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C O N T E N T S

RULESBOOK

“DO NOT MEDDLE IN THE AFFAIRS OF WIZARDS—

FOR THEY ARE SUBTLE AND QUICK TO ANGER.”



I N T R O D U C T I O N

During the Third Age, the Valar sent five Maiar to Middle-earth to
unite and counsel the Free Peoples in their struggles against Sauron,
the Dark Lord. However, they were forbidden to dominate the peoples
of Middle-earth or to match the power of Sauron with power. These
five were known as “Wizards” (also called Istari) in Middle-earth, and
individually they were called: Gandalf, Saruman, Radagast, Alatar,
and Pallando.

In Middle-earth: The Wizards, you play one of these five Wizards.
Your goal is to marshal the forces of the Free Peoples so that Sauron
can be resisted until the One Ring is destroyed. Since your fellow
Wizards do not agree on how best to accomplish this goal, you must
battle for the minds, bodies, and souls of the Free Peoples.

In The Lord of the Rings, Gandalf was the only Wizard to succeed.
Saruman was corrupted by power, Radagast “went native,” and Alatar
and Pallando disappeared into the East. Only Gandalf remained true
to his task, marshalling the characters and forces that withstood
Sauron long enough for the Fellowship to destroy the Ruling Ring.

“Evil forces” are represented by hazards that the players use against
one another. For example, if you move a character into Moria, your
opponent could play a Troll card as a hazard. These hazards are not
“controlled” by the Wizards, but rather they represent the forces of
Sauron, who himself is in a “dormant” or hiding phase. All players are
“good,” so conflict takes the form of hazards and direct attempts to
“persuade” or “dominate” each other and each other’s characters and
forces, rather than the form of direct conflict.

Note: For purposes of readability, these rules use the standard masculine
pronouns when referring to a person of uncertain gender. In such cases, these
pronouns are intended to convey the meanings: she/he, him/her, etc.

Middle-earth: The Wizards is a collectible card game produced by IRON CROWN ENTERPRISES,
INC. (ICE), Charlottesville, Virginia USA, the exclusive holder of the worldwide adventure games
license based on J.R.R. Tolkien’s The Hobbit and The Lord of the Rings.

Copyright © 1995, 1996 TOLKIEN ENTERPRISES, a division of THE SAUL ZAENTZ COMPANY,
Berkeley, CA. Middle-earth: The Wizards, Middle-earth, The Hobbit, The Lord of the Rings, and
The Return of the King, and all characters and places therein, and the Burning Eye are trademark
properties of TOLKIEN ENTERPRISES. All rights reserved.

The Fellowship of the Ring —  Copyright © 1955, 1965 by J.R.R. Tolkien.  Copyright ©
renewed 1982 by Christopher R. Tolkien, Michael H.R. Tolkien, John F.R. Tolkien and Priscilla
M.A.R. Tolkien.

The Hobbit  —  Copyright © 1937, 1938, 1966 by J.R.R. Tolkien.



USING THIS RULESBOOK

These rules are organized into four sections: the Starter Rules, the
Standard Rules, the Optional Rules, and the Appendices. The Starter
and Standard Rules are for a two-player game; multi-player rules are
provided in the Optional Rules.

The introductory material on pages 4-8 provides a brief player turn
summary, player notes, and definitions of commonly used terms.
The Starter Rules — The Starter Rules contain all of the guidelines

you need to play METW. They have been designed to simplify
teaching the game and to speed up play. You should use the Starter
Rules if you and your opponent have never played this game before
or if one of you only has access to a starter deck.

If you are already an experienced player of collectible card games,
you might read the next couple of pages and the sections that are not
boxed. As you play, you can refer to the other material that details
the more complex rules and situations that may arise during play.

The Standard Rules — These rules assume you have already played
several games using the Starter Rules. The Standard Rules consist
of additions and extensions to the Starter Rules that make play and
deck building more flexible, exciting, and interesting. We recom-
mend that experienced METW players use all of the Standard Rules.

The Optional    Rules — Interesting variations to the standard rules.
Before play begins, both players must agree on which optional rules
are to be used.

The Appendices — An index, credits, keys, the Full Player Turn
Summary. The color insert includes a map and a key to the cards.

• • •
The Two Towers —  Copyright © 1954, 1965 by J.R.R. Tolkien.  Copyright © renewed 1982

by Christopher R. Tolkien, Michael H.R. Tolkien, John F.R. Tolkien and Priscilla M.A.R. Tolkien.
The Return of the King —  Copyright © 1955, 1965 by J.R.R. Tolkien.  Copyright © renewed

1983 by Christopher R. Tolkien, Michael H.R. Tolkien, John F.R. Tolkien and Priscilla M.A.R.
Tolkien.

Unfinished Tales —  Copyright © 1980 by George Allen & Unwin (Publishers) Ltd.
The characters “Alatar” and “Pallando” appear in Unfinished Tales. They appear here with

specific permission of the Estate of J. R. R. Tolkien. The copyright to Unfinished Tales is held by
HarperCollins Publishers, in succession to George Allen & Unwin (Publishers) Ltd. and on behalf
of Christopher Reuel Tolkien and Frank Richard Williamson, the Executors of the Estate of J.R.R.
Tolkien.

The character symbols ( I M ), region symbols ( c f bs dw ), and site symbols
( H F B S D R ) are trademark properties of IRON CROWN ENTERPRISES.  All rights reserved.

Middle-earth: The Wizards is made for ICE in Belgium by Carta Mundi.



BRIEF PLAYER TURN SUMMARY

Play consists of a series of “Player Turns.” During your turn, follow
the steps outlined in this turn summary. Then, your opponent does the
same during his turn. You and your opponent alternate turns until the
game ends. This turn summary is included here to give you an idea of
how play proceeds; see p. 68-70 for the Full Player Turn Summary.
Untap Phase — Each of your characters may do one of the following:

Untap or  Heal (if at a Haven site). In addition, untap (see page 15)
all of your other tapped non-site cards.

Organization Phase — You may take the following actions in any
order: play one character (if allowed) or your Wizard (if available),
reorganize your companies, transfer items between characters (cor-
ruption checks required), and store items (corruption checks re-
quired). In addition, each of your companies may plan its movement
by playing a new site card face down on its present site card.

Long-event Phase — Discard your resource long-events and your
opponent’s hazard long-events. Play new resource long-event cards.

Movement/Hazard Phase — One at a time, each of your companies
takes the following actions. The company turns over its new site
card (if it has one); its current site becomes its site of origin. If the
company moved to a non-Haven site, you may draw up to the # of
cards indicated by the site that it is moving to (at least one card must
be draw); your opponent does the same. If the company is moving
to a Haven site, you may draw up to the # of cards indicated by the
site that you are moving from (at least one card must be drawn); your
opponent does the same. Next, your opponent may play allowable
hazard cards on the company; the maximum number of hazards that
may be played on a company is equal to the size of the company (to
a minimum of two). Finally, remove the site of origin card and each
player discards or draws so that he has eight cards in his hand.

Site Phase — One at a time, each of your companies may take the
following actions at its current, untapped site. The company decides
to enter and explore the site. First, if the site has an automatic-attack,
it attacks the company. Then, the company may attempt to play one
item, ally, faction, or information resource card that is “playable” at
that site. A character in the company must tap to make this attempt.
If the card is successfully played, tap the site.



End-of-Turn Phase — Each player may discard one card. Then each
player must draw or discard so that his hand has eight cards.

PLAYER NOTES

• Site cards (and region cards in the Standard Game) represent the
geography of Middle-earth. They are used to control the acquisition
of resources, but they should not direct play. Instead, a player should
examine the resources in his hand and then select a nearby site to
travel to. Initially, do not worry too much about which site to use,
just pick one that has the resource type you want to play. It also helps
if you preselect the location cards you are most likely to use when
you put together a play deck.

• In METW you will draw multiple cards each turn, and in some cases
you will have to discard a number of cards each turn. Don’t let this
worry you, it’s part of the flow of play. Just keep cards that are
immediately useful during the next turn or that are crucial to your
overall strategy (i.e., your primary resource acquisition strategy).

Notes For Players of other Collectible Card Games
If you have played other collectible card games (CCG), there are

several key factors to keep in mind:
• METW is less tactical and more strategic than some other CCGs.

There is combat, but it is not the dominant focus of the game.
• The players in METW are in direct competition with each other to

marshal resources. However, only hazards directly attack the play-
ers’ characters and they are handled in a less controlled fashion (e.g.,
they are only played during your opponent’s movement/hazard
phase, hazard creatures do not remain in play, etc.).

• For timing purposes, all cards in METW are played and tapped with
the same “speed” (effects take place instantly). But, a player may
only play resource cards during his own turn, and a player may only
play hazard cards during his opponent’s movement/hazard phase.

Clarification: The card, Twilight, is an exception to this rule—it can be
played at anytime, either as a resource or as a hazard (it does not count against
the hazard limit). Certain other cards specifically state when they may be
played.
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COMMONLY USED TERMS

Action: The various activities that you and your opponent can perform during
play are called actions. Typical actions include playing a card, tapping a card,
revealing a card, etc.
Ally: An ally is a resource that represents a personality (i.e., entity) that can be
recruited to help the Free Peoples (e.g., Tom Bombadil, Treebeard, etc.).
Attack: Combat consists of one or more attacks that must be resolved one at a
time. An attack consists of one or more strikes.

Attribute: Each character’s abilities are defined by the following attributes:
race, skills, direct influence, prowess, body, mind, marshalling points, special
abilities.
Automatic-attack: An attack that must be faced to enter and explore a site.
Body Check: When a character is wounded, he must make a body check to
determine if he is eliminated. When all of a creature’s strikes fail, a body check
is made for each of its strikes to determine if the creature is eliminated.
Body: A character’s or creature’s body is a measure of how difficult it is to
physically eliminate him.
Chain of Effects: A series of declared actions made in response to one another
is called a chain of effects.
Character: A person that is working for the cause of the Free Peoples. If in play,
each of your characters is under the influence of your Wizard.
Company: During play, you may organize your characters into groups called
companies.
Corruption Card: A hazard card that gives a character corruption points.
Corruption Check: A modified roll made to determine if a character is
discarded or eliminated due to accumulated corruption points.
Corruption Points: This reflects the total amount of corruption a character has
accumulated due to the effects of various hazards and resources.
Creature: A creature is a hazard card that can be used to directly attack one of
your opponent’s companies.
Current Site Card: A company has a current site card associated with it—the
company is located at that site.
Direct Influence: A measure of a character’s ability to control other characters
and to influence factions and your opponent’s resources.
Event: An event is either a resource card that is not an item, ally, or faction; or
it is a hazard card that is not a creature. Based upon how long it stays in play,
there are 3 types of events: short-events, long-events, and permanent-events.
Exhausting a Deck: Your play deck is “exhausted” when you draw its last card.
Faction: A faction is a resource that represents a group of people or creatures.

A faction can be recruited to help the Free Peoples (e.g., Riders of Rohan,
Elves of Lindon, etc.).
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Follower: A character that is controlled by another character’s direct influence.
Free Council: Marshalling points are tallied and the winner of the game is
determined at the Free Council.
General Influence: Each player has 20 points of general influence to use to
control his characters.
Hazard Limit: A company’s hazard limit is equal to two or the size of the
company, whichever is greater. The maximum number of hazards that can be
played on a company during a given movement/hazard phase is equal to its
hazard limit.
Hazards: Hazard cards represent evil forces and natural dangers. You may play
hazard cards only during your opponent’s movement/hazard phase.
Healing: This consists of moving a character from a wounded state to a tapped
state.
Home Site: A character may be brought into play at his home site or at a Haven.
Influence Check: In certain situations, a player can make an influence check
to attempt to bring a faction into play or to disrupt his opponent’s control over
one of his resources.
Item: An item is a resource that represents an object that can be acquired and
used to help the Free Peoples. The different types of items are: minor, major,
greater, gold ring, and special.
Keyed: A hazard creature may only be played against a company if the creature
is “keyed to” the company’s site or site path.
Location Deck: A player’s site and region cards.
Long-event: Long-events last approximately two turns, one of yours and one
of your opponent’s.
Making a Roll: Two six-sided dice (2D6) should be used to generate random
values during play. This is called “making a roll.”  To make a roll, roll 2D6 and
add the two results together.
Marshalling Points: During play you receive marshalling points from: control
of resources, destruction of evil forces, and various other actions. The winner
is the player with the most marshalling points at the end of the game.
Mind: A character’s mind determines how many influence points are required
to keep this character in play
Movement: During a player’s turn, he may move each of his companies from
its current site to another site.
New Site Card: When a company moves, it leaves its current site card and
travels to its new site card.
Permanent-event: The effects of a resource permanent-event last until the card
is discarded due to conditions stated on its card.
Play Deck: Each player has a play deck that consists of his resource, hazard, and
character cards. During play, each player draws cards from his play deck.



8

Prowess: A measure of a character’s offensive capabilities in combat.
Race: An attribute that helps define a character. The races are: Dúnadan, Dwarf,
Elf, Hobbit, Man, and Wizard.
Region: The various lands of Middle-earth are represented by regions.
Resources: Resource cards represent good forces and various advantageous
occurrences. You may play resource cards only during your own turn.
Short-event: A short-event card is discarded immediately after it is played. The
effects of some short-events last for a specific period as stated on their cards.
Site of Origin: At the beginning of its movement/hazard phase, a moving
company’s current site card becomes its site of origin—the company is
considered to be en route to its new site card (i.e., the company is moving).
Site Path: The site path of a site is the sequence of regions between the site and
its nearest Haven as listed on the site’s card. A company’s site path is the
sequence of regions between its site of origin and its new site.
Site: Sites represent places that characters can visit in Middle-earth.
Size: A company’s size is equal to the number of characters in it, with each
Hobbit character only counting half (round up).
Skill: An attribute that helps define a character. The skills are: Diplomat,
Ranger, Sage, Scout, Warrior.
Standard Modification: Most faction cards list some “standard modifica-
tions” to the influence check based only upon the race of the character that was
tapped to make the influence check.
Storing Cards: Certain cards (e.g., items, information, etc.) can be stored if
they are at a Haven. Such a card is removed from play and placed in its player’s
marshalling point pile.
Strike: An attack consist of one or more strikes. Each strike targets a character
and is resolved by making a roll.
Tapping/Untapping a Card: Normally, during play, each of your cards is
placed so that its bottom is towards its player. During play certain cards must
be “tapped” when they are used—this is a record keeping mechanism to keep
track of card usage. To tap a card, rotate it 90˚ so that it is turned sideways—to
untap a card, rotate it back 90˚ to its normal position.
Transferring Items: An item is transferred when it is moved from the control
of one character to another.
Unique: There can only be one copy of each unique card in play at a time. Each
player can only have one copy of each unique card in his play deck and starting
cards combined.
Wizard: Each player plays one of the five Wizards sent to Middle-earth to unite
and counsel the Free Peoples.

Wounded: A wounded character is damaged but not eliminated. When one
of your characters is wounded, his card is placed with its top towards you.
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• PART I •

THE STARTER RULES

To get a general idea of how to play, read the Starter Rules sections
that are not boxed. Later you can refer to the boxed sections for more
information on special situations.

Random Values
Two six-sided dice (2D6) should be used to generate random values

during play. This is called “making a roll.”  To make a roll, roll 2D6
and add the two results together.

Note: If dice are not available, a random value can be generated by drawing
a card from your play deck. Each card in a play deck has a number on the right
side just below the center. You can use this number as the random value, then
discard the card. Do not use this method if dice are available!

1 • THE VICTORY CONDITIONS

The game ends when one of the following occurs during play:

1) If your Wizard is “eliminated” (i.e., through combat or corrup-
tion)—your opponent wins.

2) If you move The One Ring to Mount Doom and play certain cards—
The One Ring is destroyed and you win.

3) Otherwise, the winner is decided at the Free Council. This council
is called when one of the following occurs:
• When each play deck has been exhausted once, the council

starts at the end of the current turn.
• After you have exhausted your play deck for the first time, you

may choose to call the council at the end of any of your turns.
The council starts at the end of your opponent’s next turn (i.e.,
your opponent gets one last turn).

• You may choose to call the council at the end of your turn if
you have accumulated at least 20 marshalling points. The
council starts at the end of your opponent’s next turn (i.e., your
opponent gets one last turn).

Note: If one or both players only has access to a starter deck (76 cards),
this requirement of 20 marshalling points should be lowered to 18.
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THE FREE COUNCIL
Just before the Free Council, each character must make a corruption

check. The player who took the last turn makes corruption checks for
his characters first.

At the Free Council, the leaders of the Free Peoples decide which
Wizard’s advice is best to follow. This is based upon a comparison of
the resources each of the Wizards has marshalled.

Clarification: Characters do not automatically untap when the Free Council
is called. A character may only untap during his own untap phase.
Clarification: A character that fails his corruption check prior to the Free
Council is no longer in play. That character and any non-follower cards he
controls are not available at the Free Council—thus, they do not count
towards the marshalling point totals.

A player may play resource cards that can affect his characters’ corruption
checks made prior to the Free Council. Hazard cards may not be played.

After all characters have made their corruption checks, the game ends if
one Wizard has failed his corruption check (the other player wins). If both
Wizards fail their corruption checks, no one wins—both players lose (if you
have to, roll dice and the high roller is the winner).

The winner of the game is the player that has gathered the most
marshalling points from:
• Control of resources: characters, allies, items, and factions.
• Destruction of creatures and/or evil forces.
• Carrying out the instructions on resource cards.
• By avoiding negative points which accrue when certain characters

that you control are eliminated (e.g., Aragorn II, Galadriel, Elrond,
Círdan, Frodo, and Bilbo).
Marshalling points are printed on the top left corner of the cards that

award them.

