> 



This card is about the biggest waste in the entire Dragons set. I mean, c'mon. A shield, whose only enhancer is 3 body to a max of 10 (making it only +1 with some characters like Wizards and Hobbits, and +0 with Galadriel), and who can make one strike ineffectual (something bettered even by Elven Cloak, which cancels it instead of making it ineffectual, and is MUCH easier to get out). 3 marshalling points, a medium faction's worth, and 2 corruption points, not that many but more than some cards with better abilities. It would be perfectly acceptable, and actually might be useful, if it was a bit easier to play, but the problem is that it isn't. It is in fact incredibly hard to get out, as hard as Emerald of the Mariner or Wizard's Staff. There are only five sites in the game where this item can be played, all of them Dragon sites, and if you did go there there are far better things to play (like Emerald of the Mariner). It's certainly not worth the risks and trouble involved to get it out. And yet it's a Hoard Greater Item. You can't really bring up the topic of wasting sites, true, since there are only 3 Hoard Greater items (4 if you have a Wizard's Staff for each player) and 5 sites to play them at, but nonetheless this card is pretty difficult to get. The only possible use is if you've got a Dwarven Ring of Durin's Tribe and you've taken somewhere like Dancing Spire over with King under the Mountain, since then it isn't that much trouble. But otherwise it most definitely is. So overall Enruned Shield is a wasted item, a perfectly good idea but WAY too complicated to get out.
Nenselde the Wingild 

Resource: Ally
Mind: 3
Marshalling Points: 2

Unique. Playable at Dol Amroth. May not be attacked. Tap Nenselde to return one environment resource long-event or short-event from your discard pile to your hand. Discard Nenselde if her company moves to a site that is not in: Belfalas, Bay of Belfalas, Anfalas, or Mouths of the Anduin. 



Well, Nenselde the Wingild is an interesting Ally, with a Palantir-like card recovery ability, the ability of never being attacked, and the limitations that the Ents and Tom Bombadil also suffer. And unlike those her limitations really don't matter that much. She's got some fairly basic ally stats: 3 mind (for what little mind does in allies), 2 marshalling points, all fairly normal. She's playable at the free-hold Dol Amroth, in the Belfalas region, a free-domain, so there are almost no risks in bringing her out. And once she is out she can do you quite a bit of good to have. She lets you recycle long- and short-event resource envronments, which most resource environments are, right back to your hand, to be quickly played again. With some environments this can be quite helpful. To be more exact about it, it's useful when you either discard an environment you wish you hadn't or when you have one you want to keep around but you don't have an Echo of All Joy to do it with. Or (if they consider it a resource for play with Nenselde too) Twilight, a great card to recycle, can be brought back with this, though that depends on whether it's a resource for recycling purposes too. But any way it can be useful. And you can use this ability every turn while Nenselde is out, so you aren't giving up much to get it. Now there would seem to be the problem of limited range, but in her case that's easily solved. Just sit some low-power character with her in Dol Amroth or wherever (Edhellond is a good choice here) and keep here there. She doesn't really add much to a company, in fact she adds absolutely nothing since she can't be attacked, so why not just sit here somewhere and use her ability but not bother moving her around? Overall, Nenselde the Wingild is a fairly useful card, with a nice ability you might find useful in some decks.
Map to Mithril 

Resource: Permanent-Event
Marshalling Points: 2
Corruption Points: 2
Playable on a Dwarf during during the site phase at a site at which "Information" is playable. Tap the Dwarf and site. Tap Map to Mithril if bearer is ever at Moria; this card never untaps. If Map to Mithril is at a Dwarf-hold and it is tapped, the bearer may tap himself and place this card with a non-unique weapon in his company. This gives the weapon a +3 prowess bonus. 



Interesting card. It gives you sort of a "quest" which, when fulfilled, gives you a +3 prowess bonus to a non-unique weapon of your choice. Wizard's Staff is a good pick here, but it's your choice about what you use it on. Its play is rather complicated, however, and the reward isn't that great. You start off by playing this card, at an Information site. You have to tap the Dwarf and the site when you do that, so you might lose an Information site unless you have Durin's ring. Then you have to go to Moria, to tap this card, the only real way to do it. Once you've tapped it, you can then proceed to one of the two (three with King under the Mountain) Dwarf-holds and tap the character. After all this you get a +3 prowess bonus to a non-unique weapon, plus 2 marshalling points. Hmm. It's an interesting idea, to say the least, but in this card's case it really isn't that good. I mean, you have to do all this work, going from an Information site to Moria to a Dwarf-hold, and all you get is a +3 prowess bonus? There are lots of items which are better than this and much easier to get out. This might be useful if you're out of those items, or simply want something interesting to do, or if most of the good item sites nearby are tapped, but otherwise it's a bit too much work for what it gives you. So overall Map to Mithril is a fairly mediocre card, an interesting idea but not that much of a benefit for the work it requires.
When I Know Anything 

Resource: Permanent-Event
Marshalling Points: 1
Corruption Points: 1
Light Enchantment. Playable on a sage during the site phase at a site where "information" is playable. Tap sage and site. Tap sage to modify one corruption check by a character in his company by +3. Sage makes a corruption check. 



Well, among other things this is our first Light Enchantment. The main difference between these and regular events is that some cards modify specifically them, but other than that they're pretty much identical to any other events. But let's look at this particular one, When I Know Anything. It does a pretty basic thing, helping a corruption check, and it doesn't even do it that well. Old Friendship has a larger modifier, and none of the penalties or restrictions this card carries wth it. The only thing this card has over it, in fact, is the fact that it's permanent. You do have to give up an Information site, but it can be worth it for this card. It allows you to give a corruption check +3 in exchange for tapping and making a corrpuption check on a sage. Now you can use a corruption-free sage (a good idea to have anyway since many cards can give sages an awful lot of trouble with corruption) to handle this, and then not have to worry much about the sage's corruption check, or even a corruption-heavy one if the situation is dangerous and/or important (as is often the case for One Ring decks with cards like Cracks of Doom). But since there's more corruption caused by this card it might cause you more problems to play it than not to. A bad idea with this card is using it on a Wizard, unless there's a big emergency, since any corruption check on a wizard is almost automatically a Bad Thing. Overall, When I Know Anything is a card with a good bit of potential as a permanent corruption-helper that can be carried around almost like an item with a company.
Wild Fell Beast 

Hazard: Creature
Marshalling Points: 2
Playable at: Shadow-lands (2)
Prowess/body: 12/6

Drake. Three strikes. Attacker chooses defending characters. Unless this attack is cancelled, all untapped characters in defending company are tapped following attack. Two Shadow-lands in site path are required. 



Nice, but limited. It's incredibly powerful, one of the most powerful Drakes in fact, but it has the unfortunate fact of having one of the worst restrictions in the game: double Shadow-land as its playing area. This is quite rare, especially considering there are only 6 shadow-lands in the game, 2 of which are far away from the others (Angmar and Khand), and one of which (Imlad Morgul) has creatures playable there much worse than this. So the only good shot of playing this is either on a company moving to Mordor from Lorien (Dagorlad and Imlad Morgul can get them), someone trying to get out the Easterlings faction (in Horse Plains, right next to Dagorlad, both of which are shadow-lands), or possibly someone using haven movement to reach the Variags of Khand. Other than that, your only hope is terrain enhancers, though those can often work well for this job. This attack, however, is worth it. It's a Drake (with the enhancers for Drakes), and it has a small footprint marshalling point-wise, both of which can be valuable, but more importantly it's a 12/6 with three attacker-chooses-defenders strikes. That's at about the level of most Dragons, factoring in the strikes. Pretty nice, don't you think? And that's not all. Wild Fell Beast also makes sure that all the characters in the company are tapped, assuming that it isn't cancelled. Once again, pretty nice. You get Neeker Breekers' features, more than that in fact, and a creature almost as powerful as a Dragon. The only thing missing from this card being absolutely perfect as an attack is a combo with Nazgul (maybe "Tame the Beast" or something like that), since this is a wild version of the things they ride (or rode, I should say) around in. But, there is still the problem of playability, making this card not nearly as great as it would otherwise be. Still, whether your opponent plays a ring or faction strategy there's a good chance they'll be going through two shadow-lands, and you can always play terrain changers (Morgul Night is a great card to have here). So overall, Wild Fell Beast is a great card for its abilities, but its heavy play restrictions can be a significant problem.
Tharbad 

Site: Ruins & Lairs
Region: Cardolan
Site Path: Wilderness (2)
Nearest Haven: Rivendell
Playable: Items (minor)
Automatic-attacks: Men - 3 strikes with 6 prowess
Special: Items may be played here even if the site is tapped.
Cards Drawn: Opponent: 1 You: 1



Like Buhr Widu, this site allows you to play more than one item at it, in fact as many items as you want, even if it's tapped. But unlike Buhr Widu, Tharbad isn't actually that dangerous, though it's still somewhat so. It still has the two wilderness and Ruins & Lairs, which allow Dragon's Desolation to be played, but it's not the FOUR wilderness in Buhr Widu, so some of the Drakes etc. aren't playable there. But the rewards aren't nearly as high, however, only allowing you to play minor items (which a huge number of sites allow already, many of them much safer than this). Still, if you need a lot of minor items, maybe to equip a company for a hard journey (such as to Mordor), this is the place to go. The attack, as at Buhr Widu, is somewhat weak, in fact extremely so - 3 strikes at 6 prowess. Even a Hobbit has a better than 50% chance of defeating this attack. Anyone with 5+ prowess automatically defeats it. That's about all there is to say about this card. So overall, Tharbad is a good supply site for minor items, but the terrain it's in is often too dangerous to be worthwhile.
Scorba Ahunt 

Hazard: Long-event
Marshalling Points: 3
Prowess/Body: 10/7

Unique. Any company moving in Forochel, Angmar, and/or Gundabad immediately faces one Dragon attack (considered a hazard creature attack) -- 4 strikes at 10/7 (attacker chooses defending characters). If Doors of Night is in play, this attack also affects: Numeriador, Arthedain, and Rhudaur. 



You may have noticed on the region list there Rhudaur, which for those of you who haven't already realized this is the region where Rivendell is located. So any company moving in Rhudaur (moving to or from Rivendell), along with of course all the other regions listed on the card, is subject to this attack if this card and Doors of Night are in play. The attack itself isn't that great, but since it's a Dragon there's lots of room for improvement with enhancers. Without those, it still has some power. It's a 10/7, 4 attacker-chooses-defenders strikes. Not much danger to Glorfindel, or for that matter anyone with a pretty high level of prowess (like Wizards). Against Hobbits, however the chances drastically improve, to a good deal greater than 50% of their being wounded (since they need to roll a 9 or better). And of course if a Hobbit wants to get out of The Shire, or is used as a starting character, the two main ways to get a Hobbit, they're probably going to go through Arthedain or Rhudaur. If they start in The Shire they could escape through Cardolan in the South, but in Rivendell they're dead meat no matter where they move. And remember to factor in the fact that you do get four strikes, six if you use Scorba's personal enhancer Velocity of Haste, allowing you to possibly get some -1 modifiers against small companies (or use Deftness of Agility to assign extra strikes, though they are pretty weak ones). So Scorba Ahunt can be a great way to do immediate harm to a Hobbit deck, and for that matter to almost any deck. Now I admit it's rare that I'll ever go to Forochel, Angmar, or Gundabad, so in its non-Doors of Night version it's not particularly good, but with Doors of Night in play it can be very powerful. Plus there are the enhancers I just mentioned. Velocity of Haste gives you 2 extra strikes (with no body, but they are strikes), Dragon's Desolation and Prowess of Might each add 2 prowess, Dragon's Breath gives you the huge lot of enhancers I mentioned when I reviewed it. With just three cards you get Scorba to 14/7 with 6 strikes, a possible danger even to powerful cards like Wizards. So overall Scorba Ahunt is a very nice Dragon, one of the better Ahunts (and probably the best one for range), worth putting in almost any Dragon hazard deck.
Were-worm 

Hazard: Creature
Marshalling points: 2
Playable at: Wilderness (3)
Prowess/Body: 13/6

Drake. One strike. Attacker chooses defending characters. Defending company must discard one item of attacker's choice for each character wounded by Were-worm. Three Wilderness in site path are required. 