Note: You may find it useful to use pencil and paper or extra dice to keep a
running total of marshalling points.
Clarification: If both players have the same number of marshalling points
at the Free Council, the game ends in a tie—both players win (if you have to,
roll dice and the high roller is the winner).
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Example: (CPs = Corruption Points, MPs = Marshalling Points) Our two
players Jessica and Jason have been playing for awhile and Jessica exhausts
her play deck during her turn. Since she has 15 MPs and Jason only has 14,
she decides to call the Free Council. Each player has one company in Lórien:

Jessica Controls: CPs MPs

Men of Lebennin (faction) .................................................. 0............... 2
Dreams of Lore (information) ............................................. 0............... 2
Pallando (controls:) ........................................... Total CPs: 2............... 0

Sword of Gondolin (item) ............................................ 2............... 2
Gwaihir (ally) ............................................................... 0............... 2
Celeborn ....................................................................... 0............... 2
Gildor Inglorion (controls:) ........................ Total CPs: 1............... 1
Healing Herbs (item) .................................................... 1............... 0

Legolas (controls:) ............................................ Total CPs: 2............... 2
Elfstone (item) .............................................................. 1............... 0
Dagger of Westernesse (item) ...................................... 1............... 0
Elrohir .......................................................................... 0............... 1

Elladan ............................................................. Total CPs: 0............... 1

Jason Controls: CPs MPs

Radagast (controls:) ..........................................Total CPs: 0............... 0
Beorn (controls:) .......................................................... 0............... 2

Quickbeam (ally) ................................................... 0............... 2
Théoden (controls:) ........................................... Total CPs: 4............... 2

Sword of Gondolin (item) ............................................ 2............... 2
Great Shield of Rohan (item) ....................................... 2............... 2

Faramir (controls:) ............................................ Total CPs: 2............... 2
Dagger of Westernesse (item) ...................................... 1............... 0
Healing Herbs (item) .................................................... 1............... 0

Imrahil (controls:) ............................................. Total CPs: 0............... 2

Since Jessica called the council, Jason gets one final turn before the
council starts. Jason brings Éomer into play for one more MP, and then
moves his company to Lake-town. After facing the hazards Jessica plays, he
successfully plays the Men of Northern Rhovanion faction for two more
MPs. Jason now has 17 MPs and will win the game if he does not lose any
MPs due to characters failing corruption checks.

In this example, any character with 2 or more CPs could fail his corruption
check (see pages 35-36). If Pallando fails his corruption check, the game
ends immediately and Jason wins. If Legolas fails his corruption check,
Jessica loses 2 of her MPs. If Théoden fails his corruption check, Jason loses
6 of his MPs. If Faramir fails his corruption check, Jason loses 2 of his MPs.
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2 • THE CARDS AND DECKS

There are five types of cards: site cards, character cards (including
Wizard cards), resource cards, hazard cards, and region cards (this last
type is not used with the Starter Rules).

Note: Color diagrams of the various types of cards can be found in the color
insert. The card types can be distinguished as follows:
Site cards have a white parchment background on the front.
Character cards (non-Wizard) have a blue stone background on the

front. Each Wizard card has a differently colored stone background.
Resource cards have a copper metal background on the front.
Hazard cards have a steel gray metal background on the front.
Region cards have a labeled map on the front.
Site and region cards (i.e., location cards) have an unlabeled map of

northwestern Middle-earth on the back.
Character, resource, and hazard cards have the burning eye on the back.
Clarification: For emphasis, a value used during play is often provided both
in a card’s text and in another place on the same card. For example, a
character’s corruption check modification is stated both in the text and the
lower right corner of the character’s card.
Note: Each starter deck has a small pack of cards called a fixed set. There are
5 fixed sets in all. One appears randomly in each starter deck. The top facing
card of all fixed sets is Gates of Morning.

A fixed set is included in each starter deck to make a starter deck playable
without any other cards.

During play, your cards are organized into 2 decks and 3 piles:
Location Deck — This deck consists of your site cards. You may

examine and select cards from your location deck as required by
play (i.e., do not randomly draw them). After being played, your
non-Haven site cards are sometimes discarded and placed in the
discard pile (i.e., when one of your companies leaves a tapped site,
it is discarded).

Play Deck — This deck consists of your resource cards, hazards cards,
and character cards. You randomly draw cards from this deck during
play. Your play deck starts with an equal number of resource cards
and hazard cards.
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You can use resources at certain sites and under certain condi-
tions. Resources include: items, factions, allies, events, etc. You may
only play resource cards during your own turn. You use hazards to
hinder and attack your opponent’s characters in order to prevent
them from marshalling resources. You may only play hazard cards
during your opponent’s movement/hazard phase.

Clarification: The card, Twilight, is an exception to this rule—it can
be played at anytime, either as a resource or as a hazard (it does not
count against the hazard limit). Certain other cards specifically state
when they may be played.
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Discard Pile — Your discarded cards are placed face down in your
discard pile. When your play deck is exhausted, location cards in
your discard pile are returned to your location deck. You shuffle the
other cards in your discard pile and they become your new play deck.

Clarification: Your play deck is “exhausted” when you draw its last card.
Some cards require that your play deck be manipulated and then reshuffled—
this does not “exhaust” your play deck.

Out-of-play Pile —Your cards that are removed from play after being
used are placed in your out-of-play pile.

Marshalling Point Pile (MP pile) — In addition to marshalling points
from cards in play, you gain marshalling points when certain cards
are removed from play. When you defeat all of the strikes from a
creature, the creature’s card is placed in your MP pile. When you
store certain resource cards (e.g., items, information cards, etc.),
they are placed in your MP pile.

Note: Because hazard cards are distinct from resource cards, you may not
play your hazards on your side of the playing surface. At the end of a game,
it will be obvious whose cards are whose, i.e., hazards in your area must
belong to your opponent. We suggest adopting a neutral zone between each
player’s side of the playing surface. Non-targeted long-events and perma-
nent-events can be played in this neutral zone.
Note: You may freely examine the contents of your discard pile; your
opponent may not. The contents of your out-of-play and marshalling point
piles may be freely examined by you and your opponent.
Clarification: If a character is eliminated due to combat or due to failing a
corruption check by 2 or more, his card is placed in the out-of-play pile—that
character may not be brought back into play by either player. If a creature is
defeated, its card is placed in the defender’s marshalling point pile. If such
a creature is unique, it may not be brought back into play by either player.

When a card is removed from play in all other cases, the card is discarded
unless the card specifically states otherwise.
Clarification: Several types of cards are referred to by the key word included
in the first few words of a card’s text. For example, the text of a “spell” card
starts with spell; the text of a “Nazgûl” card starts with Unique. Nazgûl; the
text of a “Palantír” starts with Unique. Palantír.
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CARD COMBINATIONS
Often combinations of several cards and other actions are required

to achieve a desired result. For example, to bring The One Ring into
play requires: traveling to a site to play one of the Gold Ring cards,
some sort of “Test” card or ability, The One Ring card, and a high die
roll. In addition, the Wizard’s Test card and the Scroll of Isildur card
will dramatically improve the chances of successfully getting The
One Ring into play.

TAPPING AND CARD POSITIONS
Normally, during play, each of your cards is placed on the playing

surface so that its top is towards your opponent and its bottom is
towards you. During play certain cards must be “tapped” when they
are used—this is a record keeping mechanism to keep track of card
usage. To tap a card, rotate it 90˚ so that it is turned sideways—to
untap a card, rotate it back 90˚ to its normal position.

When one of your characters is wounded, his card is placed with its
top towards you (i.e., rotated 180˚ from an untapped position). All
restrictions to tapped characters also apply to wounded characters.

Clarification: A tapped (or wounded) character can perform any action that
does not require the character to tap.

For example, a tapped (or wounded) character can move normally, he can
fight with a penalty (if the attacker chooses him as the target of a strike), he
can transfer items, etc. A tapped (or wounded) character may not tap to
acquire an item, to influence a faction, to play a card requiring that he tap, etc.

Items and characters tap independently.

UNIQUE & “MAY NOT BE DUPLICATED” CARDS
If a card states that it is “unique” or that it “may not be duplicated,”

only one such card (or its effects) may be in play at a time. The first
card played takes precedence (influence checks may change this).
This restriction applies to all cards in play, i.e., both yours and your
opponent’s.

Only one of each “unique” card may be included in your play deck
and starting cards combined. As an exception, two of the same Wizard
may be included in your play deck (to give you a better chance of
drawing one early).
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3 • GETTING READY TO PLAY

Follow these steps to get ready to play:
1) Place your site cards in your location deck. This deck should

contain all of your Haven cards (i.e., Rivendell, Edhellond, Grey
Havens, and Lórien). You may include any number of Haven cards,
but only one of each non-Haven site card.

2) Place between 25 and 50 Resource cards and an equal number of
Hazard cards in your play deck (if you have fewer than 25 of either
available, just use all of the cards you have). Only one of each
“unique” card may be included. No more than three copies of any
one non-unique card may be included.

3) Place one to five starting characters (no Wizards) face down in front
of you. The combined mind attributes (see page 19) of these
characters must be 20 or less. You and your opponent reveal your
characters simultaneously, placing any duplicated characters into
your play decks. Then organize your starting characters into follow-
ers and companies and place them at Rivendell (i.e., place a
Rivendell site card next to them).

4) You may assign up to two non-unique minor items to your starting
characters (i.e., two items total, not two to each character). These
items must come from cards that you have not already committed to
your play deck.

5) Place up to 10 character cards in your play deck. Only one of each
character card may be included. In addition, place up to two Wizard
cards in your play deck (you may place two copies of the same
Wizard). Shuffle your play deck.

6) Draw a hand of eight cards from your play deck.
7) Each player makes a roll, and the player with the highest result goes

first (reroll if tied).

Clarification: None of your starting characters may be considered to be
followers for the purposes of determining their combined mind attributes—
your initial characters have to have combined mind attributes of 20 or below.

Clarification: The initial 1-5 characters and two minor items do count
toward the “one-unique” and “three-others” limits on the play deck.
However, they do not count towards the number of resource and
character cards in your starting play deck.
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4 • THE PLAYER TURN

Play consists of a series of “Player Turns.” During your turn, you
take various actions during the following phases. Then, your oppo-
nent does the same during his turn.

1) Untap Phase 4) Movement/Hazard Phase
2) Organization Phase 5) Site Phase
3) Long-event Phase 6) End-of-Turn Phase

A Brief Player Turn Summary is presented on page 4. A detailed
Full Player Turn Summary is presented on pages 68-70.

Clarification: The actions that may be taken during your organization phase
may be taken in any order. Actions of the same type do not have to be taken
together (e.g., you can store an item, then bring a character into play, and then
store a second item).
Clarification: If one of your companies doesn’t move, neither player draws
cards based on that company’s movement. However, your opponent can play
still play allowable hazards on that company (hazard limit still applies).
Clarification: Each player draws cards when each company moves and then
discards or draws to 8 cards after the company has completed movement.
Additionally, at the end of each turn, each player can discard one card and
then discard or draw to 8 cards.
Clarification: During the site phase, a company may decide not to enter and
explore its current site. In this case, the company does not face the automatic-
attack, but it may not take any other actions or play any cards during the site
phase. The company remains at the site and it may decide to enter and explore
the site on a later turn.
Clarification: Before a company can attempt to play one item, ally, faction,
or information resource card that is “playable” at its current site, it must face
the site’s automatic-attacks. The company need not defeat the attacks, it
merely needs to resolve the attacks normally (such attacks can be canceled).

A company can face a site’s automatic-attacks and still not play an item,
ally, faction, or information resource card (e.g., all of its characters are tapped
after facing the automatic-attacks). If such a company wants to play a card
at the site on a later turn, it must face the automatic-attacks again.
Clarification: A site is tapped when one item, ally, faction, or information
card is played. Non-Haven sites only untap after being discarded and after
your play deck is exhausted. So, each time through your play deck, only one
such card may normally be played at a given non-Haven site. Haven
cards, whether tapped or not, always return to your location deck.
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5 • CHARACTERS & COMPANIES

As a player, you influence and control a number of characters that
move and act in the world of Middle-earth. Each character’s abilities
are defined by these attributes: race, skills, direct influence, prowess
(offense), body (defense), mind, marshalling points, and special
abilities (e.g., corruption check modifiers). A character can be elimi-
nated and removed from play as a result of combat (failing a body
check) or corruption (failing a corruption check).

If you have enough general influence or direct influence during a
given turn, you may bring into play: one character at his home site or
at any Haven or your Wizard at his home site or Rivendell.

Characters are primarily controlled by your pool of 20 general
influence points. For each controlled character, you must commit a
number of general influence points equal to his mind attribute. In
addition, you may control a character by using another character’s
direct influence—a character controlled in this fashion is called a
follower and does not use general influence points. (See page 21 for
an extended example.)

During play, you may organize your characters into groups called
companies. A company’s size is equal to the number of characters in
it, with each Hobbit character only counting half (round up). A
company is limited to a size of seven. A company’s hazard limit is
equal to two or the size of the company, whichever is greater. The
maximum number of hazards that can be played on a company during
a given movement/hazard phase is equal to its hazard limit.

Companies can only combine at a Haven—just remove all but one
of the companies’ Haven site cards. The resulting company then has
one site card consisting of one Haven site card.

One company can split into two or more companies only at a Haven
(use two Haven cards).

Note: The number of characters you have in play limits the number of
actions you may take during a given turn. You use your Wizard’s
general influence or your other characters’ direct influence on a
character to bring that character into play and to keep it in play. A
character in play can move and take actions (e.g., defending against
attacks, influencing, etc.). Items, allies, and other cards representing
things a character acquires and controls are placed under his card.
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CHARACTER ATTRIBUTES
Each character’s abilities are defined by the following attributes

(the notation for certain attributes is given in brackets).
Race: This is one criterion for using certain resources and for bringing

certain items, characters, and factions into play (e.g., only a Dwarf
can fully utilize a Dwarven Ring). The races are: Elf, Hobbit, Dwarf,
Dúnadan, Man, and Wizard.

Skills: This is one of the criterion for using certain cards (e.g., warrior
skill is required to use certain weapons). The skills are: warrior,
scout, ranger, sage, and diplomat. Some characters have more than
one skill.

Direct Influence [ i ]: A character’s direct influence determines how
many of your characters he may control (i.e., have as followers). In
addition, a character’s unused direct influence affects his chances of
influencing factions and your opponent’s resources.

Prowess [lower left, to left of “/”]: A character’s prowess is a measure
of a character’s offensive capabilities in combat.

Body [lower left, to right of “/”]: A character’s body is a measure of
how difficult it is to physically eliminate the character. This is a
mixture of the ability to avoid an attack and the ability to absorb or
deflect an attack (e.g., armor, shield, blocking).

Mind [ m ]: A character’s mind determines how many influence points
(a Wizard’s general influence points or a character’s direct influence
points) are required to keep this character in play.

Marshalling Points [ upper left ]: This is the number of marshalling
points you receive when you have the character in play. This value
represents the character’s importance to the Free Peoples’ struggle
against Sauron.

Special Abilities: Some characters have special abilities that are
detailed on their cards. Common special abilities include corruption
check modifiers, influence bonuses, prowess bonuses. For example,
Faramir has an influence bonus against the Rangers of Ithilien
faction, Éowyn has a prowess bonus against Nazgûl, Frodo has a
corruption check modifier, etc.
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INFLUENCING (CONTROLLING) A CHARACTER
You have a pool of 20 general influence points. At any one time, the

total mind attributes of your characters in play (not counting follow-
ers) must be less than or equal to 20; this total is equal to your used
general influence points. Your unused general influence points help
your characters resist the effects of certain cards (e.g., Call of Home,
Call of the Sea, Muster Disperses, etc.).

Note: In the Standard Rules, your unused general influence points help your
characters, factions, allies, and items resist influence attempts made by your
opponent.

Direct Influence
Some characters have a direct influence attribute of one or more. If

such a character’s direct influence is greater than or equal to another
one of your characters’ mind attribute, he may take control of that
other character, who then becomes a follower of the controlling
character. These conditions must be met:
• The total mind attributes of all of a character’s followers may not

exceed his direct influence.
• A character can take control of another character that is in play only

if both characters are at the same site.
A follower does not require influence points from your general

pool. The follower must remain stacked under the character exerting
the direct influence at all times. A follower may not use his direct
influence to control characters (i.e., a follower may not have his own
followers). A follower is handled in all other ways as a normal
character (e.g., counts for company size, takes normal actions , etc.).

If you have enough unused general influence points, you may move
a follower from direct influence to general influence (or vice versa)
during your organization phase.

If a character directly influencing a follower is removed from play,
the follower remains in play and does not immediately count against
general influence. However, during your next organization phase,
you must discard the follower, place the follower under the control of
another character in his company with enough available direct influ-
ence, or place the follower under the control of general influence (if

enough is available).
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Example: In this example and later examples, the notation “#•#” is used. The
first number is the character’s mind attribute; the second is his direct
influence (DI). You have nine characters you want to control: Gandalf
(-  •10), Aragorn II (9•3), Boromir II (4•1), Legolas (6•2), Gimli (6•2), Frodo
(5•1), Sam (4•0), Merry (4•1), and Pippin (4•1). In addition, Aragorn II has
Narsil (+1 to direct influence), Frodo has The One Ring (+5 to direct
influence), and Gandalf has a Lesser Ring (+2 to direct influence). In order
for you to control and keep these characters in play, you must use all of your
20 points of general influence (GI) and their direct influence (DI).

First, Gandalf does not require any influence—he’s your Wizard. You use
your GI to control Frodo, Aragorn II, and Gimli. This uses all 20 points: 5 for
Frodo, 9 for Aragorn II, and 6 for Gimli. Gandalf has 12 DI (his normal 10
plus 2 for the Lesser Ring), so he uses it to control Sam, Merry, and Pippin
(they become his followers). Aragorn II has 4 DI (his 3 plus 1 for Narsil), so
he uses it to control Boromir II. Frodo has 6 DI (his 1 plus 5 for The One
Ring), so he uses it to control Legolas. The company size is 7 because Hobbits
only count half. The resulting ccompany organization is outlined below:

General Influence (- •20)
| Gandalf (- •10+2)

Gimli (6•2) Aragorn (9•3+1) Frodo (5•1+5) |
| | Sam (4•0) | Pippin (4•1)

Boromir (4•1) Legolas (6•2) Merry (4•1)

Example: In our example from page 11, Jessica and Jason each have one
company organized as follows:

Jessica’s General Influence (- •20)
| Pallando (- •10)

Elladan (4•0) Legolas (6•2+2)
| Gildor Celeborn (6•1)

Elrohir (4•0) Inglorion (4•0)

Jason’s General Influence (- •20)
| Radagast (- •10)

Théoden (6•3) Faramir (5•1) Imrahil (6•2) |
Beorn (7•2)

Jessica’s company size is 6 and she has 10 unused general influence;
Jason’s company size is 5 and he has 3 unused general influence.
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Clarification: During the organization phase, you can move characters from
control by general influence to control by direct influence and vice versa so
long as your total of mind attributes does not exceed your available influence
at the end of the organization phase.
Clarification: If you do not have enough influence to control all of your
characters in play, you must discard any excess characters at the end of your
next organization phase.

COMPANIES
A company is a group of characters that move and act together. This

allows characters to move, act, and defend as a unit, allowing stronger
characters to protect the weaker characters. This mechanism can be
used to allow a variety of tactics during play.

For example, if you have 3 characters in play, the 3 characters can
move separately and perhaps do more in terms of acquiring marshal-
ling points (items, other characters, etc.); but each individual charac-
ter is more vulnerable to danger. However, the same 3 characters
operating as a company might acquire marshalling points more
slowly, but they are safer (i.e., you risk less).

Normally, a company is limited to a size of seven, but a company
at a Haven site may be of any size. For these purposes, a Wizard counts
as a character, but an ally does not. The size of a company is
determined for each company at the beginning of the movement/
hazard phase (e.g., it remains fixed even if a character leaves the
company).

BRINGING CHARACTERS INTO PLAY
During your organization phase, you may perform one and only

one of the following activities:
• You may play a character card. You must have enough general

influence or direct influence available to control the character. You
must place him at his home site or at any Haven site.

• You may play a Wizard card if you do not have one in play. You must
place a Wizard at his home site or at Rivendell. You need not control
a Wizard with influence—he represents you, the player.
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When you play a character, you may place him into a company
already at his arrival site or he may become a new company (consist-
ing of  one character). In the second case, you must place the arrival
site card next to the character played.

Clarification: If character is played at his home site or a Haven site and there
is no company there, you must play the site card for his arrival site with him.
If the appropriate site card is not available, you may not play the character.
Clarification: Playing a character does not tap a site.

Each character and Wizard is unique. So if you already have a
character in play, your opponent may not play the same character.
Similarly, if a character has been eliminated, he may not be brought
into play again by either player.

Example: In our example from page 11, Jessica calls the Free Council. Then
Jason gets to take his final turn. Since his company is at a Haven, Jason may
play a character card from his hand during his organization phase. Jason has
Éomer (with a 3 mind attribute) in his hand so he plays him. Jason has 3 points
of unused general influence; he also has Théoden with 3 points of unused
direct influence and Radagast with 3 points of unused direct influence. So
Éomer may be placed under the control of general influence, Théoden, or
Radagast (Jason’s choice).

REVEALING A WIZARD
Once you decide to reveal your Wizard, you may still use your pool

of general influence points; but, in addition, your Wizard acts as a
character (a very powerful one). While revealing your Wizard is an
advantage, it also carries with it the danger of losing the game by
losing your Wizard to death or corruption.

After being revealed, a Wizard operates as a character and thus may
use his direct influence just like any other character.

HEALING
Each of your characters at a Haven may heal during the untap phase

of your turn. Such a character moves from a wounded position to a
tapped position (i.e., the character is still tapped). In addition, certain
cards can heal characters when they are played (e.g., Healing Herbs,
Halfling Strength, etc.).
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6 • MOVEMENT

In METW the lands of northwest Middle-earth are represented by
regions. The site cards represent places that companies can visit
within those regions. Except for a moving company during its
movement/hazard phase, each company always has a current site
card associated with it—the company is located at that site.

Clarification: The specific region cards are not used with the Starter Rules.
Remove these cards from your location deck if you are not using the Standard
Rules. Region cards are not included in starter decks.
Note: Site paths do not direct the movement process. The site path is used to
determine which hazard creatures your opponent may play against your
moving company.
Note: By using the site cards and site cards only, a company can move from
any site to any other site. First, if necessary, the company moves to the nearest
Haven. Then, if necessary, it moves to another Haven. Finally, it moves from
that Haven to the destination site.

Sites with
Grey Havens

as nearest
Haven

Edhellond

Sites with
Edhellond

as nearest Haven

Sites with
Rivendell

as nearest Haven

Grey Havens

Sites with
Lórien

 as nearest
Haven

Rivendell

Lórien4
Havens
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A company commits to moving by playing a new site card (face
down) during its organization phase. A company does not have to
move during a given turn (i.e., it does not play a new site card).

At the beginning of its movement/hazard phase, a moving company
current site card becomes its site of origin—the company is consid-
ered to be en route to its new site card (i.e., the company is moving).

At the end of a moving company’s movement/hazard phase (before
players return to their hand sizes), its site of origin is removed (discard
if tapped; otherwise, return it to your location deck) and the new site
card becomes the company’s current site card.

Clarification: Some cards can interrupt this process by forcing a company
to return to its site of origin.

Moving From a Non-Haven Site
If the company’s site of origin is a non-Haven site, the new site card

must be the Haven listed as the nearest Haven on the site of origin card
(i.e., the company can move back to its nearest Haven).

Moving From a Haven Site
If the company’s site of origin is a Haven, the new site card must

meet one of the following requirements:
• If the new site card is not another Haven, it must list the site of origin

as its nearest Haven (i.e., the company can move to any site that has
the site of origin as the company’s nearest Haven).

• If the new site card is another Haven, it must give a site path to the
site of origin (i.e., the company can move to one of two adjacent
Havens; each Haven is adjacent to two other Havens).

Clarification: If a company is not moving, no cards are drawn. If a company
is moving to a non-haven site, you may draw up to the # of cards indicated
by the site that it is moving to (at least one card must be drawn); your opponent
does the same. If a company is moving to a haven site, you may draw up to
the # of cards indicated by the site that it is moving from (at least one card must
be draw); your opponent does the same.
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Clarification: To summarize the movement process:
• Except for a moving company during its movement/hazard phase, each

company is always at a specific site, called its current site.
• A company wanting to move to a new site plays a new site card face down

beside its current site card by the end of its organization phase. A company
can only move: from a non-Haven site to its “Nearest Haven,” from a
Haven site to one of its two “adjacent Havens,” or from a Haven site to a
non-Haven site that lists that Haven as its “Nearest Haven.”

• At the beginning of its movement/hazard phase, a moving company’s new
site card is revealed and its current site card becomes its site of origin.

• At the end of its movement/hazard phase, the site of origin is removed and
the moving company’s new site card becomes the company’s current site
card.

Suggestion: To help decide where a company should move, look at the
resource cards in your hand. Then decide to which of your available sites to
move. For example, if you have a major item, go to a site where a major item
can be played.

Example: Jessica’s company is in Bree (i.e., its current site) and wants to go
to Thranduil’s Halls to try and bring the Wood-elves faction into play. Bree’s
nearest Haven is Rivendell, while Thranduil’s Halls nearest Haven is Lórien.

First, it takes one turn to move from Bree to Rivendell using the site path,
ww, indicated on the Bree site card. Jessica just plays the Rivendell site card
as her new site card during her organization phase, and she removes the Bree
site card at the end of her movement/hazard phase.

During the next turn, the company may move from Rivendell to Lórien
using the site path, wwbw, indicated on both the Rivendell and Lórien site
cards. Jessica plays the Lórien site card during her organization phase, and
she removes the Rivendell site card at the end of her movement/hazard phase.

Finally, the company takes one turn to move from Lórien to Thranduil’s
Halls using the site path, wbb, indicated on the Thranduil’s Halls site card.
Jessica plays the Thranduil’s Halls site card during her organization phase,
and she removes the Lórien site card at the end of her movement/hazard
phase.
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SITE PATHS
There are six types of regions and six types of sites:

Region Type Symbol Site Type Symbol

Coastal Seas ...................... [c] Havens ............................ [ h ]
Free-domains .................... [f] Free-holds ........................ [ F ]
Border-lands ..................... [b] Border-holds .................... [ B ]
Wilderness ........................ [w] Ruins & Lairs ...................[ r ]
Shadow-lands ................... [s] Shadow-holds .................. [ S ]
Dark-domains ................... [d] Dark-holds ....................... [ D ]

A site path is the sequence of regions between a site and its nearest
Haven. However, each region in the sequence is only indicated by its
type, not by its name. Each non-Haven site card has a site path on it.
Each Haven site card has two site paths, but each of those two paths
gives the sequence of regions between the Haven and one of the two
Havens nearest to it.

Note: Site paths do not direct the movement process. The site path is used to
determine which hazard creatures your opponent may play against your
moving company.
Clarification: A “company’s site path” during its movement /hazard phase
is the site path between its site of origin and its new site. On non-Haven site
cards, the site path is provided on the top left border. On Haven cards, the site
path to each of the two adjacent Havens is provided in the card text.

Example: The Lonely Mountain site’s nearest Haven is the Lórien site. The
symbol for Wilderness is w, the symbol for Border-land is b. So the site path
between Lórien and the Lonely Mountain is: wbbw.

The regions between these two sites are Wold & Foothills (Wilderness),
Anduin Vales (Border-lands), Woodland Realm (Border-land), and North-
ern Rhovanion (Wilderness).
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Example: In the Example of movement from Bree to Thranduil’s Halls on
page 26, the first site path used was from Bree to Rivendell: ww. During that
movement/hazard phase, Jason (Jessica’s opponent) can play hazard crea-
tures keyed to wilderness (w), double wilderness (w w), and Havens (the
new site).

During the next turn, the company uses the site path from Rivendell to
Lórien: w w b w.  During that movement/hazard phase, Jason can play
hazard creatures keyed to wilderness (w), double wilderness (ww), border-
lands (b), and Havens (the new site).

Finally, the company takes one turn to move from Lórien to Thranduil’s
Halls using the site path, wbb. Jason can play hazard creatures keyed to
wilderness (w), border-lands (b), and free-holds (the new site).

Region Types
Coastal Seas [ c ]: Regions consisting primarily of open water.
Free-domains [f ]: Very safe, civilized regions (e.g., Lindon, The Shire,

Belfalas, Anórien, etc.).
Border-lands [ b ]: Less civilized regions on the border of the wilderness or

shadow territory (e.g., Rohan, Lamedon, etc.).
Wilderness [ w ]: Sparsely populated, uncivilized regions that cover most of

NW Middle-earth (e.g., High Pass, Enedhwaith, Rhudaur, etc.).
Shadow-lands [ s ]: Regions with some active Shadow-forces and settle-

ments (Imlad Morgul, Dagorlad, etc.).
Dark-domains [ d ]: Regions with a heavy concentration of Shadow-forces

(Southern Mirkwood, Gorgoroth, etc.).

Site Types
Havens [ h ]: Very safe sites of rest and healing (e.g., Rivendell, Grey

Havens, Edhellond, and Lórien).
Free-holds [ F ]: Sites of safety, but still dangerous due to assassins, traitors,

etc. (e.g., Minas Tirith, Edoras, etc.).
Border-holds [ B ]: Sites of relative safety, but still dangerous due to bandits,

assassins, traitors, etc. (e.g., Bree, Lake-town, etc.).
Ruins & Lairs [ r ]: Deserted sites often inhabited by dangerous creatures

(e.g., the Lonely Mountain, Barrow-downs, etc.).
Shadow-holds [ S ]: Relatively deserted sites often inhabited by dangerous

creatures and Shadow-forces (e.g., Goblin-gate, Mount Gram, etc.).
Dark-holds [ D ]: Very dangerous sites with heavy concentrations of

Shadow-forces (Dol Guldur, Barad-dûr, etc.).
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7 • COMBAT

Combat normally occurs when one of three things happen:
• When a creature hazard is played on a company.
• When a company at a site with an automatic-attack decides to

attempt to play a resource card for that site (i.e., decides to attempt
to enter and explore the site).

• When any other card indicates that a company must face an attack.

ATTACKS & STRIKES
Combat consists of one or more attacks that must be resolved one

at a time. An attack consists of one or more strikes:
• Each strike can target one and only one character in the attacked

company.
• Each character can be the target of only one strike from a given

attack.
• If an attack has more strikes than the company has characters, the

attacker may allocate the excess strikes as -1 modifications (i.e., a
-1 modification for each unallocated strike) to the prowess(es) of
whichever target(s) he chooses. See the Strike Sequence on page 32.

Unless the attack states otherwise, the defender chooses which
untapped characters will be the targets of given strikes. Then, the
attacker chooses which other defending characters not yet assigned a
strike will be the target of any remaining unassigned strikes.

Clarification: Against a given attack, a character may only defend against
one strike.
Clarification: If the text on a creature card states that the “attacker chooses
defending characters,” any characters in the defending company may be
chosen (by the attacker) as the targets of the attack’s strikes.
Clarification: All of an attack’s strikes must be assigned to the characters in
the defending company or as modifications to the strikes assigned. The
attacker may not choose to not apply strikes. Any strike in excess of the
number of characters in the company becomes a -1 modification to prowess
of one character taking a strike (the attacker chooses). Only those strikes that
are assigned need be defeated for the creature’s marshalling points to be
received by the defender.
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Strike Modifications
There are a number of standard modifications to strikes:

• Each unwounded, tapped character must modify his prowess by -1.
• Each wounded character must modify his prowess by -2.
• Normally a character that is the target of a strike is tapped after the

strike is resolved. However, a character that is the target of a strike
may choose to take a -3 modification to his prowess to avoid being
tapped. If so, the character is not tapped after the strike is resolved
(he may still be wounded).

• If an attack has more strikes than the company has characters, the
attacker may allocate the excess strikes as -1 modifications to the
prowesses of whichever target(s) he chooses. See the Strike Se-
quence on page 32.

• The target’s prowess may also be modified due to the play of certain
resource and hazard cards. Only one resource card requiring skill
may be played against a given strike.

Condition Mod. to Target’s Prowess

Unwounded, tapped character * ............................................ -1
Wounded character * ............................................................. -2
Untapped character decides not to tap * ................................ -3
For each unused strike allocated (i.e., each extra strike) * .... -1
Up to one resource card that requires skill ...................... varies
Other resource cards ........................................................ varies
Hazard cards .................................................................... varies

Clarification: The prowess modifications marked with an * above are
applied for a given attack and then are removed immediately after the attack
is resolved. That is they do not carry over from attack to attack.

Resolving Strikes
Strikes are resolved one at a time as decided by the defending

player. When you choose a strike to resolve, determine all of the
factors affecting the strike before the roll is made (see “The Strike
Sequence” below).
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To resolve a strike, the defender makes a roll (2D6) and adds his
modified prowess:
• If this result is greater than the strike’s prowess, the strike fails. Such

a strike is defeated if its body attribute is “–” or  if it has a body
attribute and fails a body check.

• If this result is equal to the strike’s prowess, the strike was ineffectual
(i.e., a “tie” means that the strike is avoided but not defeated).

• Otherwise, the strike was successful (i.e., the character was de-
feated). The target character is wounded and must make a body
check.

Body Checks
If a strike against a character is successful, the character is wounded

and must make a body check. To make a body check, the attacker
makes a roll (2D6); if this value is greater than the character’s body
attribute, the character is eliminated. If the character was already
wounded before this strike, the roll is modified by +1.

Clarification: If a character was already wounded before a strike wounds
him again, the resulting body check modification is always +1 (regardless of
how many times a character is wounded).
Clarification: If a strike against a character is successful, a body check must
be resolved for the character before anything else happens. For example,
Healing Herbs may not be used to heal such a character until after the body
check is resolved (of course, if the character is eliminated, the Healing Herbs
may not be used on him at all).

As presented above, a strike that fails is defeated if its body attribute
is “–” or if it has a body attribute and fails a body check. To make such
a body check, the defender makes a roll (2D6); if this value is greater
than the strike’s body attribute, the strike is defeated.

Example: Smaug has a prowess of 17 and a body of 8. He normally has two
strikes when he attacks. If one of his strikes against a character fails, the
defender makes a body check. If the resulting roll is greater than 8, that strike
is defeated. However, both of Smaug’s strikes must be defeated in order for
him to be eliminated—this would require at least two body check rolls greater
than 8.
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Defeating an Attack
An attack by a hazard creature is defeated if all of its strikes directed

against (i.e., assigned to) a company are defeated. If a defeated attack
is a hazard creature, the card is placed in the defender’s marshalling
point pile. The defender receives marshalling points for eliminating
it.

If a hazard creature has multiple attacks, each must be defeated in
order for the defender to receive the marshalling points.

If one of the strikes was canceled or ineffectual, the attack is not
defeated. If the attack is canceled, the attack is not defeated. A
canceled attack has no effect on the defending company.

Example: Faramir is untapped with a prowess of 5 and a body of 8. He is
facing a strike from a Huorn (only has one strike) with a prowess of 10 and
a body of “–.” Faramir could decide not to tap against the strike; in which case
his prowess would only be 2 (his normal prowess of 5, minus 3 for not
tapping) against this strike. However, Faramir decides to tap to face the
strike.

If Faramir rolls a 6 or better (i.e., his prowess plus the roll will be greater
than the Huorn’s prowess of 10), the strike fails and the Huorn attack is
defeated (it only has one strike and its body attribute is “–”).

If Faramir rolls a 5 (i.e., his prowess plus the roll is equal to the Huorn’s
prowess of 10), the strike is ineffectual.

If Faramir rolls a 4 or less (i.e., his prowess plus the roll is less than the
Huorn’s prowess of 10), the strike was successful. Faramir is wounded and
must make a body check. The attacker makes a die roll—if the result is 9 or
more, Faramir is eliminated and removed from play.

The Strike Sequence
You and your opponent must play any cards that modify the number

of strikes before you assign the strikes.

Note: The “strike sequence” is the time from when a player declares that one
of his characters will resolve a strike until the strike die roll is made and any
associated body checks are made.