This creature has the potential to become a HUGE pain, especially for its special ability but even its basic stats are decently powerful. First we'll look at those. Pretty normal for a high-powered Drake, 2 marshalling points, 3 wilderness in site path (it can be hard to play, but it does help like all sorts of other things to hurt Radagast decks). 13/6 isn't much more deadly than the 12/6 of Wild Fell Beast, and with 2 fewer strikes WFB is a good bit better overall on the attack than Were-worm, but the special ability makes up for that and more. The ability, an incredbily powerful one at that, allows the ATTACKER (i.e. you) to choose an item in the defending company to discard. No fancy checks or anything like that, you just get to pick an item and your opponent has to discard it. Of course, you do have to wound a character in the defending company, but if that character happens to be a Hobbit (which are often in the best companies to do this to, I'll explain why in a moment if you haven't already guessed), and since you can choose the defender(s) it probably can be, then you can probably wound them and reap the benefits of this card. One scenario for this card's use immediately springs to mind: The One Ring. Yes, yet another One Ring strategy destroyer. One Ring companies often contain Hobbits, which just happen to be the perfect targets for Were-Worm. Attack and wound the Hobbit, then discard The One Ring. Of course it helps if you happen to have a One Ring handy and ready to play, since then you can almost immediately play it, and waltz over to Mount Doom before your surprised opponent can do anything about it (their hand will be so tied up with the One Ring strategy they probably won't have much of a hazard strategy ready). Easy win. And all made possible by this card. Never mind the other possibilities: Greater Hoard items, Dwarven Ring of Durin's Tribe (if your opponent has it and you want to be able to play it), if it's an item you can discard it. The only problem is the easy cancellation with Elven Cloaks et. al., but the possibility is certainly worth putting this card in your deck for. So overall, Were-worm is a great card, with a special ability that causes all kinds of problems for strategies which rely in any way on items.
The Dragons 

I'm not going to bother writing spoilers for all nine Dragons, but here's some quick statistics in table format (note you can find the home sites and their regions on the Dragons packet insert, so I won't bother giving those):

	Dragon Name
	Prowess
	Body
	Strikes
	Regions

	Agburanar
	15
	9
	2
	Wth. Heath, N. Rhov, Iron Hl, Grey Mtn. Narrows, (S. Rhov, Dorwinion, Heart of Mirkwood, Wood. Realm)

	Bairanax
	14
	7
	2*
	Wth. Heath, Gundabad, And. Vales, Grey Mtn. Narrows, (N. Rhov, Iron Hl, S. Rhov, Angmar)

	Daelomin
	13
	8
	3*
	Wth. Heath, N. Rhov, Iron Hl, Grey Mtn. Narrows, (Brown Lands, S. Rhov, Dorwinion, Dagorlad, Horse Pl.)

	Earcaraxe
	17
	7
	2*
	Andrast Cst, Bay of Belfalas, Eriadorian Cst, Andrast, (Old Pukel-land, Enedhwaith, Anfalas, Coastal Seas)

	Itangast
	18
	8
	3
	Wth. Heath, N. Rhov, Iron Hl, Grey Mtn. Narrows, (S. Rhov, Dorwinion, Heart of Mirkwood, Wood. Realm)

	Leucaruth
	16
	8
	2
	Wth. Heath, N. Rhov, Iron Hl, Grey Mtn. Narrows, (S. Rhov, Dorwinion, Heart of Mirkwood, Wood. Realm)

	Scatha
	15
	9
	3
	Wth. Heath, N. Rhov, Iron Hl, Grey Mtn. Narrows, (And. Vales, W. Mirkwood, Heart of Mirkwood, Gundabad)

	Scorba
	12
	8
	3*
	Forochel, Angmar, Gundabad, (Numeriador, Arthedain, Rhudaur)

	Smaug
	17
	8
	2*
	Wth. Heath, N. Rhov, Iron Hl, Grey Mtn. Narrows, (Brown Lands, S. Rhov, Dorwinion, Dagorlad, Horse Pl.)


Regions with () are Ahunt-only
* = Attacker chooses defending characters
For Ahunt versions, subtract 2 prowess and 1 body and add 1 strike, for At Home versions add 1 prowess. 



There's a pretty wide variety between the Dragons, with prowess ranging from 12 to 18 and body ranging from 7 to 9 (well, that isn't that significant, but the prowess is), regions spread all across the map, and art (which I didn't mention on the chart) ranging from quite bad (Smaug) to quite good (several, my favorite's Itangast). But let's look a bit at each one's unique features (if any). I'll also give each one a rating for its use as a hazard and one for its site (factoring in the Dragon's power, of course), which I'll put at the end of this review. I would rate art, but since in several Dragons there was more than one artist it didn't seem right. So here's my mini-reviews of the nine dragons:

Note: except for Leucaruth and Earcaraxe, who I know from other cards are both females, I'm referring to the Dragons as "he" instead of "she". This is not sexism on my part, I'm merely defaulting to "he" because Smaug was a he and that's the only Dragon directly mentioned in the text (other than Scatha, whose gender is not given on the books' brief reference to he/she). Though if anyone knows for a fact any of the other Dragons' genders, feel free to post an article about it.

First there's Agburanar. Agburanar seems mostly uninteresting, beaten out or equaled in almost everything by Scatha and inhabiting a slightly different (and more common) region. Agburanar's only advantage over Scatha is one fewer marshalling point, for which he sacrifices an entire strike. But Agburanar does have one special feature - his home site, Caves of Ulund, is one of only 5 sites where Greater Hoard Items can be played, a feature Scatha's home of Gondmaeglom doesn't have. The art's pretty good too, some people may not like it by I think Quinton Hoover's artwork is quite good. So Agburanar isn't that useful in a hazard deck by himself, but if used in one of his other forms, such as At Home, he can be a handy addition to a resource strategy. This edges up Agburanar to a pretty good position site-wise, but a fairly bad one hazard-wise, in fact probably the worst in that area.

Next comes Bairanax. Bairanax, like Agburanar, has a pretty standard region space, but is actually fairly strong attack-wise. Though he may have less prowess and body than Agburanar, the ability to choose the defending characters makes up for it and more. Bairanax is an excellent addition to many hazard decks, as a mid-to-high power dragon, and though his site isn't that great he himself is. The art is also great, Rob Alexander's done a nice job on this as on almost all of his pieces (and it's the only one where everything, including the site, is done by the same artist). So Bairanax rates pretty well attack-wise, a bit below average for Dragons, though his site rates fairly badly for resource strategies.

Daelomin is a lot like Bairanax, actually. Like both Agburanar and Bairanax his home regions are in the standard Dragon region space, and his only differences from Bairanax are an extra marshalling point, an extra body point, an extra strike, one less point of prowess, and slightly different regions. This edges him a bit above Bairanax IMHO, prowess not being worth all the other differences, and therefore a bit above average as a Dragon in general. His site/resource use is also excellent, since while he's fairly strong as a regular creature his At Home and auto-attack versions don't match up to that, and his site is another greater-item one. The art I think is quite spectacular, maybe not on the basic creature (probably partly due to the bad color correction on the limited-edition card I'm looking at), but the Ahunt version is great. Daelomin therefore rates pretty well hazard-wise, about average I'd say, and the best in the game site-wise, making him one of the better Dragons.

Earcaraxe is an interesting dragon, actually she's more of a sea-serpent really than a dragon. Her regions are quite unusual, to say the least, the farthest away from any of the others, all the way on the western side of the map. Her range is also the largest in her Ahunt form, covering all the Coastal Seas and more. Her attack is fairly powerful, the third best of any Dragon (as is reflected in her position on the chart below), and her range is also powerful as one of only two which can contain a haven (Edhellond in her case). Her site, however, is not so good, mediocre at best, with an attack as powerful as hers and only minor and major items and information (none of which exists in Hoard form yet, though it's a good idea for a new card). The art is very nice, as almost all of Angelo Montanni's is, especially Earcaraxe At Home. So overall Earcaraxe ranks fairly high as a hazard, but fairly low for resource strategies.

Itangast is the real powerhouse of Dragons. His prowess is fantastic, only matched by Shelob and Khamul, whose ranks he well deserves to join. He has more strikes than either of his nearest competitors, Smaug and Earcaraxe. He may not be able to choose the defending characters, but the extra strike and higher prowess make up for it. His range is the same as most Dragons, though he's one of the most feared creatures up there. Itangast is an excellent substitute for Nazgul in many decks that don't want to use up the large amount of support cards Nazgul require to make them even barely playable. He's one of the best creatures in the game. His site's also good for playable items, but he's so powerful it gets pushed down to mediocre range. And the art's great, particularly the basic creature card, which is as Itangast is in prowess in the same league as the all-time art champion IMHO, Khamul the Easterling, who still remains the best. Therefore, Itangast is the best Dragon hazard-wise, though he doesn't do that well site-wise as a result of that.

Leucaruth is an interesting dragon, occupying a range really all her own in Dragondom. She's a bit more powerful than Agburanar or Scatha, though not that much so, but she's not quite as poewrful as Itangast, Earcaraxe, and Smaug. Her strike setup, on the other hand, is the lowest of any Dragon, two strikes without choosing the defending characters. This to me puts her in a relatively low position overall for attacks, though your opinion may vary. She occupies, like most Dragons, a fairly standard range in the Northeast corner of the map. Her home site is actually quite good, since it's one of the 5 greater-item equipped ones, and this ranks far higher than her. She's useful as a lesser alternative to the "big boys", Smaug, Itangast, and Earcaraxe. So overall Leucaruth ranks quite badly hazard-wise but fairly well site-wise.

Scatha is a lot like Agburanar, as I mentioned in his review, but overall a bit more powerful. He has more strikes than Agburanar, and oddly enough a lesser site (because ICE wasn't ranking Dragons when they made the basic set). But as was the case with Agburanar, because of his lack of attacker-chooses defenders he doesn't do that well hazard-wise. However, Scatha is slightly different from the norm region-wise, inhabiting more of Mirkwood and less of that very top corner most Dragons inhabit. His site is somewhat mediocre, though it does have the nice touch of having gold rings playable, and the artwork varies from fairly good on the Ahunt version to quite superb on the At Home version (another excellent job by Liz Danforth). Scatha therefore rates a bit below average, below Bairanax but above Leucaruth, hazard-wise, and almost the lowest site-wise.

Scorba is the weakest dragon, yet because of his range in his Ahunt version he does surprisingly well overall as a hazard. And his attacks aren't that bad - really almost identical to Daelomin's except he's a point of prowess lower. And his range makes up for that easily, at least in the Ahunt version. Scorba Ahunt, as I just reviewed two days ago, can cover the one place where it's guaranteed characters (and probably Hobbits) will be played - Rivendell. At least he covers pretty much everyone moving from Rivendell, which anyone there will probably have to do eventually. But in his non-Ahunt version Scorba isn't as good, covering three rarely-visited regions instead of the more common ones of his Ahunt form. His site isn't very good for items playable, but he's weak enough to make up for it with the auto-attack. The art is pretty good, IMHO, maybe not as good as Itangast but still pretty nice. So Scorba ranks about middlish for attack, low prowess but balanced out by the high range on the Ahunt version, and around the same place for his site possibilities.

Our final dragon is Smaug. Smaug is the second most powerful Dragon, edging out Scorba just a bit in his fighting stats (by only one body point and nothing else, so it's pretty close), but Earcaraxe has over him an area not as already covered as his is. His area is pretty much the standard Dragon range, fairly unremarkable, which is quite the opposite of Earcaraxe's. His home site's a bit more attractive, helping him a bit in both the site and also a little in the hazard (because people are lured to his site more, and therefore him) categories, though IMHO he's still beaten out by Earcaraxe. That doesn't seem quite correct, since he was described as a particularly fierce and greedy dragon, though I suppose Itangast and Earcaraxe must also be that way. The art is quite varied, David Deitrick's version on the original creature is really one of the worst pieces in the basic or Dragons sets, but Smaug Ahunt and At Home, both done by Angelo Montanni, are very nice pieces. So overall Smaug ranks quite high for a hazard and pretty high for his site potential, neither of those the best in the game but he's right up there.

I don't have enough time unfortunately to do the strategic paragraph I mentioned earlier, so that's about it. Thanks everyone. Tomorrow we return to regular issues with COTD #201, Star of High Hope. 

Star of High Hope 

Resource: Long-Event

Environment. The prowess of each Elf and Dunandan is modified by +1 (by +2 if Gates of Morning is in play).



This is YAEC (Yet Another Earendil Card, I'll start using that with the many many cards with quotes from that one poem Bilbo read in Rivendell). It's not particularly amazing, but it can be a useful little supplement nonetheless. It does a very simple thing: adds prowess to Elves and Dunedain. You use it in a very simple way: play it to add prowess to all the Elves and Dunedain in play. With Echo of All Joy, it becomes a semi-permanent effect, but otherwise it's just a one-turn long-event. It's an environment, and therefore benefits from Gates of Morning (which doubles its enhancement from 1 to 2). It can also be harmed and canceled by all the usual cards, Twilight, Doors of Night, etc. This card really is useful almost any time, a point or two of prowess always helps and the only disadvantage is that it helps your opponent's Elves and Dunedain too. It gets Elrond and Thranduil up to 8 or even 9 prowess, making them supercharged fighters (though they're already pretty good), and with all Elves and Dunedain it at least helps a little. So the best time to use this really is when either one of your companies is going into a dangerous area (Dragon Country or Mordor particularly) or if you're playing an Elf or Dunadan - centered deck. Particularly the latter, since otherwise there isn't much reason to have this card in your deck in the first place. So overall Star of High Hope is a nice card for Elf and Dunadan decks, but otherwise isn't worth the deck space.
Bow of Dragon-Horn 

Resource: Major Item
Marshalling Points: 2
Corruption Points: 2

Unique. Hoard item. Warrior only: tap bow to reduce the number of strikes from one hazard creature attack not keyed to a site by one (to a minimum of one). Well, there are quite a few Earendil cards, some good (like Emerald of the Mariner) and some bad. This one probably falls, like yesterday's, somewhere in the middle. Its ability is fairly useful, but it's difficult enough to get so you may not find getting it worth the trouble. First the very basics. It's worth 2 marshalling point, and gives 2 corruption points, a fairly normal 1:1 ratio. It's a Major item, which would not seem too bad, except that it's also a Hoard item. That makes it playable at only nine sites. Fortunately, unlike some items this one is playable at all nine of the Dragon home sites, including the fairly easy Zarak Dum (an excellent place for cards like this, with a very easy attack, and though it can't take Greater hoard items it does Minor and Major ones just fine) and other easy ones. Its effect is nice, but as I said it's not really worth the effort. It allows you to reduce the strikes from hazard creatures not keyed to sites. Right away one group of creatures comes to mind, actually two: Drakes and Dragons. Drakes for the most part aren't keyable to site types, but only to region types, making them easy prey for this card. And while the regular Dragons can be keyed to sites, the Ahunt ones can't, so they should be subject to this too. Of course lots of other creatures can also be affected, but since this happens to be the Dragons expansion set and this card the Bow of Dragon-Horn those seemed the most appropriate. This effect basicaly allows you to double a warrior's role of taking strikes for the weaker ones like the Hobbits: now a Warrior can both defend a strike and also remove one, effectively handling two strikes. So overall Bow of Dragon-Horn is a fairly decent card, with a nice effect, but difficult enough to get so it may not be worth the trouble. 