Strikes are resolved one at a time as decided by the defending player
(i.e., he chooses a strike to resolve, the strike is resolved, he chooses
the next strike to resolve, the strike is resolved, etc.).
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All of the factors affecting the strike must be decided before making
the roll (2D6). Address these factors in the following order:
1) The attacker may play hazard cards that affect the strike (these

count toward the hazard limit against this company).
2) The attacker may decide to use any or all of his remaining (if any)

-1 modifications due to unallocated strikes (i.e., strikes in excess of
the company’s size).

3) A target untapped character may take a -3 modification so that he
will not automatically tap.

4) The defending player may play resource cards that affect the strike
(up to one card that requires skill).

Clarification: Certain attacks state that each character in the company
“faces one strike” or “is attacked” (e.g., Crebain, Watcher in the Water, etc.).
Such an attack is never affected by a card or effect that modifies the number
of strikes of an attack.
Clarification: The prowess modification and maximum for a weapon is
applied to a character before any other modifications. For example, Beorn
has a base prowess of 7 and a Sword of Gondolin (+2 prowess to a maximum
of 8)—he starts with a prowess of 8 before any other modifications are
applied.

Similarly, the body modification and maximum for a shield or armor is
applied before any other modifications.
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Example of Combat [(#/#) means (prowess/body)]
You control Bilbo (1/9), Balin (4/7) and his follower Bofur (4/7) (with

Healing Herbs), Beretar (5/8), and Beregond (4/8) (with an Elven Cloak).
They are en route from Rivendell to Lórien. There are 4.5 characters in the
company which rounds up to 5, meaning the hazard limit is 5.

Your opponent plays Orc-raiders. He keys this hazard creature to the
border-land of your company’s site path because he is mindful of Beregond’s
Elven Cloak (a minor item that cancels a strike keyed to wilderness). Bilbo,
a scout, taps and plays Concealment to cancel the attack. Orc-raiders is
discarded. That’s 1 hazard down and potentially 4 to go.

Your opponent next plays Orc-warband (second hazard) and states it is
keyed to the border-land. It’s a (4/-) hazard creature with 5 strikes that
receives +3 to prowess against a company that has faced an Orc attack. Even
though Bilbo canceled the Orc-raiders, the company is still considered to
have faced them, so the Orc-warband will be (7/-).  There are 5 strikes and
5 characters, so each character will face one strike (no decisions on strike
allocation can be made). Bilbo elects to face his strike first. His opponent
plays Weariness of the Heart (third hazard) on Bilbo to give -1 to his prowess.
This modification to his prowess is in addition to the -1 Bilbo suffers for
being tapped. No other effects are played to affect the strike and Bilbo rolls
the dice. The result is a 5. Bilbo’s prowess of -1 plus the dice roll is less than
the prowess of the Orc-warband’s strike against Bilbo, so Bilbo is wounded.
Your opponent rolls the body check. It’s a 7—Bilbo lives!

Beregond faces the next strike. Beregond taps and rolls a 10, defeating his
strike handily. Bofur chooses to face his strike next. He a special +1 prowess
bonus versus Orcs, and he chooses not to tap (-3 to his prowess). He rolls a
5 which ties the prowess of the Orc-warband strike. The strike is ineffectual.

Facing the next strike, Balin taps, and rolls a 7 to defeat it. Beretar resolves
the final strike, taps, and defeats it by rolling a 3. Orc-warband is discarded.

Your opponent sees that one character, Bofur, is untapped. He plays Giant
(13/-) (a fourth hazard) and reasons that Bofur will have to take its one vicious
strike. (After all, if you give up the option of assigning the one strike to your
untapped character, namely Bofur, the opponent will be able to choose from
all 5 characters which will take the strike). Your opponent does not see what
Bofur sees. Before assigning the strike, Bofur taps and uses his Healing
Herbs to untap Beregond, who then announces he is taking the strike. The
Giant is keyed solely to double wilderness, so Beregond taps his Elven Cloak
to cancel its single strike. The Giant is discarded.

The opponent announces he will play no more hazards and the company
breathes a sigh of relief. Bilbo will be able to heal at the start of the next turn
since his company will be in Lórien, a Haven.
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8 • CORRUPTION

As characters adventure in Middle-earth, they are subject to temp-
tations. They run the risk of becoming corrupted and leaving the cause
of the Free Peoples (i.e., a corrupted character leaves play, a corrupted
Wizard loses the game). In The Lord of the Rings, Saruman was
corrupted by power, Radagast was corrupted by the lure of nature,
Alatar and Pallando succumbed to unknown corruption and disap-
peared into the East.

Each character has a corruption point total. This starts at zero, but
certain cards and activities will increase and decrease this total during
play. Most cards that affect a character’s corruption are kept under the
character’s card until they are discarded. Only one corruption card (a
hazard card that gives corruption points) may be played on a given
character each turn.

Clarification: For these purposes, a “corruption card” is a hazard card that
gives a character corruption points. Cards that force a corruption check but
do not give corruption points (e.g., Weariness of the Heart, Ren the Unclean,
etc.) are not “corruption cards.”

A character may have more than one corruption card, but only one may be
played on him each turn.

Certain corruption cards state: “Cannot be duplicated on a given charac-
ter.” So, a given character may only have one of each such corruption card.

CORRUPTION POINTS
A character’s corruption point total can be determined at any time

by summing the corruption point values of: the corruption cards under
his card and any other cards he controls (e.g., usually items).

CORRUPTION CHECKS
When a card or other effect indicates that one of your characters

must make a corruption check, you must make a roll (2D6) and add
any appropriate modifications. One of the following results:
Nothing Happens — If the modified result is greater than the

character’s corruption point total, nothing happens.
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The Character is Discarded — If the modified result is equal to the
character’s corruption point total or one less than the character’s
corruption point total, the character fails the corruption check and
you must discard the character along with any non-follower cards he
controls. In this case, if the character is a Wizard, you immediately
lose the game.

The Character is Eliminated — If the modified result is less than
character’s corruption point total by two or more, the character fails
the corruption check and is eliminated (i.e., remove him from play)
and you must discard any non-follower cards he controls. In this
case, if the character is a Wizard, you immediately lose the game.

Clarification: A character discarded due to a corruption check is not
removed from play. He may be played again either by you (e.g., if you
exhaust your play deck and draw that character) or by your opponent (e.g.,
if he has that character in his hand). In this case, the character stops working
for the cause of the Free Peoples (at least for a while)—much as Radagast was
corrupted by the physical nature of Middle-earth (i.e., he went “native”).
Clarification: A character eliminated due to a corruption check is removed
from play. He may not be played again by either you or by your opponent.
In this case, the character is permanently lost to the Free Peoples—much as
Saruman was corrupted in The Lord of the Rings.

CORRUPTION CHECK MODIFIERS
Certain characters receive modifications to corruption checks, and

certain cards may give modifications to a corruption check. Modifi-
cations to corruption checks are printed in the lower right of the
appropriate card. A plus or a minus sign indicates a modification to
any corruption checks rather than corruption points.

Clarification: There are two different values that affect corruption checks:
• Corruption check modifications always have either a plus (+) sign or a

minus (–) sign (e.g., as noted on many character cards). The sum of all such
applicable modifications are added to the corruption check roll.

• Corruption point values never have a plus or minus sign. The sum of all
such values is the character’s corruption point total for the purposes of a
corruption check.
Both values appear in the lower right of certain cards.



37

REGION MAP KEY

# Region Name Type

1 Lindon ............................f
2 Númeriador ....................w
3 Forochel .........................w
4 Arthedain .......................w
5 The Shire .......................f
6 Cardolan ........................w
7 Angmar ..........................s
8 Rhudaur .........................w
9 Hollin .............................w
10 Dunland .........................w
11 Enedhwaith ....................w
12 Old Pûkel-land ...............w
13 Gundabad .......................d
14 High Pass .......................w
15 Redhorn Gate .................w
16 Gap of Isen ....................b
17 Anduin Vales .................b
18 Wold & Foothills ...........w
19 Fangorn ..........................w
20 Rohan .............................b
21 Grey Mountain Narrows s
22 Woodland Realm ...........b
23 Western Mirkwood ........w
24 Heart of Mirkwood ........w
25 Southern Mirkwood .......d
26 Brown Lands .................s

# Region Name Type

27 Dagorlad ........................s
28 Withered Heath ..............w
29 Northern Rhovanion ......w
30 Southern Rhovanion ......w
31 Iron Hills ........................w
32 Dorwinion ......................b
33 Horse Plains ...................s
34 Old Pûkel Gap ...............w
35 Andrast ..........................w
36 Anfalas ...........................w
37 Lamedon ........................b
38 Belfalas ..........................f
39 Lebennin ........................f
40 Anórien ..........................f
41 Ithilien ............................w
42 Harondor ........................w
43 Khand ............................s
44 Imlad Morgul .................s
45 Udûn ..............................d
46 Gorgoroth ......................d
47 Nurn ...............................d
48 Elven Shores ..................c
49 Eriadoran Coast .............c
50 Andrast Coast ................c
51 Bay of Belfalas ..............c
52 Mouths of the Anduin ....c
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Example: (CP = Corruption Points) Using the Middle-earth: The Wizards
terms, lets take a look at Frodo at several points during the action in The Lord
of the Rings between the Shire and Lórien. Frodo has a special ability: he has
a corruption check modifier of +4 (as provided in the bottom right corner of
his card).

When Frodo, Sam, Merry, and Pippin flee the Shire, Frodo only has one
item: The One Ring (it gives Frodo 6 corruption points). Suppose Frodo has
to make a corruption check (roll 2D6) in this situation: if a 2 is rolled, the
modified roll is 6 (2 + 4 for his special ability) and Frodo is discarded. Any
other roll would have no effect on Frodo.

When Tom Bombadil rescues Frodo and company in the Barrow Downs,
Frodo receives a Dagger of Westernesse (1 CP). So Frodo’s CP total becomes
7. He would be discarded if he makes a corruption check roll of 2 or 3 (if there
are no other modifications).

On the way to Rivendell, Frodo is wounded by a Morgul-knife (4 CPs)—
his CP total is now 11. If forced to make a corruption check, he is discarded
on a roll of 6 or 7 and he is eliminated on a roll of 5 or less.

Finally, he reaches Rivendell and the Morgul-knife card is removed,
dropping his CP total back to 7. However, he is then affected by Lure of the
Senses (a hazard card giving 2 CPs and requiring a corruption check each
untap phase at a Haven). So during his next untap phase, he must make a
corruption check with a CP total of 9—he is discarded on a roll of 4 or 5 and
is eliminated on a roll of 2 or 3.

Next, Frodo gets rid of the Lure of the Senses (by rolling greater than 6)
and he transfers his Dagger of Westernesse. In addition, Bilbo gives him:
Sting (1 CP) and The Mithril-coat (2 CPs). So Frodo’s CP total is 9 (6+1+2).
If forced to make a corruption check, he is discarded on a roll of 4 or 5 and
is eliminated on a roll of 2 or 3.

Fortunately, the Fellowship of the Ring is formed (see the company in the
example on page 21)—we will assume that two Fellowship cards (+1 to
prowess and corruption checks for all characters in the company) are played
initially.

So Frodo leaves Rivendell with a CP total of 9 and corruption check
modifiers totaling +6 (+4 normal +2 for Fellowship). Thus, if forced to make
a corruption check (without other modifications), he will be discarded on a
roll of 2 or 3.
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9 • INFLUENCE

You have a pool of general influence. Your characters and Wizard
have direct influence. These two forms of influence can control and
affect characters (see pages 18-20) and factions.

Your unused general influence is equal to 20 minus the sum of the
mind attributes of your non-follower characters in play (i.e., do not
count your followers).

A character’s unused direct influence is equal to his direct influence
attribute minus the sum of the mind attributes of his followers. All
characters have a direct influence attribute of at least zero, so any
character has unused direct influence of at least zero.

Note: In the Standard Game, direct influence can be used to attempt to
interfere with your opponent’s control of his characters, followers, factions,
allies, and items (see pages 58-60).

BRINGING AN ALLY INTO PLAY
You can automatically bring an ally into play by tapping one of your

characters. The character must be at the site indicated on the ally’s
card. Every ally is controlled by the character that tapped to bring it
into play; i.e., it must be placed under and remain with that character’s
card. An ally does not count against its controlling character’s direct
influence or your general influence.

BRINGING A FACTION INTO PLAY
In order to play a faction card, you must tap one of your characters

that is at the “site” indicated on the faction’s card. Then you must
make an influence check. Make a roll (2D6), add your character’s
unused direct influence, and add any appropriate modifications (any
applicable standard modifications from the faction card and from any
other cards played). All modification cards must be played before
making the roll (2D6).

If the modified result is greater than the value required on the faction
card, you place the faction in your play area (it now counts towards
your marshalling point total). Otherwise, you discard the faction card.
Once a faction is brought into play, it is not controlled by any specific
character and it does not count against general or direct influence.
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Clarification: Most faction cards list some “standard modifications” to the
influence check based only upon the race of the character that was tapped to
make the influence check. Similarly, certain characters have special modi-
fications to influence checks. Such a modification only applies if it belongs
to the character that was tapped to make the influence check.

Example: Suppose, during your site phase, you have the Knights of Dol
Amroth in your hand and a company at Dol Amroth—the company contains
Imrahil. He has no followers, so his unused direct influence is 2. You tap
Imrahil to attempt to bring the Knights into play.

You make your influence check roll (2D6), and the result is 5. This roll is
modified by:
• Imrahil’s unused direct influence: +2.
• +2 — Imrahil has a special ability: his direct influence is increased by +2

against the Knights of Dol Amroth.
• A standard modification of +1, because Imrahil is a Dúnadan and a standard

modification of +1 is listed on the Knights of Dol Amroth card.

So the modified result is 10 (=5+2+2+1). Since this is greater than 8 (the
number required by the faction card), the Knights of Dol Amroth are
successfully brought into play.

If you had rolled a 3, your modified result would have been 8 (=3+2+2+1),
and you would have had to discard the faction card.
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10 • PLAYING AND DRAWING CARDS

You may only play hazard cards during your opponent’s move-
ment/hazard phase. Except for resource long-events, you may play
resource cards anytime during your own turn unless specifically
prohibited by the rules or the cards themselves.

Unless stated otherwise, a card is playable only if its effect applies
to an existing situation, hazard, attack, etc. (i.e., you may not play a
card just to discard it).

Clarification: An automatic-attack at a company’s new site may be targeted
by a hazard during the company’s movement/hazard phase (e.g., Arouse
Minions, Dragon’s Desolation, etc.). Playing such a hazard does count
against the hazard limit. Such a hazard may be played even if the attack
ultimately will not be faced (i.e., if the company decides not to face the
automatic-attack during the site phase).

During your movement/hazard phase, both players draw cards
when each company moves. If a company moves to a non-Haven site,
you may draw up to the number of cards indicated by the site that it
moved to (at least one card must be drawn); your opponent does the
same. If the company moves to a Haven site, you may draw up to the
number of cards indicated by the site that you moved from (at least one
card must be drawn); your opponent does the same.

THE HAZARD LIMIT
During your opponent’s movement/hazard phase, the number of

hazard cards that you may play on one of your opponent’s companies
is that company’s hazard limit. The hazard limit is equal to two or the
company’s size, whichever is greater. A company’s size is equal to the
number of characters in it, with each Hobbit counting half (round up).
For this purpose, Wizards and followers do count as characters, but
allies do not.

A hazard limit can be modified by the play of certain cards. Tapping
a Nazgûl permanent-event does count against the hazard limit.

Clarification: For the purposes of calculating hazard limits, each company’s
size is determined for each company at the beginning of the movement/
hazard phase (e.g., it remains fixed). So, if a character is eliminated during
his company’s portion of the movement/hazard phase, his company’s hazard
limit does not change.
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HAZARD CARDS
Hazard cards represent evil forces and natural dangers in Middle-

earth. You may play hazard cards only during your opponent’s
movement/hazard phase.
Creature Cards

You may use a creature card to directly attack one of your opponent’s
companies. Such an attack can occur only if:
• The company is at a specific site at which the creature’s card text says

it can be played.
• The company’s site of origin or new site is in a region where the

creature’s card text says it can be played.
• One of the site symbols on the creature’s card matches the site that

the company moved to (i.e., the new site) or stayed at (i.e., if the
company did not move).

• At least one of the region symbols on the creature’s card matches one
of the region types the company moved through this turn (see
below). If the creature’s card has two region symbols of the same
type (i.e., a deep wilderness creature), then the company must have
moved through at least two regions of that same type.

Clarification: Two wilderness symbols are required in a site path to play a
deep wilderness creature. However, the two symbols need not be adjacent in
the site path. For example, a deep wilderness creature may be played keyed
to the site path: wbbw. If a company travels with two wilderness on its
site path, the chance of encountering very dangerous wilderness monsters
has doubled, even if the two wildernesses are not adjacent.

If a creature satisfies more than one of these conditions, you must
choose (when you play the creature) one of these conditions that the
attack is “keyed to.”  The effects of certain cards are based upon the
region or site type that a creature is keyed to.

Clarification: The player that plays a hazard creature must specifically state
the type of region or site that a creature is keyed to—it can affect the use of
other cards. For example, if a character with an Elven Cloak faces a strike
from a creature that has been played keyed to wilderness, he can tap the cloak
to cancel the strike. However, if such a strike is keyed to border-lands, he
cannot use his cloak against it.
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The region types that a company moves through during a given turn
are determined by the following criteria:
• If a company did not play a new site card, it did not move through

any regions—so, no creature may be played based solely on region
conditions.

• If the company was at a Haven and has played a new non-Haven site
card (but no region cards), the region types are indicated by the new
site card’s site path.

• If the company was at a Haven site and has played a new Haven site
card (but no region cards), the region types are indicated by the new
Haven site card’s “Site Path from” the old Haven site (i.e., the site
path from the old Haven).

• If the company was at a non-Haven site and has played a new Haven
site card (but no region cards), the region types are indicated by the
site of origin’s site path (i.e., the site path on the site that the company
left).

Standard Game Only: If the company played region cards, the region types
of the site path are indicated by the region cards (i.e., each region card has a
region type).

Example: Certain card combinations make a specific card more powerful
and allow it to be played more often. Ren the Unclean (a Nazgûl) has one
strike with a prowess of 15 and can only be played keyed to dark-domains and
dark-holds. However, if played in combination with a Fell Beast card, Ren
has two strikes with a prowess of 13 and can be played keyed to shadow-
lands, shadow-holds, dark-domains, and dark-holds.

If Ren is played in combination with a Fell Beast card and a Morgul-knife
card, he has two strikes with a prowess of 15 and can be played keyed to
shadow-lands, shadow-holds, dark-domains, and dark-holds. In addition,
one character wounded by his attack receives 4 corruption points due to the
Morgul-knife.
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RESOURCE CARDS
Certain resource cards may only be played if specific required

conditions exist.

Clarification: Playing a faction card, ally card, information card, or item
card (unless stated otherwise on the card) requires an untapped character and
an untapped site. In addition, the company must face any automatic-attacks
located at the same site before such a card can be played. Playing another type
of resource card does not neccessarily require an untapped site. This process
may vary based upon specific card text.

Factions — If one of your characters is at the site specified on a
faction card, he may tap to attempt to play the faction card. If the
character successfully influences the faction as indicated on the
faction’s card (see p. 39), the faction card is placed in your play area.
After a faction is successfully played at a site, the site card is tapped.

Clarification: Once a faction is brought into play, it is not associated with
any character. A faction plays no active role after it is brought into play.

Items — If a character is at an untapped site that indicates that a
specific type of item card (gold ring, minor, major, or greater) is
“playable,” he may tap to bring an item of that type into play. The item
card is placed under the character’s card. After an item is played at a
site, the site card is tapped.

A character may only use the effects of one weapon at a time and
one shield at a time and one armor at a time.

If a character is eliminated by corruption, discard all of the items
that he controls. If a character is eliminated due to failing a body
check, one item can be immediately transferred to each unwounded
character in his company; but, the rest of his items are discarded.

Clarification: An item only taps when used if its text states so. Thus,
weapons and armor do not normally tap when used.
Clarification: A character may control (i.e., bear) any item, even if he cannot
use its abilities.
Clarification: A character may control (i.e., bear) more than one weapon or
more than one shield or more than one armor. However, only one of each type
may be used at any given time.
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Minor Items — If a resource card that taps a site (e.g., ally, faction,
item, information, etc.) is successfully played at a site, one additional
character may tap to play a minor item. Such a minor item may be
played even if the site does not specifically state that a minor item is
playable at the site. For example, a minor item played when bringing
an ally into play would simulate a gift from the ally.

Example: Certain card combinations are required to bring certain powerful
items into play. Narsil was a mighty sword that was broken when Elendil fell
fighting Sauron. Narsil can be played and used as a greater item (+1 direct
influence, +1 prowess, 3 MPs, 2 CPs).  However, a player can attempt to
reforge Narsil so that it becomes Andúril, the Flame of the West (Aragorn II’s
weapon in The Lord of the Rings).

Two other cards are required. A Reforging card must be played at an
“information site” and stored at a Haven—this represents gathering the
resources required to reforge Narsil. Then, the Andúril card must be played
at an “information site” and stored at a Haven—this represents gaining the
knowledge of how to reforge Narsil.

Then, the Reforging card is discarded and the Andúril card is placed with
the Narsil card—giving a total of (+2 direct influence, +5 prowess, 7 MPs,
3 CPs) from the combination of the two cards.

Allies — A character may tap to play an ally card if he is at the site
specified on the ally card and the character meets the requirements
indicated on the ally card. The ally card is placed under the character’s
card and that character controls the ally. After an ally is played at a site,
the site card is tapped. An ally does not count as a character for any
purposes other than combat and the use of certain skills. Allies can not
bear items.

An ally with a skill may take actions and play cards that require that
skill. For example, Treebeard has the sage skill, so he can tap to play
a Dreams of Lore card. Similarly, Gollum has the scout skill so he can
tap to play a Concealment card.

Clarification: Allies that are eliminated are placed in the out-of-play pile
(i.e., neither player may bring that ally back into play). Allies are not affected
by corruption.
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EVENTS
There are both resource events and hazard events. Each event falls

into one of three classifications based upon how long it stays in play.

Short-event— A short-event’s effects are immediately implemented.
Then the event card is discarded. The effects of some short-events last
for a specific period as stated on its card (e.g., many short-event
effects last “until the end of the turn”).

Permanent-event — The effects of a resource permanent-event are
immediately implemented. Its effects last until the card is discarded.
Certain effects can cause a permanent-event to be discarded; these
effects are given in the text of specific cards.

Clarification: Hazard short-events and permanent-events can be played
only during an opponent’s movement/hazard phase. Resource short-events
and permanent-events can be played at any time during your turn—as limited
by specific card text.

Long-event — The effects of a long-event are immediately imple-
mented when it is played. Long-events last approximately two turns,
one of yours and one of your opponent’s.

You may only play a resource long-event during your long-event
phase. Its card and effects remain in play until your next long-event
phase or until otherwise discarded.

You may only play a hazard long-event during your opponent’s
movement/hazard phase. Its card and effects remain in play until your
opponent’s next long-event phase or until otherwise discarded.

Clarification: The effects of many long-events and permanent-events affect
both players because they can remain in effect during both players’ turns. So
remember, when you play a long-event hazard on your opponent during his
turn, it will remain in effect during your next turn. For example, Awaken
Denizens (a long-event) increases the number of automatic-attack strikes at
Ruins & Lairs for one turn for each player.
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Example: One of Jason’s companies with a hazard limit of six is moving
from Rivendell to Lórien; its site path is wwbw. Jessica plays Doors of
Night (a permanent-event) during Jason’s movement/hazard phase. This
causes all resource environment cards in play to be discarded and their effects
are canceled. This card will remain in play until it is discarded due to the play
of a Gates of Morning, Twilight, or another card that targets the Doors of
Night.

Jessica then plays Choking Shadows (a short-event). She decides to use its
option of treating one wilderness [w] as a shadow-land [s] until the end of
the turn. This changes the site path for Jason’s company fromwwbw to:
wsbw. Choking Shadows is discarded, but its effects will remain until
the end of the turn (unless canceled before that).

Then, Jessica next plays Morgul Night (a long-event)—all wildernesses
[w] to be treated as shadow-lands [s] and all shadow-lands [s] to be treated
as dark-domains [d]. This changes the site path for Jason’s company from
wsbw to: sdbs. Jessica can still play three more hazards and she
can key them to border-lands, shadow-lands, and/or dark-domains. Unless
its discard is forced by another card, Morgul Night and its effects will remain
in play until Jessica’s next long-event phase (approximately two turns).

STORING CARDS
During your organization phase, you may store any of your items

that are at a Haven site. The controlling character must make a
corruption check before an item can be stored.

A stored item is placed in your marshalling point pile and still
counts for marshalling points. Once an item is stored it may not be
unstored and brought back into play. The One Ring may not be stored.

Some items and resource cards state that they can be stored when at
a specific site (e.g., the Book of Mazarbul can be stored at a Dwarf-
hold). Such an item or resource card is still placed in the marshalling
point pile and cannot be brought back into play.

Clarification: Certain cards state that a character bearing such a card cannot
untap until the card is stored at a certain place. After storing such a card, the
character does not untap until the untap phase of his player’s next turn.
Clarification: Unless stated otherwise on the card, the marshalling points for
a card that can be stored apply regardless of whether or not the card is stored.
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TRANSFERRING ITEMS
During your organization phase, you may transfer items between

characters at the same site. The controlling character must make a
corruption check before an item can be transferred.

Clarification: A corruption check is required before an item can be stored
or transferred. A character that fails such a corruption check has decided not
to follow his Wizard’s advice and influence concerning the item’s use (i.e.,
the item is discarded and the character is either discarded or eliminated).

ACTIONS AND CARD PLAY
The various activities that you and your opponent can perform

during play are called actions. Typical actions include playing a card,
tapping a card, revealing a card, etc. The following general guidelines
apply to resolving actions; more detailed guidelines can be found on
pages 61-63.
• You must give your opponent a chance to respond to every action,

and vice versa. If you perform an action and move on to another
action without giving your opponent a chance to respond, you must
“back up” if he indicates that he wants to respond. A series of
declared actions made in response to one another is called a chain of
effects. You always have the option of declaring the first action in
a chain of effects during your turn. The actions in a chain of effects
are resolved one at a time from last declared to first declared (i.e., the
last declared action is resolved first, then the second to the last, etc.).

• If the play of a card requires other actions (e.g., corruption checks),
the actions are resolved in the order in which they appear on the card.

• A required or declared dice roll is an action and can be the target of
another action or effect declared later in the same chain of effects.

• When the effects of a dice roll require further actions (e.g., a roll for
a strike requires a body check), those actions become the first
actions (any further rolls come first) in the next chain of effects after
the roll.
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• PART II •

STANDARD RULES

You should read and master the Starter Rules before tackling the
Standard Rules.

1 • THE VICTORY CONDITIONS

The Standard Rules victory conditions differ from those found in
the Starter Rules in two ways. First, the players can decide to play a
longer game, and/or second, certain modifications to the marshalling
point totals can be made at the Free Council.

THE LONGER GAMES
The Starter Game is also called the “1-deck game.” For experienced

players with tuned decks, this game usually lasts 20-60 minutes. If you
want longer, more detailed play, there are 3 other games.
The 2-deck Game

In a “2-deck game” (the “short game”), the Council is called when
each play deck has been exhausted twice. You may call the Council
when your play deck has been exhausted twice, or when it has been
exhausted once and you have at least 25 marshalling points (MPs).

The 3-deck Game
In a “3-deck game” (the “long game”), the Council is called when

each play deck has been exhausted three times. You may call the
Council when your play deck has been exhausted three times, or when
it has been exhausted twice and you have at least 30 marshalling
points. Increase the sideboard size to 20 cards.
The 4-deck Game

In a “4-deck game” (i.e., the “campaign game”), the Council is
called when each play deck has been exhausted four times. You may
call the Council when your play deck has been exhausted four times,
or when it has been exhausted three times and you have at least 40
marshalling points. Increase the sideboard size to 25 cards.
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MARSHALLING POINT MODIFICATIONS
At the Free Council, you may reveal any unique marshalling point

cards in your hand that match unique cards that your opponent has in
play. Each such revealed card reduces your opponent’s marshalling
point total by one.

There are six different types of marshalling points; each is associ-
ated with a specific shape:

Character Points ..............................................................

Item Points  (Major, Greater, & Rings only) ..................

Faction Points .................................................................
Ally Points ......................................................................

Kill Points (from defeating creatures) ............................

Miscellaneous Points ......................................................

These types of marshalling points can affect your marshalling point
total in two ways:
• If your opponent has zero (or negative) points for any one type of

marshalling point, your points for that same type of marshalling
point are doubled. This doesn’t apply to kill points and miscella-
neous points.

• No more than half (round up) of your final marshalling points can
come from any one type of marshalling point. If one type of
marshalling point is over half of your total, reduce the points for that
type until they are only half (or less) of your total.

Clarification: These marshalling point modifications do not apply until the
Free Council actually takes place. Specifically, the modifications do not
affect your marshalling point total when it is used to determine if you can call
the Free Council (i.e., you need 20 MPs to call the Free Council before any
of these modifications are made).

0 
□ 

0 
◊ 
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Example: Let’s look again at our example from page 11. Assume Jason
failed to play the Men of Northern Rhovanion (3 MPs) on his last turn.
Assume none of the characters failed a corruption check (i.e., they all come
to the Free Council).

Jessica notices that Jason has no faction points (he blew his roll to get the
Men of Northern Rhovanion). So her faction points are doubled to 4.

Unfortunately, Jason’s problems are not over. He failed to get the 3 MPs
from the Men of Northern Rhovanion; so his MP total is only 14—8 of them
are character points and only 6 are non-character points. Since you cannot
have more than half of your points from any one source, Jason only gets 6
MPs from his characters.

At this point, the marshalling points (MPs) break down as follows:

Jessica’s MP Cards MPs Modified MPs

Celeborn .............................................. 2 .................................... 2
Elladan ................................................. 1 .................................... 1
Elrohir .................................................. 1 .................................... 1
Gildor Inglorion ................................... 1 .................................... 1
Legolas ................................................ 2 .................................... 2
Sword of Gondolin (item) ................... 2 .................................... 2
Men of Lebennin (faction) .................. 2 .................................... 4
Gwaihir (ally) ...................................... 2 .................................... 2
Dreams of Lore (misc) ........................ 2 .................................... 2
Total 15 17

Jason’s MP Cards MPs Modified MPs

Beorn ................................................... 2 .................................... 2
Faramir ................................................ 2 .................................... 2
Imrahil ................................................. 2 .................................... 2
Théoden ............................................... 2 .................................... 0
Sword of Gondolin (item) ................... 2 .................................... 2
Great Shield of Rohan (item) .............. 2 .................................... 2
Quickbeam (ally) ................................. 2 .................................... 2
Total 14 12

At this point, Jason reveals that he has cards for Gwaihir, Legolas, and
Elrohir in his hand (he was saving them for this). Since they duplicate three
of Jessica’s unique MP cards, her MP total is reduced by one for each of these
cards. Thus, Jessica ends up with 14 MPs and Jason ends up with 12 MPs—
Jessica wins. Jason curses his luck because he failed to bring the Men of
Northern Rhovanion into play on his last turn.
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2 • THE CARDS AND DECKS

In addition to the normal location deck and play deck, you can have
a 15 card “sideboard” deck. A sideboard can contain resource, hazard,
and character cards. However, the combined play deck and sideboard
can only contain one of each unique card and a maximum of three of
any non-unique card.
Using Your Sideboard When You Exhaust Your Deck

Whenever you exhaust your play deck, you may exchange (before
reshuffling) up to 5 cards between your sideboard and discard pile.
Each such card taken from your sideboard must be replaced by a card
from your discard pile.
Using Your Sideboard When You Tap Your Wizard

During your organization phase, you may tap your Wizard to bring
up to 5 resource and/or character cards from your sideboard into your
discard pile.

Alternatively, if your play deck has at least 5 cards, you may tap
your Wizard to bring one resource card directly from your sideboard
into your play deck (reshuffle).

Using Your Sideboard When You Tap a Nazgûl
During your opponent’s movement/hazard phase, you may tap one

of your Nazgûl permanent-events in play to bring up to 5 hazard cards
from your sideboard into your discard pile. The normal result of
tapping a Nazgûl does not apply. The Nazgûl is discarded. Tapping a
Nazgûl in this fashion does count against the hazard limit.

Alternatively, if your play deck has at least 5 cards, you may tap a
Nazgûl permanent-event to bring one hazard card directly from your
sideboard into your play deck (reshuffle).

Clarification: Your opponent may verify how many cards move to and from
your sideboard, but you do not have to reveal what those cards are.
Clarification: Your combined play deck and sideboard cannot violate the 1
unique card and 3 non-unique card limit. However, there is no restriction on
the mix of hazards, resources, and characters in your sideboard. That is, for
the purposes of your sideboard, you can ignore the play deck restrictions: the
limit of 10 characters and the 50/50 resource/hazard mix.
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3 • GETTING READY TO PLAY

Add your region cards to your location deck. See pages 54-56 for
more information on how to use these cards.

Note: For play balance, we recommend both players have access to approxi-
mately the same number of region cards. If this cannot be achieved, region
cards should not be used.

4 • THE PLAYER TURN

The Full Player Turn Summary is presented on pages 68-70.

5 • CHARACTERS & COMPANIES

There are several Standard Rules changes involving characters and
companies.
Splitting a Company at a Non-Haven Site

During the organization phase, a company at a non-haven site may
split into two or more companies. The following instructions apply:
• One of the companies may remain at the current site.
• One of the companies may return to the Haven site indicated by the

current site’s site path.
• Any other companies must move to different sites using region

movement.

Clarification: These restrictions mean that two companies may not start at
the same site and then move to the same site separately (i.e., in such a
situation the two companies would have to move as one company).

Joining Two Companies at a Non-Haven Site
During the organization phase, two companies may move to the

same site, but one of the following cases must apply:
• One and only one company may already be at the site. In this case

the other company must state that its new site card is already in play
(the current site card for the non-moving company).

• One company moves to the site using the site path on that site card
(i.e., the company starts at the site’s nearest Haven), and the other
company moves to the site using region cards for its site path. In this
case, both companies must state that the same face down site card is
their new site card.
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In both cases, the two companies must face hazards separately and
are then combined at the end of the movement/hazard phase.

Discarding Characters
Instead of bringing a new character/Wizard into play during your

organization phase, you may discard a character that is at a Haven or
at his home site. A Wizard may not be discarded.

You must take this action when you are forced to discard a character
due to a lack of available influence.  In this case, the character(s) need
not be at a Haven.
Bringing Characters into Play

Before you play your Wizard, you may use general influence to
bring a character into play at any haven or at his home site. After
revealing your Wizard, you may use general influence to bring a
character into play only if your Wizard is at the site at which the
character arrives (i.e., a Haven or the character’s home site).

6 • MOVEMENT

There are two ways to move from one site to another. A company
can use the site path on a site card (see the Starter Rules) or it can use
region cards as its site path to a specific site card (i.e., region
movement).

Clarification: Region movement is not necessary to play this game. Region
movement just gives you more options; i.e., with region movement a
company need not move to a Haven every other turn. Region cards are not
included in starter decks.

REGION MOVEMENT
To use region movement, play a new site card (face down) and a

series of up to four regions (face down) that connect the company’s
current site with the new site (i.e., the company moves). A series of
regions “connects” two sites if:
• The current (i.e., site of origin) site is located in the first region, and

• That region card is adjacent to the next region card played, and

• That region card is adjacent to the next region card played, … , and

• Finally, the last region card played is the region that the new site card
is located in.
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Clarification: Region movement can be more dangerous to use than
normal movement—certain creatures can be played keyed to specific
region cards.