Dwarven Hoard 

Resource: Short-Event

Tap a Dwarf at a Dark-hold or Shadow-hold. The site is considered to contain a hoard until the end of the turn. 



This card single-handedly destroys the almost absolute need to go to a Dragon home at some point in the game. Now you can reap all the benefits of Hoard items without even going to a dragon home. There are a total of 13 Shadow- and Dark-holds, more than there are Dragon home sites, all of which you can give hoards with this card (though not all of them have greater items playable). 8 of these take minor, major, and greater items, more than doubling the number of sites Greater Hoard items are playable at. It's also non-unique, it can be duplicated on sites, and all it requires is that you tap a dwarf. Great effect for a fairly low price. You can see the uses of this right away. For example, Arrows Shorn of Ebony. To use its effect, you have to discard it, which gives -1 prowess -2 body to a strike and defeats all strikes if that one is defeated. If you're in Mordor, and you play it on a Nazgul, let's say, you won't have it any more to play on another Nazgul, or on Shelob. So just pop in to Minas Morgul or wherever and get yourself another one. Yes, it's dangerous, too much so really for the fairly small effect of Arrows Shorn of Ebony, but you get the point. There are two disadvantages though. One is relatively minor: you have to tap a dwarf to play this. The danger in that comes from the fact you're in a fairly dangerous area, where Nazgul and other dangerous creatures can be played, and your Dwarf could find himself in quite a bit of trouble with the negative prowess of being tapped and facing an attack. Still, it's only one dwarf, and probably at most he'll only get wounded (since they're on average pretty good characters for body). The other problem is that this effect only lasts for one turn. If you don't have Dwarven Ring of Durin's Tribe, that isn't much to get annoyed about (since you probably couldn't play more than one item anyway) but if you do, it's a significant concern. Still, overall Dwarven Hoard is an excellent card, worth putting in any deck that makes significant use of Hoard items, and vital to converting your One Ring / Mordor deck over to work well with Dragons.
Sand-drake 

Hazard: Creature

Marshalling Points: 1

Prowess/Body: 12/-

Drake. Three strikes. Attacker chooses defending characters. May be played keyed to Khand and Harondor. If Doors of Night is in play, may also be played keyed to Ithilien, Nurn and Horse Plains. 



Sand-drake is very similar to Scorba, but in a different area and in one way better than him. Same basic statistics, 12 prowess, 3 attacker-chooses-defenders strikes, no 8 body like Scorba, but different and possibly better regions. Plus Sand-drake has the minor bonus of having fewer marshalling points, a slight benefit but still noticeable. However, Sand-drake has a good deal more range than Scorba himself, and almost equal range to Scorba Ahunt (which is a good deal weaker than Sand-drake). Sand-drake, once again like Dragons, has a specific set of regions it can be keyed to, and nowhere else. It can be played a good deal south of Dragon Country, right above Mordor mostly, in an area of the map only a few dragons (in fact only one, Daelomin Ahunt) come close to. Now admittedly this area isn't visited much for the most part, but three of the best factions in the game (the Variags, Easterlings, and Southrons) are all in there. And so is something far more important: the only way into Mordor. In fact, all of the regions around Mordor except Dagorlad are covered by Sand-drake. The only ways in without going through Morannon are both blocked off (Imlad Morgul and Nurn). Finally there's a decent use for Morannon, though I'd hardly go through that much danger just to avoid having to fight the Sand-drake, when compared with the dangers in Morannon like the Nazgul. Not to say the Sand-drake isn't powerful, it is, it just can't compare with the dangers of Mordor. But it's still overall a useful creature to keep around to help fight off One Ring deck advances.
Frenzy of Madness 

Hazard: Short-Event

Playable on a Shadow-hold not in Gorgoroth, Nurn, Udun, or Imlad Morgul. If you discard (from your hand) a hazard creature playable at the site, one dragon hazard creature may be played this turn keyed to this site. Alternatively, Daelomin may be played at the site this turn (without discarding a creature). 



This card expands the playability of dragons to a few more sites, and also opens up the possibility of terrain enhancers more fully than it was before. 6 new sites are immediately opened up with this for Dragon play, shadow-holds spread out fairly far over the map. The problem, however, is that most of these are in regions where Dragons are playable anyway, and even for those that aren't there are still threats from cards like Nazgul too so you really don't need this card that much to expand coverage. It can prove useful, yes, allowing you to reach a couple more sites, and also allowing a large expansion into Ruins & Lairs with terrain changers. But Ruins & Lairs are already covered by Dragon's Desolation, and no dragon has to sacrifice anything to be played at them with it. Plus it covers them without enhancers, and even though it's limited to ones with Wilderness in their site path most R&L have that. So this card really doesn't get you that much of an expansion in the way of coverage. And what it does give you comes at a price, too, for most dragons. In order to play them with this, you have to sacrifice another creature (yet another Magic concept creeping in to METW) playable there, and considering that most creatures playable in those places are fairly powerful that can sometimes be a sacrifice. But also remember that a lot of creatures, weak ones too, are playable to Shadow-holds, such as Crebain and some of the Orcs. But then you have to keep one of those otherwise almost useless creatures in your deck for purposes of sacrificing it, wasting valuable space. And although Daelomin can be played without that, his range is fairly large anyway, and he's only one out of nine different Dragons (10, if you count Cave-drake, though its range is fairly good anyway). So overall Frenzy of Madness is not a very good card, which only expands Dragons' range by a few sites and costs much too much to be worthwhile.
Incite Denziens 

Hazard: Short-Event 

Creates an additional automatic-attack at a Ruins & Lairs until the end of the turn. This is an exact duplicate (including all existing and eventual modifications to prowess, etc.) of an existing automatic-attack of your choice at the site. This automatic-attack is faced after the automatic-attack it duplicates. Cannot be duplicated on a given site. 



Immediately after you read this card's text one obvious use springs to mind: Dragons. In fact this card fits in perfectly with Dragons, which is probably why it was released in the Dragons expansion set. It works on Ruins & Lairs, which just happen to be the type of site Dragons inhabit. And it duplicates the often very deadly Dragon automatic-attacks, not only on the regular site auto-attacks but if you prefer (and you probably will) At Home attacks. Now you can put Itangast At Home at Gold hill, play this card on it, and have not just one but TWO attacks of three strikes at 19 prowess each. With any At Home dragon this card is very deadly. Keeping a few of these around in your hand or wherever can help you to make those already very dangerous Dragon home sites just a little more deadly. Plus there's the possibility of enhancers, of course. An At Home Dragon (let's say Smaug for this example, since he's one of the most powerful ones and has attacker-chooses defenders, which enhancers usually don't give you). With Eye of Sauron, Arouse Denziens, and Awaken Denziens, for example, in addition to this, you now have 2 attacks of 4 attacker-chooses defender strikes with 24 prowess each. Total of 8 24-prowess strikes, far better than most Nazgul among other things. And that's just a few of the enhancers available. Plus there's literally nothing bad about this card, the only possible problem is that it can't be duplicated on a given site but if your opponent's dead then there's really no problem there. So overall Incite Denziens is a great card, well worth putting in almost any deck, especially ones that make significant use of auto-attacks.
Incite Denizens

Yesterday all the little denizens went out trick-or-treating. Today, after much sugar, they are now incited. 

Incite Denizens - Hazard - Short-event 
Creates an additional automatic-attack at a Ruins & Lairs until the end of the turn. This is an exact duplicate (including all existing and eventual modifications to prowess, etc.) of an existing automatic-attack of your choice at the site. This automatic-attack is faced after the automatic-attack it duplicates. Cannot be duplicated on a given site. 

Of the Denizen cards, this is probably the best. While the others have their uses, upping prowess and doubling strikes, this has a definite advantage. 

First, most of the time, it has almost the same effect as Awaken. Awaken doubles the strikes, this makes the same attack twice, basically the same effect. The advantage to Awaken is that it does all sites and all attacks, but has the disadvantage of hurting you too. Incite has the advantage that in order to cancel it, you will need two cards instead of just one. This is quite a significant advantage, and on top of that, it doesn't hurt you too. 

While this card is useful on any Ruins & Lairs, it is especially useful on Dragons at Home. You can make a company face the first Itangast auto-attack and then Itangast twice. This can make them think more conservatively about how they go about the attack, because if they don't defeat Itangast, they'll get him for seconds. 

A couple of caveats, though. First, according to the latest rulings, Incite does not copy other At Home abilities (like Itangast's +1 CP to greater items). Also, if the first attack is discarded (they use Marvels Told or the Palantir of Osgiliath or they actually defeat it), then Incite is too. Not to mention Incite may just be giving them a second chance at the several MPs (the MPs are copied too AFAIK). 

Perhaps the best use of this card is in conjunction with the other Denizens cards. If you play Arouse and Awaken and Incite (one of them on guard, perhaps) then it's really a Ruins & Lairs to worry about. However, as I have mentioned enough times by now, they can just wait another turn to enter. In a race near the end, this may be not doable, and you might eliminate some characters (and thus MPs). Also, with a deck built around these cards, like I have, it is possible to prevent a company from entering for quite a while (I would get at least one card a turn to enhance the attack, and then Incite on guard. Stalled him for 10 turns at least). 

So overall, Incite Denizens, as well as Awaken and Arouse, can be very useful in slowing down the opponent with hardly any risk of MPs. 
Riddling Talk 

Resource: Short-Event

Riddling attempt. Playable on a character whose company is facing an attack of the type listed below. Character makes a roll (or draws a #) modified by: +2 for each sage and +1 for each Hobbit in his company. If the result is greater than 8 against Dragons and Drakes, 10 against Men and Giants, 12 against Slayers, Awakened Plants, Orcs, Spiders, and Trolls; then name a card and opponent must reveal his hand. If the named card is in opponent's hand, the creature's card is discarded (all of its attacks are cancelled) and the hazard limit against the character's company is decreased by three. 



This card allows a nice, though not guaranteed, way to cancel attacks and reduce hazard limits. It almost sings of combos, too, such as Palantiri. This card's text is fairly complicated, as is its effect, but the concept really is quite simple. You make a roll, modified by various amounts and needing to be greater than various amounts, then if you guess correctly one card in your opponent's hand (just pick an obvious one like Twilight if you're actually guessing) you can discard an attack and your hazard limit goes down by three. So it's a fairly complicated process to get this card's effects to occur, but when you do the effects are quite powerful. It may not work on all attacks, but it works on many, and works quite well on Dragons and Drakes (hmm, I wonder why...), so there are certainly instances to use it. It also goes very well with Palantiri decks, especially with cards like Palantir of Amon Sul (which lets you look at your opponent's hand, naturally useful in this case) that fit perfectly with its ability. In fact, this is almost like STCCG's (yes, I did play that once, though I don't anymore) infamous Telephathic Alien Kidnappers (this card with discards instead of cancellations) and Alien Probe (a permanent Amon Sul) combo. Except it's not quite as deadly and it's legal for tournament etc. play. With Amon Sul, however, or even without in some cases, and in Dragon Country especially, this card can be a very useful addition to your deck. So overall Riddling Talk is a nice card, useful somewhat in many circumstances and particularly good with Palantir combos.
Wizard Uncloaked 

Resource: Short-Event

Spell. Wizard only. Return all hazard permanent-events on characters in your Wizard's company to opponent's hand. Wizard makes a corruption check modified by -2. 



This card has the very basic use of clearing up all the corruption cards, permanent-events, etc. that your company has gathered in their many journeys. Fairly fitting to the idea of a wizard getting tempramental, and lashing out at and destroying all the hazards around him. The use of this card is simple, you merely play it as a spell to clear your company of all hazard permanent-events on it. Its spell status makes it recyclable by Saruman and Wizard's Staff, a little bonus for use with Wizards (which are the only characters it can be played by anyway). You can then remove all the corruption cards etc. from your wizard's company's characters. Then the Wizard has to make a -2 corruption check. This last part is the main reason not to play Wizard Uncloaked, making it fairly risky to play it (a corruption check is bad enough, -2 is horrible). Your wizard had better be pretty well prepared corruption-wise before playing this card or else you could very well end up almost commiting suicide with it (force a corruption check on yourself that loses you the game). Even with that, though, this card is often useful. It can be quite handy to get of a few nasty corruption cards before going into a dangerous area where you could very easily get more. Or after leaving a dangerous area, for that matter. The one problem is that your opponent does get the corruption cards back in his hand, though some cards can fix that. Anyway, Wizard Uncloaked is overall a nice utility card that can be useful in many circumstances for removing corruption cards etc.
Bairanax 

Hazard: Creature
Marshalling Points: 3
Prowess/Body: 14/7

Unique. May be played at Ovir Hollow. Dragon. Two strikes. Attacker chooses defending characters. If Doors of Night is in play, may also be played keyed to Withered Heath, Gundabad, Anduin Vales, and Grey Mountain Narrows; may also be played at sites in these regions. 