For example, suppose you decide to move a company from Lórien to
the Easterling Camp using the region cards: Wold & Foothills (w),
Brown Lands (s), Dagorlad (s), and Horse Plains (s). The region
types traveled through are the same as the site path used in normal
movement between Lórien and the Easterling Camp (as given on the
Easterling Camp site card)—so the same creatures may be played
against the company based on region type. Adûnaphel (a Nazgûl) card
normally can only be played keyed to dark-holds and dark-domains, but
it also states that it can be played keyed to Dagorlad (and the Brown
Lands). Thus, Adûnaphel could be played on this company as it moves
through Dagorlad. Similarly, Indûr Dawndeath and Khamûl the
Easterling could also be played.

A region is adjacent to another region if and only if each region lists
the other region on its card.

Clarification: To use region movement for a company, the region cards
played must include the region containing the company’s current site and the
region containing the new site. If both the current site and the new site are in
the same region, only that region card need be played.
Clarification: If two sites are separated by more than four regions, a
company may not travel directly between them in one turn (unless some
special resource card is used, e.g., Bridge, Shadowfax, etc.). The company
must first travel to interim sites (one per turn) until it reaches a site that is
within four regions of the destination site.
Clarification: Certain regions may appear to be adjacent on the maps, but
turn out not to be adjacent upon examination of the lists on their cards. For
example, Dagorlad and Rohan appear to be adjacent on the maps, but they are
really separated by the Anduin River.

Playing Hazards
For the purposes of playing hazards, the site path for a company

using region movement is defined by the region types of the region
cards played. You can use a creature hazard to directly attack one of
your opponent’s companies if at least one of the region types on the
creature’s card matches that region type of a region card played by the
company (two are required for creatures that require two symbols of
the same type) .
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Example: Lets look at our example for movement from the Starter Game
(see page 26). Jessica’s company in Bree (in the Arthedain region) wants to
move to Thranduil’s Halls (in the Woodland Realm region) in order to bring
the Wood-elves faction into play. If she does not use region movement, this
takes three turns: Bree to Rivendell, Rivendell to Lórien, and Lórien to
Thranduil’s Halls. Using region movement, she can do it in 2 turns.

The shortest number of region cards required for this move is 5 and there
are two possible routes:
• Arthedain w, Rhudaur w, High Pass w,

Anduin Vales b, Woodland Realm b.
• Arthedain w, Angmar s, Gundabad d,

Anduin Vales b, Woodland Realm b.

Jessica decides on the first, less dangerous route. However, it is more than
4 regions long, so her company must first move to another site along the way.
Jessica looks at her hand and sees that she has a Precious Gold Ring, so she
decides move to Gladden Fields (in the Anduin Vales) to try and get the ring
on her way to Thranduil’s Halls (why waste a turn).

On her first turn, she moves to the Gladden Fields by playing the Gladden
Fields site and the following regions: Arthedain w, Rhudaur w, High Pass
w, Anduin Vales b.

On her second turn, she moves to Thranduil’s Halls by playing the
Thranduil’s Halls site and the following regions: Anduin Vales b, Wood-
land Realm b.

7 • COMBAT

An untapped character that is not the target of a strike may tap to
support a character in the same company that is the target of a strike.
The target’s prowess is modified by +1 for each supporting character.

Clarification: If a character is assigned a strike from an attack, he may not
tap to support a character that is facing a strike from the same attack.

An ally may tap to give a +1 prowess modification in this manner.
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Example: A Cave Drake (two strikes, 10/–) attacks your company which
consists of the untapped characters: Bilbo, Balin, Bofur, Beretar, and
Beregond.

You opponent assigns the two strikes to Bilbo and Balin. You play a
Halfling Stealth to cancel the strike against Bilbo. Balin is carrying the
Arkenstone, so you really want to keep him alive. You tap Balin to face the
attack, and you tap Bofur and Beregond to support him. You would also like
to tap Bilbo for support, but you cannot—he was assigned a strike, so he is
still a target of this attack.

Balin has a prowess of 6 versus this attack: 4 (his own prowess) + 1
(Bofur’s support) + 1 (Beregond’s support).

8 • CORRUPTION

Before the roll is made for a corruption check, you may tap other
characters in the same company as the character making the check.
The corruption check is modified by +1 for each such character and/
or Wizard tapped.

Clarification: If more than one character in a company are forced to make
corruption checks, the corruption checks are resolved one at a time in an order
chosen by the player controlling the characters. Each character tapped may
only give a +1 modification to one corruption check, not to all of the
corruption checks.
Clarification: When the Free Council is called, a character may only tap to
give a +1 corruption check modification to another character in the same
company.

Example: Your company consists of the untapped characters: Bilbo, Balin,
Bofur, Beretar, and Beregond. A Weariness of the Heart is played on Balin,
requiring him to make a corruption check.

Balin is carrying the Arkenstone (4 corruption points) and some Healing
Herbs (1 corruption point), so you tap Bilbo and Beregond to help him with
his corruption check. Balin has a corruption point total of 5, but his roll is
modified by +2 (+1 for Bilbo and +1 for Beregond). He will only fail if he
rolls 3 or less.
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9 • INFLUENCE

Influence is the only way that your characters can directly affect
your opponent’s resources. During your site phase, one and only one
of your characters may tap to attempt to influence away one of your
opponent’s characters, followers, allies, factions, or items. This may
only take place if the influencing character and the target of the
influence are at the same site. If you successfully influence the target,
it is discarded. In some cases, you may reveal an identical card and
attempt to play it (i.e., he convinces the target to join his side).

Such an influence attempt may not be made on the first turn, and a
Wizard may not make such an attempt on the turn he is revealed.
Influencing an Opponent’s Character

To attempt to influence one of your opponent’s non-Wizard char-
acters you must make an influence check. You make a roll (2D6) and:
• Add the influencing character’s unused direct influence.
• Subtract your opponent’s unused general influence points.
• Subtract the result of a roll (2D6) made by your opponent .
• Add any other modifications (from cards and special abilities). All

modification cards must be played before making the roll.

If the modified result is greater than the target’s mind attribute, the
target character card and all of the non-follower cards he controls are
discarded. Otherwise, nothing happens.

If you reveal an identical character card from your hand before
making the roll for the influence check, the target character’s mind
attribute is treated as if it were zero. If the attempt is unsuccessful, you
must discard the character card you revealed. If such an influence
check is successful, the target character and his non-follower cards are
discarded and the revealed character card may be immediately played
(appearing at the same site). In order to play this character, you must
have enough unused general influence to control him or an influenc-
ing character at the same site must have enough direct influence.

Clarification: If you reveal an identical character in order to nullify the
target character’s mind attribute for an influence check, you must discard that
character if you do not play him.



59

Example: Jessica and Jason each have one company organized as follows:

Jessica’s General Influence (- •20)
| Pallando (- •10)

Elladan (4•0) Legolas (6•2+2) Celeborn (6•1) |
| Gildor

Elrohir (4•0) Inglorion (4•0)

Jason’s General Influence (- •20)
| Radagast (- •10)

Théoden (6•3) Faramir (5•1) Imrahil (6•2) |
Beorn (7•2)

Jessica moves her company to the same site as Jason’s company. During
her site phase, Pallando attempts to influence Faramir. Jessica has 4 unused
general influence, Jason has 3 unused general influence, and Pallando has 6
unused direct influence. Jessica rolls 2D6 and gets a 8, while Jason rolls 2D6
and gets a 7. So the modified result of the influence check is 4 = 8 (Jessica’s
roll) + 6 (Pallando’s unused direct influence) - 3 (Jason’s unused general
influence) - 7 (Jason’s roll). This result is not greater than Faramir’s mind
attribute of 5, so Faramir is not influenced and remains in play. If Jessica had
rolled a 10 or higher, Faramir would have been discarded.

If Jessica had revealed a Faramir card from her hand before the rolls were
made, his mind attribute would have been zero for the purposes of this roll.
In this case, the influence check would have been successful—Jason would
have discarded his Faramir card and Jessica would have played her Faramir
card. He must be played as Pallando’s follower because she only has 4 unused
general influence.

In the case in which Faramir is influenced, Jessica should not celebrate too
much. During his turn, Jason can shift Beorn to control by general influence
and then use Radagast’s 10 unused general influence points to attempt to
influence one of Jessica’s characters.

Influencing an Opponent’s Ally
To influence an opponent’s ally, you must make an influence check

as outlined above. However, the following exceptions apply:
• Instead of the controlling character’s mind attribute, the influence

check uses the ally’s mind attribute.
• The result is also modified by the “unused direct influence” of the

character controlling the ally.
• Revealing an identical ally card reduces the ally’s mind attribute to

0 and allows you to play the card if the influence check is successful.
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Influencing an Opponent’s Follower
To influence an opponent’s follower, you must make an influence

check as outlined above. However, the result is also modified by
subtracting the “unused direct influence” of the follower’s controlling
character.
Influencing an Opponent’s Faction

To influence an opponent’s faction, you must make an influence
check as outlined above. However, the following exceptions apply:
• Instead of a mind attribute, the influence check uses the value usually

required to bring the faction into play (as given on the faction’s
card).

• The influence check is modified by any of the faction’s applicable
“Standard Modifications” (as given on the faction’s card).

• Revealing an identical faction card reduces the the value usually
required to bring the faction into play to zero and allows you to play
that card if the influence check is successful.

You may only influence an opponent’s factions if the influencing
character is at the site where the faction was played.

Influencing an Opponent’s Item
To influence an opponent’s item, you must make an influence check

as outlined above. However, the following exceptions apply:
• The mind attribute of the character controlling the item is used.
• The result is also modified by subtracting the “unused direct

influence” of the item’s controlling character.
• You must reveal an identical item card in order to make an influence

attempt on an item (i.e., you are attempting to convince the control-
ling character that the item would be more useful to the cause of the
Free Peoples in your hands). If the influence check is successful, you
may play your card with the character that made the influence
check—if you choose not to play the item, discard it.

Clarification: The unused direct influence for an influence check against an
item is affected by any direct influence modification that the target item gives
its bearer.
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10 • PLAYING AND DRAWING CARDS

There are several Standard Rules changes involving playing cards.

LIMITS ON DRAWING CARDS
During your turn, you may draw cards based on one of your moving

companies only if the company contains a Wizard or at least one
character with a mind attribute of three or more.

PLACING A CARD ON-GUARD
During the movement/hazard phase of your opponent’s turn, you

may place one card on-guard for each of your opponent’s companies.
This card is played face down next to the company’s new site or next
to its current site if it did not move. Any card can be placed on-guard
(i.e., it does not have to be a hazard, you can bluff). Such a card does
count against the hazard limit for the company it is placed on.

The card will remain on that site until one of the following occurs:
• The company decides to face the site’s automatic-attack. If the on-

guard card is a hazard creature keyed to the company’s site or a
hazard that can modify the automatic-attack, it may be revealed
before the automatic-attack is resolved. If it is a hazard creature, it
will attack after the automatic-attack is resolved.

• The company plays a card keyed to the site. If the on-guard card is
a non-creature hazard, it may be revealed if it is a hazard that directly
affects the company or a character in the company (e.g., a hazard that
forces all characters to make a corruption check).

• Otherwise, return the card to your hand at the end of the site phase.

In the first two cases, the card is handled as if it had been played
during the movement-hazard phase (i.e., short-events are discarded,
long-events last until your opponent’s next long-event phase, etc.).
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Example: After visiting Thranduil’s Halls, Jessica’s company moves to The
Lonely Mountain. During her movement/hazard phase, Jason places a card
on-guard. The card is Awaken Denizens, but Jessica does not know that. This
card doubles the # of strikes for an automatic-attack at a Ruins & Lairs site.

During her site phase, Jessica states that her company will face The Lonely
Mountain’s automatic-attack (a Dragon, 1 strike with a prowess of 14). Jason
reveals his on-guard card and the automatic-attack becomes 2 strikes with a
prowess of 14 each. Jessica’s company must face this attack (it may be
canceled.

Suppose Jason had placed a Cave Drake on-guard. Then Jessica’s com-
pany would have to face the automatic-attack and then the Cave Drake.

Suppose Jason had placed a Weariness of the Heart on-guard. Then, if
Jessica’s company successfully faced the automatic-attack and played an
item, Jason could reveal the Weariness of the Heart to force any one character
in the company to make a corruption check.

Dice Roll Timing
Before a roll is made for combat or a check, cards may be played that

will modify the result of the roll. However, once the roll is actually
made, no further cards may be played that modify the dice roll result.
This modified result is used to determine effects of the combat or
check before any other actions are taken. When the effects of a dice
roll require other actions (e.g., a successful strike requires a body
check) those actions become the initial actions (any further rolls come
first) in the next chain of effects after the roll.
Timing Rules

You and your opponent may both want to perform actions at the
same time or actions that are sequenced with respect to other actions.
This can happen during your movement/hazard phase (or during your
site phase if your opponent has a card on-guard). Such actions almost
always include playing a card, tapping a card already in play, and
revealing an on-guard card.

Your opponent may always declare an action in response before
your action is resolved. Then, you may respond to his action, and he
can respond to your second action, and so on until neither player can
(or wants to) perform an action.

You must give your opponent a chance to respond to every action,
and vice versa. If you perform an action and move on to another action
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without giving your opponent a chance to respond, you must “backup”
if he indicates that he wants to respond.

Such a series of declared actions is called a chain of effects. You
always have the option of declaring the first action in a chain of effects
during your turn. The actions in a chain of effects are resolved one at
a time from last declared to first declared (i.e., the last declared action
is resolved first, then the second to the last, etc.).

You may follow one of your declared actions with another of your
declared actions in the same chain of effects, so long as you give your
opponent a chance to respond to first action.

An action in a chain of effects is negated if the conditions required
to perform it are negated by another action that is resolved before it in
the chain of effects.

Timing Example: You play Weariness of the Heart on Bilbo to force him to
make a corruption check. Your opponent taps Frodo (2nd action in this chain
of effects) to give Bilbo +1 to this check. You play Call of Home on Bilbo
(3rd action), which forces Bilbo to make a successful roll or return to his
owner’s hand. Finally, your opponent plays Tookish Blood on Bilbo. This
cancels any effect for the rest of the turn which would discard Bilbo or send
him to his owner’s hand. Now you resolve actions from last to first:
• Tookish Blood takes effect.
• Call of Home takes effect, but Tookish Blood negates any effect it would

have.
• Frodo gives +1 to Bilbo’s corruption check (an action can target a dice-

rolling action that was declared earlier in the same chain of effects, even
though the dice-rolling action has not taken effect).

• Bilbo makes his corruption check—he rolls the dice adding +1 to his roll
because of Frodo’s help (other modifications not discussed here). Tookish
Blood cancels any result of this corruption check that would discard Bilbo.

If your opponent had played Tookish Blood on Bilbo after his dice roll, i.e.
after this chain of effects was resolved, it would not have affected your Call
of Home nor Bilbo’s corruption check. Tookish Blood only cancels those
actions that occur during the rest of the turn, and not prior actions.

Consider if Tookish Blood had not been played and if you played Call of
Home on Frodo. First Frodo rolls for Call of Home when resolving the chain.
If he fails this check, Frodo goes back to your opponent’s hand. The 2nd
action in the chain would then be negated because the conditions required to
perform it, namely Frodo being in Bilbo’s company, were negated by your
Call of Home.
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• PART III •

OPTIONAL RULES

Each of these optional rules may be used if all players agree before
the game begins.

Special Movement to Gorgoroth Rules — A company may only
move to or from a site in Gorgoroth (e.g., Barad-dûr, Mount Doom)
by using one of the following:
• Specific region movement from a site in Imlad Morgul (Cirith

Ungol, Minas Morgul, or Shelob’s Lair).
• Specific region movement that passes through Nurn or Udûn.

Burglaring — A Hobbit may attempt to “burglar” at an untapped site.
If you decide to make a burglary attempt, make a roll. If the result is
greater than 5, the Hobbit taps the site without facing the automatic-
attack and may tap to play an item that is playable at that site.
Otherwise, the Hobbit faces the automatic-attack alone.

Recently Visited Sites — If a site is in the opponent’s discard pile, the
number of strikes and prowess for the site’s automatic-attack are
increased by 1.

Tapping to Face Multiple Strikes — A character can tap, take a -3
mod, and face two strikes.

MULTI-PLAYER RULES
Except for the guidelines presented in this section, a multi-player

game (3-5 players) uses the normal rules.

Victory Conditions: The normal rules are used for victory conditions
and to determine when the game ends. However, when a player calls
the Free Council, each of the other players gets to take one final turn.
If a player’s Wizard is eliminated, that player is out of the game;
however, the game only ends in this manner if only one player is left
in the game. The doubling of your marshalling points based on a MP
type only applies if none of your opponents has a card in play of that
type.
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Getting Ready to Play: Before the players set up their decks for play,
each player makes a roll (reroll all ties). When play starts, the second
highest roller will sit to the left of the high roller, the third highest
roller will sit to the left of the second highest roller, etc.

The highest roller chooses the Wizard he will play, the second
highest roller chooses his Wizard from the remaining Wizards, etc.
Each player may place up to two of his Wizard cards in his play deck.

At this point each player should have his play deck constructed. For
multi-player games, half (round up) of the hazards in your play deck
must be hazard creatures.

Each player should select a character pool of up to 25 characters.
The low roller reveals a character from his pool; this character starts
in play. Then, the player to the right of the low roller reveals a starting
character that has not already been revealed. This process continues
in a counter-clockwise direction until all players have revealed their
starting characters as outlined in the normal rules (i.e., 1-5 characters
with a 20 or less mind attribute total). Then, each player may place up
to 10 characters from their character pool into their play decks.

After the characters are all revealed, each player may exchange up
to three cards between his play deck and his cards not being used (all
normal play deck restrictions must be met).

The highest roller takes his turn first. Then, the player to his left
takes his turn, and so on (i.e., play proceeds clockwise).

The Player Turn: Your “hazard-opponent” for the purposes of
hazards is the player to your left. During your Long-event Phase, you
remove your own resource long-events and the hazard long-events
belonging to your hazard-opponent. Only your hazard-opponent may
draw cards (based on the site being moved to) and play hazards during
your movement/hazard phase. A player only has the option of discard-
ing a card during an End-of-Turn Phase if it is his own turn or if it is
his hazard-opponent’s turn.

Twilight cards can be played at any time by any player. Permanent-
events, long-events, and other “global” events (e.g., tapping Ren the
Unclean) affect all players.

Middle-earth: The Wizards Companion provides some expanded,
variant multi-player rules.
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SOLITAIRE RULES

Getting Started: Place all of your hazard cards in one shuffled deck.
(Variant #1: Have someone construct a hazard deck for you. Variant
#2: Construct several “well-tuned” hazard decks of approximately 25
cards each, then play against each one.) Your play deck has no hazards
and must have at least 30 cards. Your hand size is only five cards.

During Play: Proceed normally, except for the following exceptions.
There is no opponent’s player turn. Whenever you would draw or
discard to get a hand of 8 cards, you now draw or discard to get a hand
of 5 cards. During the movement/hazard phase, you draw and discard
normally for each company.

Playing Hazards: During the movement/hazard phase, for each
company, you draw hazard cards equal to 2 plus twice the number of
hazard cards normally drawn for that site. Then you must play as many
of those hazard cards as you can within the hazard limit for the
company. You should play the hazards in the fashion that is most
disadvantageous for your companies. Any cards requiring Doors of
Night are saved and played when a Doors of Night is drawn.

Object of the Game: The object of the solitaire game is to accumulate
as many marshalling points (MPs) as you can by the time you exhaust
your play deck for the second time.

Middle-earth: The Wizards Companion provides some expanded,
variant solitaire rules.

Playtesting Credits: James Andrews, Christian Antonini, Kevin Barrett,
D. Begiebing, Guy Botero, Brian Bouton, Jay Bryan, Brian Carr, Waldon
Chisholm, Silvio Negri Clementi, Frank Coker, Jessica Colborn, R. Mark
Colborn, Philip DeLuca, D. Dennis, Bernd Dietrich, Bill Edwards,
O. Estefania, Klaus Etzold, Andrea Fattori, K. Fischer, Luigi Lo Forti,
Scott Frazer, Wendy Frazer, Madai Frey, Matthew Fulton, Kevin Garber,
Eduard Garcia, David Glenn, Jesse Goldstein, O. Johnston, Robert Kelly,
Ralph Kennedy, Oscar Lafuente, Nick Laiacona, Steve Marvin,
F. Navarro, Will Niebling, William Niebling, Elmar Perkuhn, D.  Platnick,
Frank Pfeifer, Jeffrey C. Riley, Cory John Rueb, Francesc Matas Salla,
Doug Schnur, Jason Smith, Lowell Stouder, Henri Jean Vanaise,
J.L. Viadel, D. Villanueva, Dave Weinstein, James Whitehouse,
M. Wilson, Darrell Zuercher, Steven Balbo & “The Arcane Circle,”

J.L. Martinez & the Heroe Research Group, the Berkeley Games crew.

• • •
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Address rules questions and comments via email to metwice@aol.com
or mail to: I.C.E, P.O. Box 1605, Charlottesville, VA, 22902. Look for
METW discussion areas on your favorite on-line service and visit our
home page on the WWW (http://www.ironcrown.com).

FULL PLAYER TURN SUMMARY

Untap Phase

Each of your characters may do one of the following:
• Untap or
• Heal (if at a Haven site).

Untap all of your other tapped non-site cards.
Organization Phase

The following actions may be taken in any order:
Play a character card or a Wizard card (if allowable).
Reorganize your characters at the same Haven into any
number of companies.

Shift your characters between being controlled by general
influence and being controlled by direct influence.

Transfer items between your characters at the same site. A
corruption check is required for the character giving up an item.

Store items or other designated resources from your companies at
a Haven site or at sites specified on the item cards. A corruption
check is required for the character giving up an item.

Each of your companies may do one of the following:
• Stay at its current site.
• Play another site (face down) that can be moved to (i.e.,
reached) directly from the company’s current site.
This is the company’s new site card.

• Standard Rules Only: Play a new site card and a series of
up to four specific regions that connect the current site with
the new site. (See pages 54-56.)

Long-event Phase

First, remove all of your resource long-events already in play.
Then, play any new resource long-event cards.
Finally, remove all of your opponent’s hazard long-events.
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Movement/Hazard Phase

Follow this procedure for each of your companies. You decide
which of your companies goes first, second, etc.:

1) If the company has a face down site card (i.e., its new site
card), turn it over. Your company’s current site becomes its
site of origin.

2) If the company is not moving, no cards are drawn. If the
company is moving to a non-haven site, you may draw up to
the number of cards indicated by the site that it is moving to
(at least one card must be drawn); your opponent does the
same. If the company is moving to a haven site, you may draw
up to the number of cards indicated by the site that it is mov-
ing from (at least one card must be draw); your opponent does
the same.

3) Your opponent plays hazards on the company—each hazard is
resolved as indicated in its text. These hazards are played and
resolved one at a time and in some cases may not directly
affect the company. A hazard may not be played if it targets a
different company or a character in a different company.

If the company is not moving, hazard creatures may only be
keyed to the company’s site of origin. Hazard creatures must
be “keyed to” the moving company’s site path and/or new site.
If a creature is keyed to more than one region type and/or site
type that applies, your opponent decides which one is used.

The maximum number of hazards that may be played on a
company during a given movement/hazard phase (i.e., the
hazard limit) is equal to the size of the company or two,
whichever is larger (Hobbits count half, round up). The hazard
limit is determined for each company at the beginning of the
movement/hazard phase (e.g., it remains fixed).

4) If the company has been required to return to its site of origin,
return the new site card to the location deck (or discard if it is
tapped) and proceed to step 6 (the site of origin becomes its
current site). No additional hazards may be played on that
company.
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5) Remove the company’s site of origin (i.e., the site the com-
pany came from). Discard the site card if it is tapped and not a
Haven. Otherwise, return it to the location deck. At this point,
the company is considered to have arrived at the new site (i.e.,
its new site becomes its site of origin). Standard Rules Only:
Return any region cards to the location deck.

6) You must discard any cards in excess of eight in your hand;
your opponent does the same for his hand. If you have fewer
than eight cards, you must draw cards until your hand has
eight cards; your opponent does the same for his hand.

Note: Repeat steps 1-6 for each of your companies.

Site Phase
In the order you decide (i.e., you decide which goes first,

second, etc.), each of your companies at an untapped site may:
• do nothing or

• follow this procedure:
1) You decide to enter and explore the site.
2) If the site has an automatic-attack, it attacks the company.

The attack is resolved normally (see pages 29-33).
3) The company may attempt to play one item, ally, faction, or

information resource card that is “playable” at that site.
Generally, this will involve tapping the character that will
control the card played. If the resource card is successfully
played, the site card is tapped and one additional character
may tap to play a minor item.

Certain resource cards other than items, allies, factions,
and information will state the conditions under which they
may be played. Such cards may be played at tapped and
untapped sites, and do not tap a site when played (e.g.,
Return of the King, Lucky Search, etc.).

Standard Rules Only: One of your characters or your Wizard may
attempt to influence away one of your opponent’s characters,
followers, allies, factions, or items (if it is at the same site).

End-of-Turn Phase
You may discard one card. Then you must draw or discard

cards until your hand has 8 cards. Your opponent does the same.
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SYMBOL KEY
Region Type Symbol

Coastal Seas .......... c
Free-domains ......... f
Border-lands .......... b
Wilderness ............. w
Shadow-lands ........ s
Dark-domains ........ d

Site Type Symbol

Havens ..................  h
Free-holds ..............  F
Border-holds ..........  B
Ruins & Lairs.........  r
Shadow-holds ........  S
Dark-holds .............  D

Other Symbol

Mind.......................  m
Direct Influence .....  i

COMBAT MODIFICATIONS

Modification to
Condition Target’s Prowess

Unwounded, tapped character ...................... -1
Wounded character ....................................... -2
For each unused strike allocated ................... -1
Untapped character decides not to tap .......... -3
For each character tapped to support ........... +1
Up to 1 resource card requiring skill ...... varies
Other resource cards ............................... varies
Hazard cards ........................................... varies



MIDDLE-EARTH: THE DRAGONS
This insert provides expansion rules, clarifications, and a scenario 

for use with both Middle-earth: The Wizards (METW) andMiddle­
earrh: The Dragons (METDJ . These rules are recommended for all 
METW games even if METD is not used. 

KEY WORDS AND TERMS (Clarification) 
A "key word" is an identifier for a card which makes it affectable 

by or usable with other cards as the cards' text dictate. For example, 
in METW, key words include: Ore, spe ll, environment, Dragon, 
Undead, Wolves, etc. 

Middle-earth: The Dragons introduces several "key words" to the 
Middle-earth collec1ible card game: Drake, light enchantment, dark 
enchantment, ritual, riddling attempt, riddling roll, offering attempt, 
flattery attempt, capture, and helmet. There are no special ru les for 
these key words; except that a character may only use the effects of 
one helmet at a time. Note that the key words, Dragon and Drake, are 
mechanically independent. Some of the key words are not affected by 
any currently existing cards (e.g., offering attempt and capture), but 
they will be with the release of future expansions. 

A "bearer" of a specific card refers to the character that bears or 
controls that card. 

DRAGON LAIRS 
Any site with a Dragon autqmatic-attack is a Dragon's lair. There 

are nine unique Dragons associated with the following lairs: 
Dragon Lair (site) Lair's Region 
Agburanar ........... Caves of Olund ...... ...... .. ..... .... Withered Heath 
Bairanax ..... ........... ..... Ovir Hollow ...... ... Grey Mountain Narrows 
Daelomin Dancing Spire.. . ......... .. Withered Heath 
Earcaraxe ............ Isle of the Ulond ....................... Andrast Coast 
Itangast ............... ...... ... Gold Hill .. . .............. Withered Heath
Leucaruth ...... ................ .... . Ire rock ..... .... .. ... ......... Withered Heath 
Scatha ............ .... .... Gondmaeglom ......... Grey Mountain Narrows 
Sc orb a ......................... . Zarak D0m . .. Angmar 
Smaug The Lonely Mountain ... ............ Northern Rhovanion 



HOARDS 
Certain items are hoard items. Such an item may only be played at 

a site that contains a hoard. Each site with a Dragon automatic-attack 
(i.e., each Dragon's lair) contains a hoard. A hoard minor item may 
not be included with a starting company, and may not be played at a 
site that does not contain a hoard. 

Example: You can not play a hoard minor item at Wel\inghall after 
successfully influencing the Ents of Fangorn like you can with a normal 
minor i1em. WelJinghall does not contain a hoard. 

MANIFESTATIONS OF DRAGONS 
Each of the nine unique Dragons (see above) has three different 

manifestations: 
Basic - In this manifestation a Dragon is in his standard active mode. 

Each of these manifestations is represented by a standard creature 
card (e.g., the cards for Smaug, Agburanar, Daelomin, and Leucaruth 
from METW). 

Ahunt - In this manifestation a Dragon is considered to be hunting 
in a wide range of regions. Each of these manifestations is repre­
sented by a hazard long-event that will attack any company moving 
in a given set of regions (e.g., Smaug Ahunt normally causes an 
attack against any company moving in Withered Heath, Northern 
Rhovanion, Iron Hills, and/or Grey Mountain Narrows). 

At Home - In this manifestation a Dragon is considered to be 
resident in his lair. Each of these manifestations is represented by a 
hazard permanent-event that gives its lair an additional automatic­
attack and causes certain other global effects (e.g., Scorba At Home 
gives Zarak Dum an additional automatic-attack and each major 
item gives an additional corruption point). 

Different manifestations of the same Dragon may be in play at the 
same time. The fact that each manifestation is unique unto itself does 
not preclude the other manifestations. 

Only your opponent can receive marshalling points from defeating 
a manifestation of a Dragon that you played. If you defeat a Dragon 
manifestation that you played, it is removed from the game and no one 
receives its marshalling points. 
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If at any time an attack from a manifestation of a unique Dragon is 
defeated or if the manifestation is otherwise removed from the game: 

All existing manifestations in play of the same Dragon are removed 
from the game. 
No further manifestations of the same Dragon may be played. 
The Dragon's lair no longer has an automatic-attack. 

Example: You have played Smaug at Home andSmaug A hunt (both are stil l 
in play). Then you play Dragon's Desolation and Smaug on one of your 
opponent's companies at Weathenop. Your opponent plays Old Thrush, 
rolls lucky, and defeats Smaug . He gets 5 MPs for defeating Smaug and 
Smaug, Smaug at Home, and Smaug Ahunt are all removed from play and 
The Lonely Mou ntain (Smaug's lair) no longer has an automatic-attack. 

If, instead, one of your own companies had gone to The·Lonely Mountain 
and defeated Smaug at Home, you would not receive the 5 MPs. 

HAZARD LIMIT (Clarification) 
The base hazard limit is determined (i.e., set) simultaneously at the 

moment a company reveals its new site or otherwise announces it is 
beginning its movement/hazard phase. Any cards which modify a 
company's hazard limit played prior to this point are then immedi­
ately applied to the company's base hazard limit in the order chosen 
by the player controlling the company. With such modi fications 
establi shed, any cards played after this point are interpreted in the 
order they are resolved. Any effects which modify the hazard limil 
against a company during its site phase are ignored. Any reduction in 
the hazard limit during a movement/hazard phase does not affect 
cards already announced and played. 

CHARACTERS FACING MULTIPLE STRIKES 
When certain Middle-earth: The Dragons cards are played, a 

character may be assigned to receive more than one strike from a 
given attack. Such a character must face a strike sequence for each 
strike he is assigned to face. If a character is tapped or wounded 
fo llowing one of these strike sequences, he must then accordingly 
modify his prowess for any following strike sequences. If a character 
is eliminated or otherwise removed from play before he has faced all 
of his assigned strikes, those strikes he has yet to face are then 
considered to be cancelled (i .e., they have no further effect). 3 



REMOVING CORRUPTION CARDS 
A character may choose to ignore the restriction that he tap to 

remove a corruption card (as printed on a corruption card), and suffer 
a -3 penalty to the dice roll to remove it. This means a charac ter can 
remain untapped and still attempt to remove a corruption card (the roll 
is modified by -3), or that he can auempt to remove a corruption card 
even if he is already tapped or wounded (the roll is modified by -3). 

A character may only attempt to remove each corruption card once 
per turn if he ignores the tapping res triction 10 do so. 

Ex.ample: During his organization phase, Beom has 3 corruption cards: Lure 
of Nature, Lure of Expedience, and Lure of the Senses. He taps and rolls to 
attempt to remove the Lure of theSenses: his roll isan 8, so the card is removed 
(greater than 6 was required). If, instead, Beorn had not tapped for this attempt, 
he would have failed (he would have needed to roll a l Oor better). He then rolls 
to attempt to remove Lure of Nature: his roll is a 6 modified by -3 for a net result 
of 3, so the card is not removed (greater than 4 was required). Finally, he rolls 
to anempt to remove Lureof Expedience; his roll is a 9 modified by -3 for a 
net result of 6, so the card is removed (greater than 5 was required). 

THE SIDEBOARD 
With the pub lication of Middle-earth: The Dragons, the number of 

different resource and hazard strategies increases dramatically. To 
enable players 10 react 10 more specific strategies during play, the 
sideboard size is increased by five (e.g. , from 15 to 20 for the l-deck 
and 2-deck games, from 20 to 25 for the 3-deck game, etc.). 

At the end of your opponent's untap phase, if your opponent 's 
Wizard is in play, you may at this point bring up to five hazard cards 
from your sideboard to your discard pile; or, if your play deck has at 
least 5 cards, you may bring one hazard card directly from your 
sideboard into your play deck (reshuffl e). If you move cards from 
your sideboard in thi s fashion, the hazard limit for each of your 
opponent· s companies is reduced to hal f of normal (round up, e.g., a 
hazard limit of 2 becomes 1, a hazard limit of 3 becomes 2, etc.). 

REGION MOVEMENT LIMITATION 
Normally, a company moving with region movement may lay down 

a maximum of four reg ion cards. If a company moving with region 
movement is using effects that allows addi tional region cards to 
be laid down, no more than six regions may be used. 4 



MANY A GLEAMING GOLDEN HOARD 
A Scenario For Middle-earrh: The Dragons 

To play thi s scenario , each player wi ll need at the very least one 
starter deck and several boosters from Middle-earth: Th e Wizards 
plus some Middle-earth: The Dragons (MED) booster packs-the 
exac1 number of which will depend on the chosen victory conditions. 
Special Rules 

Each player is attempting to acquire and store ''lost treasures." A 
lost treasure must be a hoard major or a hoard greater item played at 
a Dragon· s lair. When such an item is played with one of hi s 
characters, a player must designate whether or not it is a lost trea­
sure- as limi ted by the following conditions. Other items may be 
played normally at Dragons' lairs. 
• Only one lost treas ure may be played at each different Dragon' s lair. 

For example, if Magical Harp (a uniq ue hoard major item) is played 
at The Lonely Mountain and is designated to be a lost treasure, no 
other lost treasures may be played at The Lonely Mountain. 

• If a player already has one unstored lost treasure in play, he may not 
designate another hoard major or greater item to be a lost treasure. 

• Any unique hoard major or hoard greater item which has been 
designated as a lost treasure must retain this designation for the 
ent ire game. This di stinction applies even if such an item is dis­
carded (e.g., through a fa iled corruption check, by being influenced 
away, etc.) and then later brought back into play by either player. ln 
such a case, a lost treasure may be played with a character even if 
another character under hi s player's control already bears a lost 
treasure (i.e ., in this case a player could have more than one unstored 
lost treasure in play). 

• A player's hand size increases by one each time one of his charac ters 
stores a lost treasure. 