Bairanax is another interesting Dragon, a fairly good one too. He's not quite as good as some of them, but he's better than others, a little below midrange overall. He's fairly high for power too. He gets 14 prowess with 2 attacker-chooses-defenders strikes. Not quite as good as Daelomin, 13 prowess and 3 a-c-d strikes, but good nonetheless. His regions are fairly normal, Anduin Vales isn't quite as common but he's mostly fairly normal in location. He's a bit farther west than some, though. His site's actually not particularly good, minor and major items only, but generally he's pretty nice. About the only other major aspect of Bairanax is his enhancer card, Deftness of Agility, which allows you the nice ability of assigning two 14-prowess strikes to the same character. Good way to almost insure victory. That's really about all I have to say about Bairanax, the rest has already been said about other Dragons etc. One more thing is that the art's pretty good, Rob Alexander as usual did a nice job of it, and it's the only art where the site was done by the same artist as the Dragon whose home it is. So overall Bairanax is a nice midrange Dragon, not quite as good as some but still a nice addition to many Dragons decks.
Ireful Flames 

Hazard: Permanent-Event

Affects the following sites: The Loney Mountain, Irerock, Zarak Dum, and Gold Hill. For any item to be played at one of these sites, its player must remove an item in his hand from play that would itself be playable at the site. Cannot be revealed as an on-guard card. Discard Ireful Flames when any play deck is exhausted. 



Cool. But also downright EVIL. This card makes three of the five Greater Hoard Item sites much more difficult to use, as well as the additional dragon site Zarak Dum. It can't be used On Guard, so fortunately that risk is eliminated, but the rest still remains. The basic effect of this card is to force you to REMOVE FROM PLAY (not just discard) an item playable at one of those sites in order to play it. Now yes, you can just stock up your hand with a couple of Daggers of Westernesse, or another fairly weak or common item like that, but there's still the risk of not having one when you've finally gotten in to a Dragon site. As I said, fortunately it's not playable on-guard, so you'll know about it before you enter the site, but even with that true you still will at least be forced to wait a few turns until you have an item you're willing to permanently lose in hand. Plus this effect is permanent, so there's no easy removal except by waiting for a deck to be exhausted or playing one of those few cards that remove Hazard Perm-events. The biggest problem with this is it effects both you and your opponent. So the best time to play this is right after you've done a Dragon run, or with a deck that doesn't use Hoard Items much. It's also useful for porting your Wizards decks over to Dragons, helping you to get rid of some of the Dragons deck advantages. So overall, Ireful Flames is a nice (but quite evil) hazard, powerful enough to do your opponent significant harm but unfortunately it affects you too.
Three Golden Hairs 

Resource: Permanent-Event

Unique. Playable at any site on a non-Wizard, non-Hobbit diplomat character (other than Galadriel) at the same site as Galadriel. All corruption cards on the bearer are discarded when this card comes into play. +2 to all corruption checks by bearer. 



This card is a bit limited in who it can be played on, but if it is played on someone it can give them a nice big help to corruption checks. First the effect, then the limitations. The effect comes in two parts, both of which are quite useful. The first is that it simply removes all the corruption cards currently on the character. Even by itself this does a fair deal of good. If a character's got two or more corruption cards on him, this ability is quite a help. Plus there's the other, more powerful ability. It gives the character an instant (and permanent) +2 to all corruption checks. That's +2, and all checks. As good as two fellowships played together, along with something else to remove corruption cards (though with +2 to corruption checks that's pretty easy even without a remover). So the abilities are obviously good. But there's also the many limitations of this card. First of all, the character can't be a Wizard (one of the biggest targets for this otherwise), can't be a Hobbit (fairly minor considering they all alreaedy get at least this much of a bonus) and has to be a diplomat (one of the rarer skills). In total you have about 15 or so characters this card can be played on without a Magic Ring of Words (which gives its bearer diplomat skill). In addition to this limitation, you also have to play it at the same site as Galadriel, meaning that you have to have Galadriel out, taking away 9 mind points, and you need to manage to get a character other than Galadriel who meets all of the requirements to the same site as her. Pretty steep requirement. But useful in decks with Galadriel (several other cards depend on her, too, so you can set up mini-strategies based on Galadriel). Overall, Three Golden Hairs is a card with a nice ability, but so many limitations it's often almost useless.



Just to tell you in advance, even though I'll mention it in the issues too, on Monday since I don't have that much time before I have to leave for the airport (new security regulations from the TWA 800 crash) for my two week vacation there will be a slight temporary change in the COTD setup. On that day I'm posting two COTDS, written by raters and not me (and therefore without actual ratings in them), but still "official" issues. Let me specifically say this: THIS IS TEMPORARY. THEY'RE NOT TAKING OVER THE COTD. So don't write me asking that. I'm still doing it, and will continue with it when I get back. There'll just be two issues written by raters on that one day. 

Master of Wood, Water, or Hill 

Resource: Short-Event

Ritual. Tap a sage to change one Wilderness to a Border-land or Shadow-land or one Shadow-land to a Wilderness or one Border-land to a Wilderness. Sage makes a corruption check. 



Master of Wood, Water, or Hill is one of the most versatile terrain changers in the game, allowing you to change any Wilderness, Border-land, or Shadow-land up or down a step (to the next less dangerous or next more dangerous type) in their type. It's only a temporary change, but it's versatile enough to make up for it. Plus of course there's always the possibility of playing these in series. For example, Fog, which moves all terrain types except coastal seas one step closer to wilderness. You can use that to bring almost all regions into the range of this card, then use this card (or possibly several of it) to make further changes. And by that bring a Dark-domain up to a Wilderness or even a Border-land. You can also use this when making a journey through several wildernesses, to change one into a border-land and so avoid Dragon's Desolation, Drakes, and the like. Now actually a question comes up about this, because of the wording - if anyone, including Scott, has an answer, please e-mail me in addition to posting because it's the only way I'll get it when I return (I can't read 3000 or so messages when I get back). Is this change actually permanent? It says nothing about "until the end of the turn". Even though it is a short-event, it doesn't seem to me to necessarily end immediately. If it is permanent, my rating for this goes up significantly, since it allows a permanent change in terrain type and therefore all sorts of benefits (such as making Gorgoroth a Border-land with Fog and two of this). Otherwise it's still useful, just not as much so. There's one more thing about this card, a significant disadvantage - it forces a corruption check after it's played. Since the sage playing this will often be your Wizard, there's a significant risk to playing it. Still, there aren't any negative modifiers to the check, so it's not really that bad. Therefore, overall Master of Wood, Water, or Hill is a sometimes useful utility card, quite helpful for manipulating terrain types to fit your goals.
Exile of Solitude 

Hazard: Short-Event

One strike of an at home manifestation of any unique Dragon can attempt to capture a non-Wizard character. This strike's prowess is modified by -1. If this strike is successful, it forces the discard of the character (with no body check) and all cards he controls. Alternatively, all strikes of Earcaraxe at Home attempt to capture all non-Wizard characters defending against her strikes. 



Exile of Solitude is one of the better Dragon enhancers, giving greater power to all Dragons and even more of that power to Earcaraxe (who many enhancers don't apply to, so she deserves a good one all her own). This card allows dragons to "capture" non-Wizard characters (non-Wizard for reasons you'll see in a moment). Capturing (as I interpret it from this card) means that a capturing strike is modified by -1, and if sucessful it discards the character without body checks along with all their cards. Right away, of course, you'd think of the Wizard, since that allows you to win the game, so obviously it doesn't work on them. Another excellent use is on Ring-bearers, such as Hobbits, and unlike Wizards using this on them is allowed. Or for that matter use it to eliminate some important Hoard Item they've just gotten. There are all sorts of uses for this. And the -1 prowess is not that significant with powerful creatures like Dragons, especially when you consider the results. Finally there's a way to avoid those pesky body checks which otherwise harm the attacks with plenty of prowess to spare and little trouble wounding characters. Exile of Solitude allows you to use this with any at home unique dragon on one strike of its attack. While this isn't that much, remember that you can pick which strike to use it on, and so get some sort of choice about Hobbits vs. Glorfindel. And though At Home dragons may not be used that frequently, when they are this card makes them even more dangerous than they already are. Earcaraxe, however, gets it better. First of all, her At Home is the only one with Attacker Chooses Defenders. So her two 18/7 strikes can be targeted however you wish. And in addition to that, both (or more than two if you have strike enhancers) strikes attempt to capture their defending characters (assuming they're not Wizards). So anyone going to Earcaraxe's home faces quite a lot of danger. Overall, Exile of Solitude is a pretty nice enhancer for At Home dragons, but because of their limited range isn't as powerful as it potentially could be.
METW Companion 

Book: Player's Guide
Bublished by ICE, #3334, 215 pages ISBN 1-55806-257-2, Price (avg.) $15.00 Can be ordered from ICE at (800)325-0479 



This is a great book. A REALLY great book. And I mean great. If this book was out when I started writing COTDs I hardly would have needed to - it does much of the work itself. But since it doesn't cover Dragons (one of its few disadvantages) there still is work for me until another Player guide comes out (by which time we'll be in to War Hosts and I'll be once again ahead of it). I recommend this to any METW player, beginner to advanced. As with the Companion, I'll go through each section one-by-one, not going into very much detail because there's so much information in this book. Oh, and a bit of news from the back of the book - THERE'S ANOTHER PROMO CARD COMING OUT. The spoiler for it is at the end of this review. You'll like who it is. 

Introduction - Just a quick one page thing, not that much info, won't bother writing about it. 

Part 1: Strategy Guide - This section alone, like several others, justifies buying this book. Unlike the tiny little strategy section in the Companion, this 38-page giant goes in to detail on every part of METW strategy. Lots and lots of useful advice (except they do give Pallando a good review in the Wizard comparisons, so it isn't entirely correct, but everything else is great). Some nice decks, too, to help you with your deck building strategies. 

Part 2: League Play - This small 3-page section is actually very useful. It provides some nice guidelines to setting up and running METW leagues, with various rules and advice. If I ever set up an IRC league it'll be using this. 

Part 3: Card Entries - The largest part of the book, occupying all the pages after section 2, 176 of them, has a brief review for every single card in the Wizards set, including some general summaries for regions. It also includes reviews of five of the Promo cards, for some reason they don't include Ireful Flames. In addition to the brief reviews, something I've already done (for free), there are more interesting things: descriptions of what each card represents. It tells about all nine Nazgul, for example, and their backgrounds. Plus where Smaug, Daelomin, and Leucaruth come from. And more background on the Palantiri, too. I think it's all taken from ICE's RPG books, but for those of us (like me) who don't have all of those it's extremely useful. Various notes and so forth accompany each section. The Wizard section is also nice. 

Overall, the METW Player Guide is an extremely good and useful book, well worth the money and useful to any METW player from beginner to expert. I highly reccomend it, and give it a perfect 10.0 by my rating scale. 

Dragon's Blood 

Hazard: Short-Event

Playable on a character facing a Dragon or Drake strike (before the dice are rolled to resolve the strike). If the strike fails, the target character must make a body check modified by -1 if he has armor, by -1 if he has a shield, and by -1 if he has a helmet. Cannot be duplicated on a given character. 



Dragon's Blood is a good way to almost guarantee success in Dragon strikes. If the strike succeeds, the character is wounded and must face a body check, and if the strike fails, the character isn't wounded but they still have to make a body check. The wording on this is a bit unclear about that second check. What part of the check is modified? Is it a good -1 or a bad -1? My guess is that it's a good one, since logically having armor is going to protect you from corrosive Dragon Blood and probably not hurt you. So when can you use this? Well, the best use of this, as I said, is to help insure damage from a Dragon (or Drake) strike. Particularly a weaker Dragon strike, where your victory is not as almost-guaranteed as it is with ones like Itangast or Smaug. Though almost all Drake strikes benefit from it. This card even works with some cancelers, ones that say "all its strikes fail". Not Torque of Hues, however, the most commonly used attack canceller, which simply cancels the attack and nothing else. This card in general is especially useful against Wizards, who are so hard to kill but so rewarding if you do. But there is one problem which prevents attacking a specific character repeatedly - it can't be duplicated on a given character. So you can only use it once to protect your strike. Sort of an odd limit, if you ask me, doesn't really make sense since you're not exactly going to be immune to Dragon Blood after being subjected to it once, but that's how the card's written. Overall, Dragon's Blood is an interesting card, a useful backup to lesser-powered Dragons (and Drakes, too, who are generally less powerful than Dragons) and a valuable help to Dragon decks.
Burglary 

Resource: Short-Event

Tap a character to make a burglary attempt at a site in lieu of facing its automatic-attacks. Tap the site and make a roll modified by +2 if the character is a scout and +3 if he is a hobbit. If the result is greater than 10, an item normally playable at that site may be played with the character. If the attempt fails, the character must face all automatic attacks alone. 



This is almost exactly like that optional rule for Burglaring, except it applies to everyone. And there's the minor change that the character has to tap whether the attempt succeeds or not, while in Burglaring you only have to tap to play an item. So let's compare the two. There's no real reason to use the optional rule over this, other than that this uses up a card. Since at the moment all Hobbits are Scouts, they all get +5 to the roll (3 for being a Hobbit and 2 for being a Scout), meaning they have to roll greater than a five just like in the Burglaring rule. But the difference is that other characters can use it too. Scouts can use it and have to roll greater than 8, difficult but not impossible. Non-scouts can use it and have to roll greater than 10, sort of stupid since the chances of that are very slim. Now let's briefly discuss the merits of Burglaring in general. The main benefit of this is to give you a chance to get out of auto-attacks. That's about all. Thorough Search is the way to get an extra item out of a site, not this. All this does is let you avoid the auto-attack. Now in some sites that can be useful, such as Dragon ones. You can use this to get by the Dragon auto-attack, and an At Home incarnation too if one's there. With a Hobbit your chances are pretty good, too, 13/18 or about 72%. With non-Hobbit Scouts it lowers to 5/18, or about 28%, and with other characters it's a mere 1/12 or about 8% (I'm pretty sure of these figures, BTW, but not positive). So unless you've got someone who can slay a Dragon anyway (like Fram Framson or Glorfindel or someone with Wormsbane) it's probably best to limit this to Hobbits. Even with Hobbits there's the risk factor. There's still that 28% chance they won't succeed in Burglaring and will have to face the Dragon's fury alone. And face certain wounding and possible death. Still, overall Burglary is a fairly good card, useful in some dangerous situations to avoid difficult auto-attacks.
Flatter a Foe 

Resource: Short-Event

Flattery attempt. Playable on a character whose company is facing an attack of the type listed below. Character makes an influence check (modified by his unused direct influence and +2 if a diplomat). If successful, the attack is cancelled and the hazard limit for the character's company is decreased by two. This influnce check is successful if the result is greater than: 10 against a Dragon; 11 against Men or Drakes; 12 against Trolls, Orcs, Elves and Giants. 



Flatter a Foe is yet another attack canceller, but with a twist. There are conditions to that cancellation, and in addition to cancelling the attack you also decrease the hazard limit with this card. Let's first go over the play itself. You can play this on a character whose company is facing a Dragon, Man, Drake, Troll, Orc, Elf (I don't think there are any of those right now), or Giant attack. You make an influence check, oddly enough, making a roll and adding unused direct influence and in this case +2 for diplomats. And if your check beats a certain number, you cancel the attack and shave two points off the hazard limit. There are several uses for this. The obvious problem right away is making the check succeed. With the >12 creatures, you can't without modifiers, and it's extremely difficult with the >11s and >10s. So you almost need a diplomat. Or a character with a LOT of unused direct influence (probably a Wizard, though four of them are diplomats too). In fact the best characters to use this with are Wizards. Most of them already get +2, bringing the Dragon number down to 8, and probably give you a couple of free direct influence points (especially if you're using the Wandering Wizard strategy and have lots free to influence factions). So they have a pretty good chance of pulling this off. But most other characters don't. The biggest problem for this card is that there are several other attack cancellers which don't require checks, they just work. Like Torque of Hues, for example. But the combination of this and the hazard limit modifier gives this card some uses, though you'll have to use it early in the turn or else the hazard limit modifer won't matter, you'll already be past it. Overall, Flatter a Foe is a fairly good attack canceller, more useful than many in some situations.
Elf-path 

Resource: Short-Event

Playable only at the end of the organization phase. Tap an elf. If his company's site path only has one or two regions with no Dark- domains and no Shadow-lands, opponent may only play hazard creatures this turn that are keyed to the company's site. 



This card has one main purpose, a great and important one. It lets you dodge Wildernesses. Stressing the "es", i.e. two or more. And all just for the price of tapping an Elf. This card is one of the few ones in Dragons which actually contributes to Radagast-based strategies, rather than hurting it as most do. Let's look at the basic strategy. Its play is fairly simple. You just tap an elf, and the effect occurs if the site path has no region worse than a Wilderness. The effect itself is to make hazard creatures keyeable only to the site, not the site path. This can be a tremendous benefit for Radagast decks. However, it doesn't stop everything. Dragon's Desolation, for example, is keyed to the site as a result of the site path. So since the site path is still the same, a double-wilderness to a Ruins & Lairs (or even single wilderness with DoN) is still a possible play space for a Dragon. But it's powerful nonetheless. For example, with Radagast. Carry this, as well as an Elf, with Radagast's company, and you can go through four wildernesses on a single turn with virtually no attacks. It's even sneakier if you make the site you're travelling to a free-hold. Or a haven. You can run a nice little route back and forth between Rivendell and Blue Mountain Dwarf-hold, using region movement to avoid Grey Havens, and taking an extra step through Cardolan to make it four wildernesses. Even better - run between Rivendell and Lorien, two havens with four wildernesses in between. Just go south through Hollin and pass through there instead of High Pass. There are all kinds of routes like this. And this card, Elf-path, is the key to unlocking those. Three of these lets you draw a whopping 12 cards with Radagast safely. More each time you recycle the deck. This strategy works for almost any wilderness movement, too, such as going through Mirkwood on a trip to "Dragon country". But unfortunately it can't help you with Shadow-lands or Dark-domains, so you are constrained a bit. Still, overall Elf-path is an excellent card, well worth putting in many decks, especially Radagast ones.
Smaug Ahunt 

Hazard: Long-Event

Marshalling Points: 5

Unique. Any company moving in Withered Heath, Northern Rhovanion, Iron Hills, and/or Grey Mountain Narrows immediately faces one Dragon attack (considered a hazard creature attack) -- 3 strikes at 15/7 (attacker chooses defending character). If Doors of Night is in play, this attack also affects: Brown Lands, Southern Rhovanion, Dorwinion, Dagorland, and Horse Plains. 



Finally a Smaug with really good art. The art on this card is spectacular. Much better than the junk they put on his original creature card (they really should re-issue that, then I wouldn't have that eyesore in my card binder), and a good deal better than the At Home one, too (which looks a little bored IMHO). This card really shows the dragon's fury. But let's move on from the art to the actual card. It's probably one of the best Ahunt dragons. You get three 15/7, attacker-chooses-defenders strikes, first off. That's pretty good. Better than many of the Creature dragons, like Daelomin (and she's actually a pretty powerful dragon). The range is also fairly good, it may be just Dragon country but it's an awful lot of Dragon country. In fact, most of it is covered by Smaug with DoN in play. Like all Ahunt dragons, Smaug Ahunt is temporary but with Will of Sauron becomes permanent. And also like all Ahunt dragons, he hurts you too if you go in that area. So both of these are partial disadvantages to playing Smaug Ahunt. Another one is the 5 marshalling points your opponent gets for killing him, quite a whopping sum. So there are both advantages and disadvantges to playing Smaug Ahunt. One final disadvantage is that, in addition to giving your opponent 5 marshalling points, when Smaug Ahunt is killed you also make The Lonely Mountain undefended. While this can be good for you as well as your opponent, if your opponent's killing Smaug they're likely to be closer to The Lonely Mountain than any of your companies, and therefore they might be able to get there first (remember, it's one of the Greater Hoard Item sites) and play an item there (tapping it) before you. Still, overall Smaug Ahunt is a fairly useful dragon, one of the better Ahunt ones, and worth considering in many dragon decks.
Gothmog 

Hazard: Creature

Marshalling Points: 3
Playable at: Dark-domains, Dark-holds
Prowess/Body: 14/9

Unique. Troll. One strike. May also be played following an Orc or Troll attack in a Shadow-land or Shadow-hold. 



Gothmog is one of the most powerful non-Nazgul, non-Dragon creatures in the game. 14 prowess, while small for a Nazgul, is quite mighty for a mere Troll. So Gothmog finds much of his use in decks that don't want to go to all the trouble of supporting Nazgul or Dragons but do want a good creature for Dark-domains and Dark-holds, a role he fulfills quite well. The basic creature is right away fairly strong. It may be only one strike, but it is 14/9, very good for a non-Nazgul/non-Dragon. He's a Troll, opening up many enhancers we'll look at in a minute, and in addition to being playable in Dark areas he can also be played in Shadow ones after Orcs (finally a good use for the little guys) or Trolls have made an attack there. Now while 14/9 is pretty good, in fact very good, as I said before, there still is plenty of room for improvement. That's where enhancers come in. Some good ones include Minions Stir (increases number of strikes and prowess), Fury of the Iron Crown (+4 prowess), and Carrion Birds (played afterwards, the weakened company is easier prey for them). Those first two alone make him a two-strike 19/9 creature, more powerful than any other one in the game without enhancers. Pretty strong. Another good use for Gothmog is actually in Nazgul decks, both as a backup for the Nazgul and also as a creature to use who doesn't rely on the Nazgul enhancers. Though some of the enhancers for Nazgul also help him, such as terrain changers which allow Dark creatures to be playable elsewhere. Gothmog also has a definite future for cards, with Dark Minions coming very soon and other expansions (Lidless Eye and War Hosts, mainly, I don't have much info on them so don't ask) probably providing still more enhancers. Overall, Gothmog is a very nice creature, one of the best non-special (not Nazgul or Dragon) ones.
Emerald of Doriath 

Resource: Minor Item

Corruption Points: 1

Unique. Hoard item. +1 to direct influence against Elves and Elf factions. If bearer is a Wizard, your general influence is increased by two. 



A fairly decent card, while not extremely powerful it definitely has uses. First the basic statistics. It's a minor item, no marshalling points and only one corruption point, and also a hoard item. The hoard item part makes it a fair amount of trouble to play, so it's right away only useful in decks which really benefit from it. Such decks are few. It's mainly good with a Wizard, both for its Wizard enhancer and because they have enough direct influence to really do something with it. It's also mostly useful in Elf decks, since it main enhancer relies on those, particularly Elf factions since one extra influence point won't help you much on influencing characters. A slightly better increase is its bonus for Wizards, increasing your general influence by two points. This is actually worth something. First of all, it's one of very few ways to help your general influence, since cards that do anything for it are scarce at best. If you've got a lot of drain on general influence (though that's not very likely with a Wizard in play, as required by this card, it can happen, especially with Wizards as starting characters), from a lot of characters, this card can help to relieve some of that. In fact, you can even tie in this card's two abilities on a Wizard. Use the general influence one to allow you to switch a character from direct (by your Wizard) to general influence, then use the Elf faction enhancer to further your chances of getting Elf factions out successfully, now more likely with your Wizard because of the extra you've just freed up and added. So it's valuable in the famous "Wandering Wizard" strategy for those Elf factions (though there are only two now, more are bound to come in the next few expansions). Overall, Emerald of Doriath is a pretty nice item, a bit costly because of the Hoard part but its abilities can occationally be useful.
Worm's Stench 

Hazard: Short-Event

Playable on a company that has already faced a Dragon or Drake attack this turn. The prowess of each Spider and Animal attack against the company is increased by two for the rest of the turn. Additionally, if Doors of Night is in play, all Wolf attacks receive +2 prowess and all Wolf, Spider, and Animal attacks receive +1 strikes for the rest of the turn against the company. 



Worm's Stench is a nice little creature enhancer, very useful to play after a Dragon. It gives your Spiders, Animals, and possibly Wolves a little +2 prowess boost and possible extra strike as well. Right away there's an obvious strategy here - series. Play a Dragon first off, then go out and play your Spiders, Animals, and Wolves in great numbers afterwards. It does apply to all of them played after it, remember, not just one. You can launch off four or five of those attacks against a large company. That's the main, and pretty much only use for this card's effect. It fits in just great with slowdown strategies, so all you players with slowdown decks should benefit tremendously from this card. Some great choices for creatures to play with this are double- or triple- wilderness ones, since (with Drakes anyway) you've already got them in that situation and you might as well take advantage of it. Additional good creatures are ones like Morgul-Rats who need all the enhancers they can get (the Rats have plenty of strikes, but very low prowess, so a +2 can be quite a help). Overall, Worm's Stench is a fairly good creature enhancer, a worthy thing to include in slowdown decks.
From the Pits of Angband 

Hazard: Long-Event

At the end of each turn, each player may take 1 unique dragon manifestation or 1 Drake hazard creature from his discard pile and shuffle it into his play deck. Alternatively, if Doors of Night is in play, at the end of each turn, each player may return 1 unique Dragon manifestation and/or 1 Drake hazard creature from his discard pile to his hand. Cannot be duplicated. 



This card is the ultimate recycler for Dragon decks. Sure, your opponent benefits from it too, but if your opponent isn't playing heavily on Dragons and you are this card lets you utterly annihilate him. It's a Long-event, but at fact is easily remedied with The Will of Sauron, so there's not that much worry there. Even without Doors of Night, it's fairly useful, and with them it's an absolute powerhouse. The basic ability is a simple recycler, not particularly great, which lets you bring your Dragons and Drakes back to your play deck to be eventually used again. This helps somewhat to continue Dragon strategies, but isn't that amazing. With Doors of Night, though, this card really shines. It lets you return Dragons to your HAND, AND in addition lets you return a Drake there, both from the discard pile. That's two creatures, recycled directly to your hand from when they were discarded. This gives you a turnaround of just one turn to play a Dragon (or Drake) again. It's useful in practically any Dragon deck, particularly when you're playing against an opponent who doesn't play Dragons that heavily or your own deck doesn't go into Dragon Country that much. In those cases you get a good deal more than him out of this card, making it more worthwhile to play. One way to play this is to only put one or two Dragons in your deck. Creatures are best suited to this, since the Ahunt ones are permanent anyway from Doors of Night and the At Home ones are also permanent. However, since Dragons are so difficult to play a lot of the time (and while this recycles the Dragon, it doesn't recycle Dragon's Desolation) and once they die, you can't re-use them, this card is almost better with Drakes. You can take a Drake, particularly a nice and flexible one like Land- or Light-Drake, and just keep playing it again and again and again, without ever having to wait to draw it. Another use for this card is as a safety net and a hand extender (a much better one than Pallando, too). If you draw a Dragon, and at the moment your opponent isn't up in Dragon Country, just discard it and wait. When your opponent goes up there (or looks like they're preparing to), magically bring it back with From the Pits of Angband, and then play it on them as if you'd been saving it the whole time. With enough advance warning, you can do this with several Dragons and Drakes, which you can then unleash on your opponent all at once to utterly demolish his company. Overall, From the Pits of Angband is a great Dragon enhancer, the "Nazgul are Abroad" of Dragons, well worth putting into any Dragon deck.
Alert the Folk 

Resource: Short-Event

Playable on a company facing a Dragon or Drake attack (not Earcaraxe). Discard from your hand any one or two factions playable at sites in Northern Rhovanion, Iron Hills, Woodland Realm, or Anduin Vales. All characters facing the attack gain a bonus to their prowess equal to the total marshalling point values (as printed on their cards) of the factions discarded. 



Hmm, fairly decent card but not that great. To understand this card you first have to know what factions are in those four regions. There are five of these: Iron Hill Dwarves, Men of Northern Rhovanion, Wood-Elves, The Great Eagles, and Beornings. Oh, and I forgot the men of Dale and Lake-Town, bringing the total to seven. These factions vary in both usefulness and likelyhood to be included in a typical deck. The best of these to play with this card is The Great Eagles, since they're not played very often and are difficult to get out when they are. But since it's doubtful you'll include them in most decks, they're not that useful with this card. Really, though, this is good with any of those factions, considering what it does with them. These two- and three-marshalling point factions can really add up to quite a bit of prowess if you exchange marshalling points for it. So this is an excellent card to give you a fair chance of surviving some of the stronger Dragon attacks. Oh, and there is an 8th faction, Returned Exiles, which is also difficult to play, gives FIVE marshalling points, and is playable at sites where a Dragon was defeated (which can include one in Northern Rhovanion, The Lonely Mountain, if Smaug dies there). It goes perfectly with this card, giving a whopping 5-prowess bonus to all your defending characters. Overall, Alert the Folk is an occasionally useful card to defend against Dragons, though it is a big complex to play and wastes perfectly good factions.
Helm of Her Secrecy 

Resource: Permanent-Event

If Eowyn is in your hand, this card is playable on a company facing an attack (before strikes are assigned) - the company must contain a character with Edoras as a home site. If enough influence is available to control her, Eowyn may be played with (i.e., joins) the company. She gains +2 prowess, +1 body, and +1 direct influence. If the attack is a Nazgul, place Helm of her Secrecy with Eowyn following the attack. Otherwise, discard this card following the attack. Regardless, Eowyn remains in play. 



This card accurately translates into METW terms how Eowyn came to the Battle of the Pelennor Fields. As you may remember, she was riding with the rest of the Rohirrim, looking like a perfectly normal soldier hidden behind her helmet, and then suddenly appeared, to the surprise of everyone. This card does that exact same thing. It lets you flexibly play Eowyn, with a nice prowess/body/D.I. bonus thrown in, any time you want to, making her a significantly better character than she is otherwise (my rating of her from COTD #53 goes from a 7.0 to a 9.0). So this is a great card to keep around in hand if you've got any Rohirrim in your company to conveniently unleash Eowyn if the need arises. It's particularly useful against Nazgul attacks to make Eowyn a 4/8 (10/8 against Nazgul) powerhouse. And she gets to pop in with her 10 prowess right away against a Nazgul attack, with a good (almost 50%) chance to smite even the Witch-King (especially with his body halved). So another good place for this card is with companies travelling to Mordor (i.e. One Ring decks), since you just have to include an Edoras-homed character (of which there are several choices which aren't very hard to get out) and keep Eowyn and this card in hand. Overall, Helm of Her Secrecy is a nice enhancer for Eowyn, but of course in decks without Rohirrim and Eowyn it's perfectly useless.
Fatty Bolger 

Character: Scout Hobbit

Marshalling Points: 1
Mind: 3
Prowess/Body: 1/8

Unique. Unless he is one of the starting characters, he may only be brought into play at his home site. All of his corruption checks are modified by +1. He can tap to cancel a strike against another Hobbit in his company. Home site: Bag End 



Oh, and I don't know about avalability of this, it is a promo card and a blue-bordered one, if you send a SASE to ICE and ask for it they'll probably send you one. Fatty Bolger is another interesting Hobbit, with a special ability that distinguishes him from the others. His primary use is as a defender for other Hobbits, carrying around a strike canceller without any item or event. He's also fairly cheap, and not as useful corruption-wise as other Hobbits. So let's look at the uses for old Fatty. His main place is in Hobbit decks, as a worthy character to accompany them on their various often-dangerous quests. He himself isn't that great, other than his special ability, so I wouldn't reccomend him as your only Hobbit, but in companies with others he's a useful aid. By himself, however, he's just a weak little character with corruption checks beaten by all other Hobbits and equaled by several other characters. And don't go to too much trouble to protect him, he isn't worth that much, your time's probably better spent protecting other, more singularly valuable characters, and he can't cancel strikes against himself. Overall, Fatty Bolger is a cheap way to keep your other Hobbits safe, worth thinking about for One Ring decks and other decks that rely on Hobbits.
Hey! Come Merry Dol! 

Resource: Short-Event

Playable at the end of the organization phase on a moving company. Each Wilderness symbol in the company's site path counts as half a Wilderness. When calculating the number of Wildernesses in such a site path, round down the final result. 



Hey! Come Merry Dol! is a very useful card for all kinds of decks. It allows you to cut down the danger of wildernesses quite significantly, eliminating single wildernesses and cutting down double, triple, and quadruple ones. However, this modifier does apply to everything that uses wilderness, so some strategies suffer from this. Let's look at the uses. The best place to put this card is in almost any deck that doesn't have Radagast. Radagast and this card do not mix well together. Radagast may be able to go through four wildernesses and only have it count for two with this, but he only gets to draw two cards as well. So using this with your Radagast speed deck is a dumb idea. Lots of decks, however, do benefit from this. If you're travelling through heavy areas of wilderness then this card is a great thing to have. Mirkwood and Dragon Country are two good places to have this, as is the Northwest of Middle-Earth which is fairly safe except for its large numbers of Wildernesses. The best situations to use this are ones with three or fewer wildernesses - with four you still have the deadly two-wilderness situation which allows lots of nasty creatures to be played. A final use for this card is as a counterer for Withered Lands, which doubles wildernesses, to turn those back into one wilderness. Overall, Hey! Come Merry Dol! is a very useful card, worth putting in almost any deck as a protection when travelling through wilderness.
Look More Closely Later 

Resource: Short-Event

Ritual. Tap a sage to untap a site at which "Information" is playable. Sage makes a corruption check. 



Look More Closely Later is a very simple short-event, almost in the "utility" group like Twilight et. al. but not quite. It's a member of that new class, Rituals, sort of like a spell, and is the third card in the game (the first two were the Dwarven Ring of Durin's Tribe and Thror's Map) to allow you to untap sites. Now Information is a fairly popular thing for a site to have by itself, but there's another use in addition to that. The best place to use this card is at Isle of the Ulond, home of Earcaraxe, and also a Hoard item site with Information. This is therefore a good alternative to Thror's Map for some Hoard items, since Earcaraxe, while hard to kill and very powerful, is actually excluded from many of the Dragon enhancers, and so is not as dangerous in many ways as Smaug or Itangast. This card, in fact, is probably why Isle of the Ulond has Information playable, to give it an extra edge over the other hoard sites. There are lots of other places to play this, too, like the easy-to-reach and therefore often overused Information site The Wind Throne (included in every starter pack). But you do have to be a bit careful about playing this card, since it requires a sage and forces a corruption check. Since a lot of the time a company's only sage is its Wizard (all of them except Radagast have that skill) a corruption check forced by this card can be rather dangerous. Still, many decks will find this card essential and useful enough so the corruption check is insignificant, such as Ring decks (Ringlore, Information site required and tapped by it). In ring decks, in fact, this card serves as a stepping-stone to Dwarven Ring of Durin's Tribe - play a gold ring, any gold ring, then wander on over to The Wind Throne, untap it with this card, use Ringlore to get out your Durin's tribe ring, then use that to untap The Wind Throne again to bring out another ring with Ringlore. Continue until you've used up all your gold rings. Wizard's Staff used to continually recover this card is also an extremely good combo (thanks to Farmer Maggot for this tip). And another neat thing Eonwe pointed out: the sage doesn't need to be at the site to untap it. So you can just set up a sage with Wizard's Staff and this in Rivendell and let your companies run around wherever they want, untapping information sites for them when needed. Cool. Also, as I said before, Dragon-based resource strategies benefit from this, making Isle of the Ulond much easier to re-use. Overall, Look More Closely Later is a useful little card to help out ring-based and dragon-based resource strategies.
#252: Look More Closely Later

As my first review of a single card, I decided to do a card that's a metaphor for the COTDs: 

Look More Closely Later - Resource - Short-event 
Ritual. Tap a sage to untap a site at which Information is playable. Sage makes a corruption check. 

As a metaphor, the Card of the Day ratings are designed to give insight into what a card does. They are designed to give some strategy analysis that is deeper than when you first open your pack and see the card. Hence, the COTDs are a closer look at the cards. 

Now, on to the review proper. Look More Closely Later is a ritual so you can recycle it via Wizard's Staff, but before you do that, you need to know if you want it in your deck first. It's effect is pretty simple, untapping an info site, with a minor penalty, a tapped sage with a corruption check. 

How useful is that effect? There are sites that have Information playable at them: Amon Hen, Dimrill Dale, Stone-circle, The Wind Throne, Weathertop, and Isle of the Ulond. Take note of that last one. Isle of the Ulond not only yields Information, but hoard minor and major items (and hoard info, if they want to make any of that... FBI files?). With this card, a sage, and a wizard with Wizard's Staff, you can set up to loot Isle of the Ulond (and chances are slimmer that your opponent will have Earcaraxe than a dragon that can be played at another lair). 

This card has uses other than Isle of Ulond, though. It can be very useful if you somehow ended up with a couple of Dreams of Lore in your hand (and have several sages) or if you want to go some place like Dimrill Dale and play some Ringlores and get out a couple of Dwarven/Magic rings. 

So, all in all, Look More Closely Later can be a quite useful card if you plan on making use of at least one information site, but not generally useful otherwise. 

Left Behind 

Hazard: Short-Event

Playable on a non-Wizard character whose copmany is facing an attack of five strikes or more. Following the attack, character splits off into a different company with the same site path as the company in which he was. He faces a separate movement/hazard phase this turn with a hazard limit of one. He may rejoin his original company following all movement/hazard phases. 



Left Behind has a lot of gaping holes in its abilities, making it not particularly useful. Its effect is to give one character some possible problems and get to play an extra hazard. This could be decently useful if it was easy to play, but it just isn't. The only way to play this is after a 5+ strike attack, most of which are weak and not used very often by most players, and you need to keep this card around until you find one. Not too useful. But let's look at what situations you can use it in. One good place to use this is Mordor (especially with Morgul-rats as the trigger, good way to follow up the destruction they can cause). You can kill off a pretty good character, better yet the ring-bearer if your opponent is planning to dunk the ring, just by separating them off and using a Nazgul. A Nazgul can actually work unenhanced against a character who's Left Behind, since you don't need them to choose defenders because there's only one to choose. Hobbits are the best targets for this, and since they're often ring-bearers it fits with the Mordor usage, but even without that this is a convenient way to kill the little guys. But not anything much bigger. Anybody with a decent prowess is unlikely to be killed by just one attack, which is all you can make with the hazard limit of 1. Here's a nifty strategy with this: leave behind someone without playing this card on them, instead play it on the other characters in their company. With a company of two or three characters this works perfectly. Leave Behind the two weaker ones, or the ones you don't care about killing as much, and you get two hazards playable on the stronger one. Great with a wizard on Shadowfax, you can win the game with this card. Oh, and you can use this to break up Fellowships, too, by forcing a company to break up. But still, overall Left Behind is a fairly mediocre card, not playable very often and mostly useful just as a Hobbit-killer.
Host of Bats 

Hazard: Long-Event

Against each company, 1 Orc hazard creature may be played that does not count towards the hazard limit. Any character wounded by an orc attack makes an additional body check at -1. Additionally, if Shadow of Mordor is in play, any character wounded by an attack keyed to (or an automatic-attack at) a Shadow-hold or a Dark-hold makes an additional body check modified by -2. Cannot be duplicated. 



Host of Bats is actually a pretty good helper for Orcs. It doesn't remove all their deficiencies, but it does give them an extra little kick. Plus it establishes Shadow of Mordor as another DoN-like card that helps other cards while in play. It's a pretty nice card. It right away makes an Orc effectively free, not counting against the hazard limit, so there's very little to lose. And then it lets you force additional body checks, admittedly not as good as your first one but still nice. It may effect both you and your opponent, but played the right way at the right time it can hurt him more than you. Plus you can control its duration somewhat with Will of Sauron. There are all kinds of neat uses for this card. First, there's the obvious target of Hobbits. The one reason you can't squash the little guys already is because they all have high bodies. With up to three different body checks, you can tone down that number some. Let's look at an example with the standard high body of 9. With one check, the odds of it succeeding are only 1/6. With an extra check, even modified by -1, the odds rise to 1/4. With that other extra -2 check, the odds slightly increase further to 5/18, though that extra check isn't that significant. So the upshot of this is that you have a significantly better chance of killing a Hobbit (or Wizard, or some other high-body thing) with this card than you would otherwise. You can almost guarantee death of an enemy if you pull this off four separate times. But that's pretty hard. Especially considering how weak Orcs are and how they're needed to get the -1 extra check. You almost require a few enhancers to make this card usable on anything other than Hobbits. The other problem with pulling this off four times is that it can't be duplicated, so unless you have Will of Sauron this is a one-shot deal. As for the fact it can be used by your opponent, too, think of it this way: unless your opponent also happens to be using a strategy with Orcs and this card, it's doubtful they'll be able to take much advantage of it. Very few people play with Orcs, at least very few that I know do. I certainly don't. But I may with this card now out. Overall, Host of Bats is a nice Orc enhancer which makes those normally ultra-weak orcs just a little bit more usable.
Hobgoblins 

Hazard: Creature

Marshalling Points: 1
Playable at: Wilderness (2)
Prowess/Body: 10/-

Orcs. Two strikes. Two wildernesses in site path are required. 



Hobgoblins is, IMHO, the first actually decently powerful Orc card. Their prowess is about average, better than the most Orcs which are normally very weak, it gets two strikes, and it's fairly widely playable too. It has better-than-50% chances of killing a Hobbit un-enhanced, and with enhancers is a very threatening creature. It even has some chance of killing a Wizard, or for that matter any character except Glorfindel. It's useful in all kinds of decks and situations. The most obvious one, of course, is an Orc deck, something finally made possible by the Dragons expansion and (hopefully) extended further in Dark Minions and beyond. Played with powerful enhancers like Host of Bats and The Iron Crown (the latter is especially useful because Hobgoblins is only worth 1 marshalling point and is worth sacrificing for the +4 prowess it gets on its attack). Those two alone make it a 14/-, playable without counting as a hazard against the hazard limit, and (in some areas) providing a total of THREE body checks forced apon anyone it wounds. Almost the equal of some Nazgul. And it's an Orc, too. As for the best times to play this, any time it's playable is pretty good, particularly if you have enhancers in hand, and particularly if Host of Bats is out. But as I said, any time is pretty good. Overall, Hobgoblins is a nice and very powerful Orc creature, increasing the potential for Orc decks quite a bit, worth including in any deck with a few good enhancers for it.
Lore of the Ages 

Resource: Permanent-Event

Corruption Points: 2

Playable on an Elf at a Haven; tap the Elf. When facing an attack, bearer may tap to give +1 prowess to all characters in his company against the attack. Bearer makes a corruption check. 



Lore of the Ages is like an item that isn't. Making it a Special Item and deleting the "tap the Elf" would make it almost identical (except it'd be an item instead of a permanent-event). It even has corruption points like an item. So you start out by playing this like an item, not tapping the site (because it's a haven and the card doesn't say to tap like items automatically do), and then you use it like an item by tapping. The main reason it's not an item is because it's knowledge instead of material. But taking a look at the actual ability, that's pretty useful too. It gives you a nice little kick to your company's prowesses. There are many situations to use this. In fact, it works somewhat in almost any company with an Elf. Just include one of those versatile Elves in your company and play this on him (fairly easy since it's playable at a haven). Try not to give him much else in the way of corruption-producing stuff, since he already has 2 corruption points from this and may be making a lot of corruption checks. Then just tap him when needed for that little extra kick. Better yet, keep more than one Elf (this card is very good for Elf decks since you can play a bunch of it) in your company and play several of these, one for each Elf. Unfortunately, you can't really repeat this on one Elf, because it isn't allowed in the wording. All it does is give you the ability, playing two simply gives you that ability again but doesn't add anything. But still, two Elves with this can give you +2 prowess against one attack (or +1 against two), and three Elves can give you +3. So this card is great to have around and play whenever you're about to go into Mordor or Dragon Country, to give you a better chance of actually killing one of those nasty Nazgul, Dragons, or something like that. The more strikes, the more useful this card is, since more strikes = more characters facing it = more used +1 enhancers. Overall, Lore of the Ages is a very nice little event-item (as I like to call this type of card) which can be quite helpful in many situations.
Dragon-Sickness 

Hazard: Short-Event

Playable on a character bearing a major or greater item. Character makes a corruption check modified by -1. 



Dragon-Sickness is like Weariness of the Heart for a specific situation. It works on characters with major or greater items only, but in exchange modifies the corruption check by -1. So it's more powerful but less widely usable. Still, the situations it does work in are often the best to use it in anyway. Let's look at some specific uses. The best case to use this in, IMHO, is against a character with a Greater Item palantir (especially with Bane of the Ithil-Stone out). Saruman, of course, is the best potential character for this, since you can win the game if you corrupt him. You've got a character with SIX corruption points (in the situation I just described) making a corruption check at -1. That's pretty good odds. They need to roll an 8 or better to survive, otherwise they're out of the game. Less than a 50% chance for them. With almost any character bearing an item or two this card works better than Weariness of the Heart. Especially since, as I said before, Wizards are susceptible to corruption as much as or more than anyone. A couple of strategically placed corruption cards on an item-bearing wizard plus this can mean death for your opponent. The main characters to avoid playing this on, unlike with most cards, are Hobbits. Playing this on most Hobbits will do almost nothing. Your chances will be practically nil of succeeding with this card in destroying a Hobbit. So one obvious target can be avoided by just putting your Torque of Hues with a Hobbit, and a couple of other items too from your important characters (Wizard etc.). Overall, Dragon-Sickness is an excellent way to force a corruption check, like a better version of Weariness of the Heart.
Tales of the Hunt 

Resource: Permanent-Event

Corruption Points: 2

Playable on a Man at a Border-hold; tap the Man. Bearer may tap to untap any character in his company. Bearer makes a corruption check. 



Tales of the Hunt is another card of the same type as Lore of the Ages, an event-item, played in ways almost identical to a special item except that it's not. Since I've already gone over the features of these in Lore of the Ages, I'll get right to the specific uses of this card. This card can, to put it simply, transfer a tap from a man to another character. It gives that man the ability to tap in exchange for untapping someone else. Therefore, it's an extremely good way to re-use a character so you can use their abilities more than once in one turn, simply by tapping another man. More than one man allows more than one untapping, as more than one Elf with Lore of the Ages allows more than one prowess enhancer. So this card, in general, is an excellent way to untap characters. Plus, it's permanent, or pretty much so, allowing you to re-use this ability again and again. You can keep a man or two around expressly for the purpose of untapping and re-using another character. Finally a use for some of those one and two mind ones like Barliman Butterbur (too bad Pallando isn't a Man or he'd be good with this too). Against attacks that can't choose defenders, you can keep around a beefy character or two and then untap them after one attack to be ready for the next. Therefore this card is excellent, like many cards, in decks where you send your companies into dangerous areas. Overall, Tales of the Hunt is a very useful little permanent-event, worth putting in almost any deck, particularly those that rely heavily on just one or two powerful characters (like a Wizard).
Vanish in Sunlight! 

Resource: Short-Event

Modify the prowess of one Nazgul or Undead attack by -2 (by -4 if Gates of Morning is in play). 



Vanish in Sunlight is a great card for all kinds of uses. Its very simple effect of reducing Nazgul or Undead prowess is nonetheless useful for a wide variety of situations. The main time to use this is, of course, against a Nazgul or Undead attack. You can play it to make Nazgul seem more normal and Undead seem downright weak. Especially with the rarely-out Gates of Morning. This card is more likely to be used against Nazgul than Undead, since Undead are generally not very powerful and in many situations you don't need to worry about them. Therefore, this card is best to use with any strategy which ventures into Nazgul-patrolled spaces, allowing you an additional safety against an unfortunate Nazgul attack. You can also use it for shadow-lands and holds, since those are sometimes Nazgul-filled with Fell Beast. Finally, you can use this to counter one of the often-important elements of a corruption deck, undead-forced corruption checks. This card can effectively eliminate those, too. However, you still do need a decent character to counter these attacks, even if it's not as dangerous as before for them, so against Khamul or whoever Glorfindel-level characters are still needed. Overall, Vanish in Sunlight is a nice little assistant against those nasty and often very destructive Nazgul attacks.
Noose of the Sea 

Resource: Long-Event

Affects each company with a Costal Sea in its site path. The ongoing effects of all resource short-events that were played during the organization phase are cancelled for the duration of the movement/hazard phase and the site phase. Such short-events have no effect on this card(i.e., it may not be cancelled by such a short- event). 



This card has a fairly long text but a very simple meaning. It cancels all resource short-events on companies traveling through Coastal Seas. The uses of this aren't particularly numerous (if it canceled ALL short-events, including ones played during the movement/combat phase, THEN it would be useful), applying only to the Short-Events played as enhancers (which there aren't that many of). Though there are some of these, none of them are that significant, and few of them can actually do any harm to an attack. So it really isn't that great ability. And, in addition to that, it requires a Coastal Sea deck to be played against, of which the numbers are increasingly rare anyway from Earcaraxe and Wind of Wrath. And though they can't cancel this card, few of them could anyway. About the only place this could be useful is against an opponent who you know is going to Coastal Seas, or possibly in a deck which relies heavily on attacks and things like Long Winter and Snowstorm to drive your opponent to the seas. Still, overall Noose of the Sea is a fairly mediocre card, whose only real use is in those few situations where your opponent is in Coastal Seas.
Waybread 

Resource: Special Item

Only playable at Lorien. Discard to untap bearer or bearer and one other character in his company. Alternatively, discard during organization phase to allow its bearer's company to play an additional region card. 



Nice idea, but just not that useful. This is mostly due to the fact that it's only usable once, which IMHO isn't compensated for by its very easy (playable at Lorien) play. You might find some use in this card, but not much. Its effect is very simple, alowing you to discard it to untap (the other use is not even too noteworthy except as a backup use for it, since other cards do the same thing better) its bearer and another character. The discard part here is the key. While untapping may be useful, you can get similar effects from Tales of the Hunt (as an example), which is actually re-usable unlike this card. The main place this could be usable is as an occasional extra untapper, in situations where one or two characters are very important to your strategy and their being untapped is key. This includes One Ring decks and decks which heavily use the powerful abilities (except in Pallando) of their Wizard. But in those decks most of the time Tales of the Hunt will be better anyway. The only thing this card really brings that's of any interest is the fact it taps two characters, possibly helping a few specific combos, but that's not that interesting or important. Overall, Waybread is a card that might be useful in a few situations, but really should have been a lot better considering how useful and necessary (the entire quest of the ring couldn't have happened without it) it was in the books.
Washed and Refreshed 

Resource: Short-Event

Playable at the end of the organization phase on a moving company. When the company's new site is revealed, the company may untap a number of characters equal to the number of regions less than four in its site path. 



Washed and Refreshed has a very interesting concept, which isn't really that useful but is interesting nonetheless. Its main purpose is to untap characters, like several other cards we've reviewed this week (it's coincidence, I didn't plan to do all these untappers but it just happened), which in this case happens as a result of moving less than four regions (you can untap a character for each region less than four, but you have to be moving). This would be a good idea, except that it happens right when the new site is revealed. This is after the organization phase, and the untap phase in which everyone untaps anyway, and before the movement/hazard and site phases. So you can't really use this to untap that much. All you can do with it is untap the few characters who've tapped during the organization phase. The only other use for this is as a counter for cards like Worn and Famished (you can tell this card's related closely to it, change the name to Rested and Fed and you've got exact opposites) which otherwise prevent you from untapping during the untap phase. Other than that, there's very little you can do with this card. Overall, Washed and Refreshed is a fairly useless card, only really good against a few specific hazards, not worth putting in most decks.
More Sense than You 

Resource: Short-Event

Playable before strikes are assigned on an untapped character or ally whose company is facing an attack. Tap target character or ally. He may not be assigned a strike from this attack. 



More Sense than You is a great card to play in many situations where your characters would otherwise be in danger. It prevents them from being assigned a strike from an attack. There are many fascinating uses for this, but also one major rules question which I'll say immediately. What happens in the case of only one character in a company? It's perfectly OK by this card to play it on him, he can't be assigned strikes, so what happens to the attack's strikes? My guess is that the attack is just cancelled, but ICE may have different views on this. But getting on to the card's uses, the main places to play it, as with many cards, are Mordor and Dragon Country. Nazgul with Fell Beast are all attacker-chooses-defenders, as are several of the Dragons, and since those creatures have both that and very high prowesses (and are therefore very dangerous) their attacks are perfect prey for this card. So keeping a few of these in hand when travelling somewhere dangerous (and playing them on your Wizard and/or Hobbits when facing a big attack) is a good idea. There is one condition, however, to this card's play: the character you play it on has to be untapped. So you can't play this to help those wounded characters out, and you can't use it to alternate your defenders (i.e. once Glorfindel's tapped out from one Nazgul give him a break and make the Dragon face Fram Framson instead). But it still can be useful in a wide variety of situations, as a protector and general aide. So overall, More Sense than You is an extremely useful card to protect your more important characters from dangerous attacks.
Song of the Lady 

Hazard: Long-Event

At the end of the organization phase, each company at Lorien that wishes to move must make a roll (or draw a #). This roll is modified by: -1 if company contains any Men, -1 if company contains any Hobbits, +2 if company contains any Dwarves. If the result is less than 7, the company may not move this turn. 



Song of the Lady is a great card to use in any hazard strategy which involves slowing down your opponent. It also slows you down, however, so you have to plan around it. Its basic effect is simply to create a fairly sizable chance of a company not being able to leave Lorien and being forced to remain there for a turn. Just to give you some quick statistics, the chances of the company being forced to remain range from 1/6 to 13/18 (about 17% to 72%). So it varies from company to company, which also creates a method for you to mostly avoid this card's effects. The main situation to use this card is when your companies are harmed very little by it while your opponent's are harmed a lot. This means that your company should probably contain at least one Dwarf, and maybe not have either Hobbits or Men in it (though that situation is pretty rare, you can pull it off with some marshalling point strategies). And your opponent's company, preferably a ring one since those are the most likely to have Hobbits, should not have Dwarves, and hopefully have Hobbits and Men. This makes the perfect situation to play this card. It cuts off your opponent from the main gateway to the entire East of Middle-Earth, or when they do go there often forces them to wait an extra turn or two before leaving. This can make a valuable difference in time for you, and definitely helps counter decks which depend on speed to win. Overall, Song of the Lady is a great card for almost any slowdown hazard strategy or to use against almost any speed deck.
Dragon's Curse 

Hazard: Permanent-Event

Corruption. Dark enchantment. Playable on a non-Wizard character facing a strike from a Dragon hazard creature attack. The strike's prowess is modified by -1. The character recieves 2 corruption points. The target character makes a corruption check at the end of his untap phase. Cannot be duplicated on a given character. During his organization phase, a sage in the target character's company may tap to attempt to remove this card. Make a roll (or draw a #): if this result is greater than 6, discard this card. 



Dragon's Curse is a corruption card fairly prejudiced towards the "forcing corruption check" side but not too dangerous on the "giving corruption points" side. Still, when combined with other corruption point sources it can be quite dangerous. It's a Dark enchantment, the first corruption card to be so, playable on anyone except a Wizard. You do need to have them facing a Dragon hazard creature attack, not only rare as a Dragon but rare as a creature dragon too. But when you do get this card out it's well worth it. Not only does it provide two corruption points, it also more importantly forces the character to make a corruption check at the end of every untap phase. There's a greater than 50% chance of removing this card, yes, but it has the potential nonetheless to be quite a problem. As for uses, the main place to use this card is in, of course a corruption deck, which also has to be a dragons deck so it's an unusual strategy. This card is therefore quite useful in the sideboard of a corruption or dragons deck, to pull out if your opponent's strategy can be hurt by it. Overall, Dragon's Curse is a useful card to counter your opponent's Dragon strategies with a corruption one.
Dragon's Hunger 

Resource: Short-Event

Playable on a Dragon or Drake attack. If one is available, opponent must discard a hazard creature from his hand; this reduces the company's hazard limit by one. Otherwise, the attack is cancelled. 



Dragon's Hunger is an excellent way to harm your Dragon-playing opponent's whole strategy. It either forces him to discard a hazard creature and reduce your hazard limit, or cancel the attack. Either way you get quite a lot from playing this card. The first ability is probably the more useful of the two. If you're going into Dragon territory and your opponent has attacked you with a Dragon or Drake, you can play this to get rid of another one. This helps to make those areas a bit safer, especially when this card is played in series (so Palantiri can be a valuable help for timing, letting you see your opponent's hand and know what they're planning). And apparently from the card's text you can play three of these on just one Dragon or Drake attack, it doesn't have any "Cannot be duplicated on a given attack" or anything like that. And not only does it eliminate one threat, it makes another one not playable by reducing the hazard limit. It can also even be useful in One Ring decks, so if your opponent slips up and plays a Drake on your way to Mordor you can kill off his Nazgul he's been hiding in his hand. The second ability is more of a fallback one, good if you don't have Palantiri to still get something out of this card. But otherwise Torque of Hues is probably a better bet in most circumstances. Overall, Dragon's Hunger is an excellent card to include against opponents using Dragons (good for sideboards, too).
Rumor of Wealth 

Hazard: Short-Event

Playable on a Ruins & Lairs that is not a Dragon's lair. Any one Dragon hazard creature (except Earcaraxe) may be played (and does not count against the hazard limit) at the site during the site phase this turn after the successful play of a major or greater item. 



Rumor of Wealth is an excellent card to use for significantly expanding the range of Dragons. It allows them to be played at any non-Dragon lair (which you probably wouldn't care about much anyway with this ability) Ruins & Lairs after play of a major or greater item. This opens up quite a few possibilities. One of these is catching your opponent early on, when his companies are weak. There are some items it can't work on, but others it perfectly well can. One of those that can't is Torque of Hues, which needs to be played successfully like any item for the Dragon attack to be available, and once that happens it can be freely used to cancel the Dragon attack, probably the only one they'll face in the site phase after successful play of an item (and therefore defeat of the auto-attack). But all sorts of items can have this happen to them, like Scroll of Isildur in ring decks. Or The Iron Crown. There are others, too. And now playing them at a Ruins & Lairs (the most common site type) causes a very major threat. It doesn't even make them count against the hazard limit, so not only do you get to play a Draon, you get to play them for free. Clearly it's very useful. The one problem with this card is that there's something better: Dragon's Desolation. Dragon's Desolation covers 29 different sites with Doors of Night out, and a large number even without it. That gives you a much better chance of succeeding than this card does. Still, overall Rumor of Wealth is a nice way to get some extra range out of those souped-up Dragons.
Subtlety of Guile 

Hazard: Short-Event

The body of one non-Wizard character wounded by a Dragon attack is lowered by 1 until the end of the turn. Alternatively, lowers the body of one non-Wizard character wounded by a manifestation of Itangast by 2 until the end of the turn, or lowers the body of each non-Wizard character in a company facing an attack by a manifestation of Itangast by one until the end of the turn. Cannot be duplicated on a given character or company. 



Dragon-specific modifiers are an interesting lot, usually providing some kind of enhancement to a Dragon attack and an increased version of it (often changing from a 1-character target to the whole company) for one specific Dragon. Each Dragon has one of these, and the Dragon often called most powerful, Itangast (though I'd say Smaug is better, opinions vary), has Subtlety of Guile. Subtlety of Guile provides a lowering of a character's body until the end of the turn, by 1 point in most Dragons or 2 with Itangast. It can also apply to the whole company with Itangast as the dragon. Since it applies until the end of the turn, one strategy with this immediately comes to mind: one-two punch. You can start out a set of attacks on a company with Itangast, then after he's been through and gotten a -2 for the rest of the turn on a character bring in another Dragon or maybe some Nazgul (though there aren't that many places you can play both Dragons and Nazgul). You can take advantage of the lower body with various different strategies to execute characters. Some possible routes to Mordor do include areas Dragon's Desolation or Rumor of Wealth would apply and allow play of a Dragon, or if not those Frenzy of Madness or Fever of Unrest. The Mordor advantage with this card is that anyone going to Mordor (at least until Dark Minions comes out and we're all doing quests to Barad-Dur or Shelob's Lair) is probably carrying The One Ring, and killing them will either damage or destroy your opponent's plans for victory. The main thing this card can't do, and it is a significant disadvantage, is that this card can't be used on a Wizard, whether it's individually targeted or targeted to the whole company. So that removes your Wizard-killing strategy potential from this card. Still, overall Subtlety of Guile is a nice Itangast enhancer that can be very useful against Ring or Hoard Item decks.
Not at Home 

Resource: Short-Event

Cancel on Dragon, Drake, or Troll automatic-attack or attack keyed to a site. Alternatively, if Gates of Morning is in play, reduce the number of strikes of any automatic-attack by 2 (to a minimum of one). 



Not at Home takes two very nasty types of attack and a fairly nasty one and gives you the ability to cancel them. It also has a useful reducer for automatic-attack strikes, though that's less useful since it requires Gates of Morning. Let's look at the actual uses. The main use of this card is, of course, as an attack canceller. It provides a quick and easy way to cancel some nasty attacks. While it may not work on some creatures like Nazgul, it does work on two of the most powerful types: Drakes and Dragons. You can throw a couple of these in any deck using Dragon lairs extensively to get Hoard items etc., and make your trips there much safer. Even better, play Gates of Morning just before you start your Dragon quests, then use this card to lower the auto-attacks too and let you carry along someone like Fram Framson to defeat them all. And that brings us to the other use: hurting auto-attacks. That works on any auto-attack site (except that you need GoM in play to use it), and lets you make dangerous sites like Barad-Dur that little bit safer. That's really about it. Overall, Not at Home is a handy attack canceller that can help out quite a bit in some of those nasty Dragon areas.
Winged Cold-Drake 

Hazard: Creature

Marshalling points: 1
Playable at: Wilderness(3)
Prowess/Body: 13/-

Drake. Two Strikes. Attacker chooses defending characters. Three wildernesses in site path are required. 



If it weren't for the three wilderness requirement, Winged Cold-Drake would be one of the best creatures out there. It's as powerful as some Dragons, with two strikes and attacker-chooses-defenders, and only gives one marshalling point to your opponent if they do manage to kill it. Best of all, it's a Drake, which gives it many of the hazard enhancers of Dragons without too many cancellers etc. from resources. So this card is really very good. As for uses: the main use of this is against an opponent who's going through a lot of wildernesses. This includes Hoard Item, Radagast, and Rivendell (all sites with Rivendell as the nearest haven) decks. It can also work well against decks which don't have lots of wildernesses, with some strategically played terrain changers. If you don't want to pack terrain changers you can put this card in your sideboard and release it as necessary depending on your opponent's strategy. The best characters to utilize this against are Hobbits and other characters ripe for assasination, since they won't have any characters to take the hit for them because it's attacker-chooses-defenders. One last use for this is as a backup to a Dragon strategy. If your opponent ends up not going to any of the Dragon-infested areas, you can use this card and still get some of your Dragon enhancers your deck is crammed with. Overall, Winged Cold-Drake is an excellent card to use against wilderness decks or to nicely complement Dragon strategies.
Half an Eye Open 

Hazard: Short-Event

Playable on a Dragon or Drake attack (before the strikes are assigned). Attacker may choose defending non-wizard character to face the first strike assigned from the attack. Alternatively, it may be revealed as an on-guard card when a burglary attempt is announced - this attempt is modified by -5. 



Half an Eye Open has two abilities, both not too great but still possibly useful. The first of these is choosing a defending character for the first strike of a Dragon or Drake attack. That ability is practically useless. The character you're attacking has to be a defender anyway, or else you can't choose them, so it doesn't have the power of attacker-chooses-defenders (or even anywhere neare it). The only possible use of this is with card that modify one strike of an attack but not others. But even those usually let you choose the strike, so this card really doesn't help much. The other ability of this card is to modify burglary attempts by -5 as an on guard card. While it is a significant modifier for burglary attempts, they don't happen that often (in my experience anyway), so this card would only get occasional use for that ability. But against decks with lots of Hobbits trying to burgle items out of the dragons this card is useful, so I suppose it could make a good sideboard. That, and using it in a few very specific combos are about the only possible uses I can see for it. Overall, Half an Eye open is a mediocre card which you really shouldn't bother with in most decks.
Itangast 

Hazard: Creature

Marshalling points: 6
Prowess/Body: 18/8

Unique. May be played at Gold Hill. Dragon. Three strikes. If Doors of Night is in play, may also be played keyed to Withered Heath, Iron Hills, Northern Rhovanion, Grey Mountain Narrows; may also be played at sites in these regions. 



Itangast makes a fitting end to our many many reviews of hazards. It's the most powerful creature in the game, tied with Shelob and Khamul the Easterling, and has power to spare from it. Any non-enhanced character with 5 or less prowess is automatically wounded by this, with just 1 point more or prowess you can extend that to 6-prowess characters and therefore wizards. With strategic play of cards like Deftness of Agility and Subtlety of Guile (for an extra strike and a -2 to body against just one specific character, giving a pretty good chance they're going to die) you can really make Itangast into something to be feared. Never mind with things like Dragon's Desolation to give this card free run of Middle-Earth etc. So Itangast really is a great creature to have around. Liz Danforth's excellent artwork (same quality as my favorite piece ever, Khamul the Easterling, IMHO) also complements this nicely. As for uses: the best use for Itangast is, of course, in a dragon deck. The more enhancers, the better, three 18-prowess strikes are not something to be wasted needlessly. And without enhancers or Doors of Night Itangast is only playable at his one site, the most difficult in the game to get a Greater Hoard Item (biggest attack etc.). Itangast is also useful by itself in your sideboard, so if your opponent starts running around getting Hoard Items in the Northeast you have something sinister to pull on them. Overall, Itangast is an excellent Dragon, one of the best in the game, well worth including in your Dragon or even non-Dragon deck.
Returned Exiles 

Resource: Dwarf Faction

Marshalling points: 5

Unique. Playable at a tapped or untapped site where an at home Dragon manifestation was defeated if the influence check is greater than 12. Standard Modifications: King under the Mountain Dwarf (+5), other Dwarves (+2). 



Returned Exiles isn't really that good a card, but it's the most interesting faction in the whole game IMHO (with the possible exception of Army of the Dead). It works extremely well with King under the Mountain, in fact almost depends on it for a decent chance of being played. It's worth a whopping FIVE marshalling points, as many as the Southrons (who are in an even more dangerous place than this card usually is) and only beaten by Army of the Dead. And though it's theoretically impossible to beat the influence check without enhancers, appropriately equipped Dwarves still have a good chance of getting it. Of course that chance is much improved (to 100%) with Muster, a card you almost require to have a good chance of getting this card out without WAY too much effort for the marshalling points it provides. It's also difficult to even get the chance to play this card, due to the fact you need to beat an At Home dragon to play it. Still, since you can play those yourself it's not impossible. The final use really is just as a good Dwarf faction. Now you can get 10+ marshalling points just from Dwarf factions, making Dwarf decks a good bit more reasonable for getting marshalling points. In fact the main situation to use this card is with Dwarf-heavy decks in which you want to get LOTS of marshalling points. That'll be aided by the upcoming quests (too bad I'll never get to review those, though I will hopefully be rating them), though I suppose those will make the marshalling point lose a bit of its value with slightly easier acquisition of it. Anyway, overall Returned Exiles is a high-powered marshalling point provider, but its difficult play makes it only really practical in Dragon resource decks with Muster.
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