Victory Conditions 
The first player to store five lost treasures wins immediately. If both 

players have a limi1ed collection of MED cards or want to play a 
shorter game, th is requirement can be reduced 10 only 2, 3, or 4 los1 
treasures. For a longer game. you can require that the winner also 
defeat one or two unique Dragons. 5 
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MIDDLE-EARTH: Dark Minions
This insert provides expansion rules and clarifications for use with 

all Middle-earth Collectible Card Game™ (MECCG) products. 

Note: For a copy of these rules in larger type with more examples send a re­
quest and a self-addressed, stamped envelope to ICE, P.O. Box 1605 , 
Charlottesville, VA, 22903. Alternatively, visit our home page on the WWW 
(http://www.ironcrown.com). 

Minion Cards (Clarification) 
MEDM includes minion cards-a new type of card with a new type 

of template-the background is iron with a "rusted" purple tint. In 
MEDM, minions are used as hazards caJled agents. An agent is a haz­
ard that represents an individual that has been sent on a covert mission 
by the Dark-lord or one of his Dark Lieutenants. However, not all agents 
are minions. The two agents on the normal hazard template are "non­
Minion agents:" My Precious and Lobelia Sackville Baggins. 

The concept of minions used in a non-agent fashion will be intro­
duced in Middle-earth: The Lidless Eye™ (a stand-alone expansion 
due out in the Spring of 1997). In The Lidless Eye, minions will be used 
like characters, but each minion will be under the influence of one of 
Sauron's Dark Lieutenants. 

Permanent-events (Clarification) 
If one of your companies splits into two or more companies, you 

may place any resource permanent-events that were on the original com­
pany (as a whole) with any of the resulting companies. Some events of 
this type must be discarded (as specified) when a conipany splits (e.g., 
Fellowship). 

You may not make an influence attempt on an item with a permanent 
event on it. 
Placement of cards "off to the side" (Clarification) 

Certain cards and effects require other cards be placed "off to the 
side" (for example, Sacrifice of Form from Middle-earth: The Wiz­
ards). Cards placed off to the side are placed on the playing surface 
off to the side of the normal area of play. Such cards are kept with their 
host permanent-event that caused this effect. Any card placed off to the 
side absolutely cannot be targeted or otherwise affected by the game 
except bv cards that soecificall v affect cards olaced "off to the side ."



Cards placed off to the side are in play for the purposes of unique­
ness. Unless stated otherwise, when a hos1 permanent-event is removed 
from the playing surface, any cards placed off to the side under it are 
discarded. 

Usually lhe host card will state some mechanic 1hat affects the cards 
placed off to the side with it. Unless stated otherwise on its host card, a 
card placed off to the side wi ll give its marshalling points to its owner. 
However, the cards typical with Middle-earth: Dark Minions are "tak­
ing prisoners" cards, and characters taken prisoner yield negative mar­
shall ing points. 

THE UNDER-DEEPS 

Note: Created by streams of molten rock and expanded by geothennal erup­
tions of super-hot gas, the Under-deeps are a result of a combination of natural 
and supernatural forces. The hand of Morgothjoined what was once a collec­
tion of countless, sundered cavern complexes. His greater servants used this 
maze of tunnels and chambers to travel surrep1itiously throughout Endor. 

Although Endor changed during the Elder Days, the core of the Under-deeps 
survive. Though travel between the underground sites is now difficult, if not 
impossible. for all but the greatest (and luckiest) explorers. Blocked or twist­
ing away from their original course, the Under-deeps seem broken. Junctions 
and strongholds seem lost. Many appear as simple caves or side passages, no 
longer resembling their past grandeur. Others lie hidden behind veils of rock. 
Nearly all are still there, though, awaiting discovery--as is their creator. 
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An Under-deeps si te card has "Under-deeps'' in the section that nor­
mally gives a site 's region, and its name contains " . .. -deeps" or "Un­
der- ... " An Under-deeps site is just like any other si te with the follow­
ing exceptions: 
• Unlike other si tes, each Under-deeps site is not cons idered to be in a 

region-instead it is located below another site, called the Under­
deeps site's surface site. 

• Instead of a nearest Haven, each Under-deeps site lists all of its "Ad­
jacent Sites." Each Under-deeps site is adjacent to its one surface site 
and a number of other Under-deeps sites. The fi rst adjacent si te listed 
is always the Under-deeps site's surface s ite. 

• Eagle-mounts and Gwaihir cannot be used to move to o r from an 
Under-deeps site. 

• A company moving to and/or from an Under-deeps site has no site 
path. So, hazards may onl y be played keyed to the company's new 
site. 

• An environment card that changes site type (e.g., Choking Shadows, 
Qui er Lands, etc .) cannot be used to change the site type of an Under­
deeps site. 

• Normally.when you successfully play an item, faction, ally, or infor­
mation at a site, the site card is tapped and one additional character 
may tap to play a minor item. At an Under-deeps site, you can play 
any item playable at the site instead of this minor item. 

• You may not consider marshalling points associated with a company 
at an Under-deeps site for the purposes of calling the Free Counci l. 

Example: Legolas taps and plays Glamdring (a major item) at The Under­
grottos and the site taps. At this point, Gimili could only tap 10 play a minor 
item at a non-Under-deeps site. But The Under-grottos is an Under-deeps site, 
so Gimili can tap to play anything playable at The Under-grottos: a minor item, 
a major i1cm. or a gold ring. He taps and plays a Precious Gold-ring. 

Under-deep Site Movement 
One of your companies that begins its tum at the surface site of an 

Under-deeps site can move normally or it can move to its adjacent Un­
der-deeps site (i .e., the company moves to an Under-deeps si te from its 
surface site). One of your companies that begins it s turn at an Under­
deeps si te may onl y move to one of the. adjacent sites listed on the 
Under-deeps site card. 



Each adjacent site is followed by a number in parentheses- this num­
ber indicates how difficult it is to move from the Under-deeps site to 
1he adjacent si te. When an adjacent site is revealed by one of your com­
panies whose site- of origin is an Under-deeps site, you must make a roll 
(2D6). lf the result is greater 1han or equal to the number in parentheses 
following the adjacent site as listed on its site of origin, the movement/ 
hazard phase proceeds normally. Otherwise, the company returns to its 
si te of origin and the movement/hazard phase proceeds as if the com­
pany had not moved. 

Note: A company moving from a surface site to its Under-deeps site does not 
need to make a roll. 

Example: A company that starts al Cam Dum can move normally or it can 
move to The Iron-deeps-The Iron-deeps lists Carn Dum as an adjacent site. 
Similarly, a company that starts at The Iron-deeps may attempt to move 10 any 
adjacent site listed: Carn Dum (0), The Under-leas (6), or The Under-vaults 
(7). However, after committing 10 movement, 1he moving player must roU a 6 
or bener 10 successfully move to The Under-leas or a 7 or better to successfully 
move to The Under-vaults. 

MANIFESTATIONS 
Certain entities (e.g., the Balrog, Gollum, Lobelia. etc. ) have several 

different manifestations, each represented by a different MECCG card. 
If one mahifestation of such an entity is already in play, you may not 
play another manifestation of the same entity. 
If an auack from a manifestation is defeated, the manifestation is re­
moved from play and you may not play any further manifestations of 
the same entity. 

Exception: Different manifestations of the same unique Dragon may be in 
play at the same time. 

Note: If one card says that it is the manifestation of another card, these restric­
tions apply to both cards. 

Example: Collum (the all y manifestation of Gollum) is in play with one of 
your characters. So, neither you nor your opponent can play My Precious (the 
agent manifestation of Gollum) until Collum is discarded. If your Collum is 
eliminated, My Precious and your opponent's Collum (if any) may never be 
played. 
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TAKING PRISONERS 
Certain hazard permanent-events cause a character to be taken pris­

oner-these are called hazard hosts. A character taken prisoner imme­
diately leaves his original company and is placed under its hazard host 
"off to the side." Additionally, the player playing the hazard host must 
take a site card from his location deck and place it with the hazard 
host-this is called the rescue site. Playing a rescue site is governed by 
the fo llowing rules. 

I) Any restrictions listed on the hazard host must be observed (e.g., it 
must be a Ruins & Lairs, must have an Ore automatic-attack, etc.). 

2) If the hazard host is played on a character moving with region move­
ment, the rescue site must be a site located in a region in which the 
character was moving or in a region adjacent to a region in which the 
character was moving. 

3) If the hazard host is played on a character moving with starter move­
ment, the rescue site must be located in the region containing the site 
of ori gin or the new site. 

4) If the hazard host is played on a character not moving, the rescue site 
must be located in the same region as the character's si1e. 

5) If the hazard host is played on a character moving to a new site that 
is an adjacent site of an Under-deeps site, the rescue si te can be that 
Under-deeps site. 

6) Jf a rescue site is not available within these rules, the hazard host 
cannot be played ! 

7) When removed from the play surface, rescue sites always return to 
the location deck. 

When taken prisoner, a character cannot take any actions (including 
healing or untapping) and cannot be affected by any cards except for 
those that specifically affect characters taken prisoner. A character taken 
prisoner is not controll ed (i.e., does not use any influence), and all of 
his followers revert to general influence (which must be legally recon­
ciled during his player's next organization phase). Any items. allies, or 
events controlled by a character are discarded when the character is 
taken prisoner unless the hazard host states otherwise. As an exception, 
a ring born by an imprisoned character stays with the character. 



While a prisoner, a character yields negative character marshalling 
points equal to the marshalling points he normally would give. If elimi­
nated while imprisoned, the character yields these negative character 
marshalling points permanently (place lhe character's card in your mar­
shalling point pile). 

Rescue and the Rescue-attack 
Hazard hosts that cause a character to be taken prisoner require a 

company controlled by the player of the imprisoned character to rescue 
the character in order to return him to a normal status of play. Alterna­
tively, if the hazard host is discarded by a non-rescue mechanism (e.g., 
by Marvels Told), the character forms hi s own company at the rescue 
site. At any point outside of the initial attack or conditions by which a 
hazard host is played, the hazard host is discarded if there are no im­
prisoned characters are under it. Whenever, the hazard host is discarded, 
the rescue site always returns to the location deck. 

To rescue a character, the company must be at the rescue site during 
the site phase and must face any automatic-attacks at the site as normal. 
The site can be tapped or untapped. The company must next face any 
rescue-attacks at the site. Rescue-attacks are not considered automatic­
auacks. Following the rescue-attack, an untapped character in the res­
cuing company can tap, and all characters taken prisoner under the haz­
ard host immediately join the company under general influence (which 
must be legally reconciled during the player's next organization phase)--
the rescue attempt is successful. The company's site then taps (if un­
tapped), and one minor item may be played with an untapped member 
of the rescuing company. 

Note: If he has one available. a player must use a site from his own location 
deck to rescue imprisoned characters. If he does not have the site or if the site 
is in his discard pile, the copy with the hazard host can be used to show the 
rescuing company's movement (if the rescue attempt is successful, the site 
would remain in play until the company leaves the si1e). In this case the site is 
not available for the rescuing player to use for any purpose (other than co res­
cue prisoners and play one minor i1em) until the company leaves the si1e and 
his play deck is exhausted. 
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AGENTS 
An agent has the same attributes as a character: race, skill s, direct 

influence, prowess, body, mind, marshalling points, and special abili­
ties . During play, each agent must be in one of the following states: 
face-down and untapped, face-down and tapped, face-up and untapped, 
face-up and tapped, or face-up and wounded. 

An agent can be thought of as a hazard that acts as a creature with the 
following special effects: 
• It normally remains in play until it is eliminated. 
• If using the minimum number of creatures requirement (i.e., in the 

Council of L6rien tournament rules) for a starting play dec k, each 
agent onl y counts as half a creature. 

• The total of the mind attributes of all of your agents in your play deck 
and sideboard may not exceed 36. 

An agent is always located at a site. Once an agent has been revealed 
or has moved to a site that is not one of its home sites, one of your site 
cards must be used for thi s purpose. A face-up agent's site card must 
always be face-up. Agents move and operate alone (i .e., they do not 
move and operate in "companies"). 

Each agent is unique- all normal rules apply. If a specific agent is in 
play face-up and a second , identical agent is turned face-up (i.e., it is 
revealed), the second agent is immediately discarded. 

Unlapping an Agent 
Each of your agents untaps during your untap phase. 

Playing an Agent 
To play an agent, place it face-down (and untapped). The agent is 

assumed to be at any one of its home sites (no site card is required). 

Agent Actions 
Each of your agents who was already in play at the beginning of your 

opponent's tum may take one and onl y one of the fo llowing actions 
each tum. 
• A tapped or untapped agent may move to a non-Haven, non-Under­

deeps site in the same region or in an adjacent region (see below). 
The agent taps if not a lready tapped. 
An agent may re turn to its home site (i.e., remove al l of the si1e cards 
on the agent). 



• An agent may tap to make certain creatures playable at its current site 
(see below). 

• A wounded agent may heal (i.e., move from wounded status to tapped 
status). 

• An untapped, face-up agent may be turned face-down along with its 
site card. 

Performing any one of these actions with an agent counts as one 
against the hazard limit. These actions may only be taken during your 
opponent's movement/hazard phase. 

Note: Certain cards allow an agent to take more than one action during a given 
tum. 

Moving an Agent (Agent A ction) 
When one of your agents moves, tap it and place its new site card on 

top of the agent and any other site cards al ready on the agent (face-up if 
the agent is face-up, face-down if the agent is face-down). If the agent 
is face-up, return to your location deck all site cards other than the new 
site card . Thus, the top site card on an agent indicates its current site. 

Alternati vely, you may remove the top site card on a face-down agent 
(i.e., it moves back to its previous site). 

Note: If Starter Rules are being used and/or you are not using region move­
ment. agents may not move. 

Revealing an Agent 
You may tum any of your face-down agems face-up (i.e., reveal them) 

at any time during your opponent 's movement/hazard phase. This 
doesn't count as an agent action as outlined above and it doesn' t count 
against the hazard limit. Alternatively, you must reveal an agent when 
it attacks, when it makes an influence attempt, or when certain cards 
are played. 

Note: Cenain hazard cards specify that an agent must tap for the card to take 
effect. A face-down agent that taps in this fashion must be revealed (i.e., turned 
face-up). 
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If one of your agents is revealed before it has moved, you must im­
mediately choose which home site it is at-place the appropriate site 
card with the agent. If you do not have such a site card in your location 
deck, discard the agent at the end of the current turn. 

If one of your agents is revealed after it has moved, the first site card 
that was played must be one of its home sites or it must be in the same 
region as one of the agent 's home sites or it must be in a region adja­
cent to a region that contains one of the agent's home sites. Any site 
card other than the first site card must be in the same region as the 
previous site placed on the agent or it must be in a region adjacent to 
the region that contains the previous site placed on the agent. 

If one of your agent's series of sites indicating its travel is ill egal, the 
agent has no effect. ln addition, it is immediately discarded and any 
site cards assoc iated with the agent are returned to your location deck. 

When one of your agents and its site cards are revealed, all site cards 
o ther than the agent's current site card are returned to your location 
deck (after verifying that the path of movement was legal) . 

Playing Creatures at an Agent's Site (Agent Action) 
If one of your agents and one of your opponent's companies are both 

at the same Ruins & Lairs Shadow-hold or Dark-hold (I) , you 
may tap the agent and then attack that company with any non-unique 
hazard creatures (regardless of what they are keyed to) of the same 
creature type as the site's automatic-attack. 

If one of your agen ts and one of your opponent's companies are both 
at the agent's home site, you may tap the agent and then auack that 
company with certain hazard creatures (regardless of what they are keyed 
to) based upon the site type: 
• You may play Men, Dwarves, El ves, Dunedain and Hobbits at 

Free-Holds (2) . 
• You may play Ores, Nazgul, Men, Dwarves, Elves, Dunedain, and 

Hobbits at Borde r-Holds (IJ). 
• You may play Ores, Nazgul, and Troll s at Ruins & Lairs 
• You may play Ores, Nazgul, Undead, and Trolls at 

Shadow-Holds (W). 
• You may play Ores, Nazgul, and Trolls at Dark-Holds (I ). 

In either case. if a creature is played In this manner, the agen t is re­
vealed (i f it was not already revealed). 



Attacking With an Agent 
During your opponent's site phase, each of your agents may attack a 

company if the following conditions are met: 
• The agent is at the same site as the company. 
• The company decides to enter the site . 

This attack is declared and enacted at the start of the site phase im­
mediately following any au tomatic-attack. If face-down, turn the agent 
face-up. 

Note: Certain cards (e.g., Cunning Foes, To Get You Away, etc.) allow an agent 
at a company's new site 10 attack a company during the movement/hazard 
phase. 

Resolving Combat With an Agent 
When one of your agents attacks it is considered to be the attacker 

and it has one strike un less modified . Combat with an agent is handled 
like any other combat with the following exceptions: 
• The prowess for each oft he agent's strikes is modified by a roll 

(206)-a separate roll is made for each strike. 
• A wounded agent's prowess is modified by -2 . 
• If the agent is face-down when the attack is decl ared, one of the 

following applies: 
- If at his home site, his prowess is modified by +5 fo r that attack and 

his body is modified by + I and the attacker chooses defending 
characters. 

- If not at his home site, his prowess is modified by +2 for that attack. 
If a face-down agent attacks as the result of the play of a card, the 

agent is considered to be face-down when the attack is declared. 

• If the agent is face-up at his home site when the attack is declared, 
his prowess is modified by +2 fo r that attack and his body is 
mod ified by + I. 

• After the combat, the agent remains in play and it must be face-up 
and tapped or face-up and wounded. 

Note: Agents are not characters-you may not play resource cards to modify 
an agent's prowess (e.g., a Risky Blow will not affect an agent's prowess). 
Hazard cards affect an agent attack normally. 
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Marshalling Points from Agents 
Only your opponent can receive marshalling points by defeating an 

agent that you played. If you defeat an agent that you played, it is re­
moved from the game and no one receives its marshalling points. 

Marshalling points from defeating an agent count as kill points not 
as character po ints. 

Influencing With an Agent 
During your opponent's movement/hazard phase, certain cards and 

special abilities allow your agents to attempt to influence allies, fac­
tions, followers , and characters. After an influence attempt, the agen t 
remains face-up and in play. 

To influence an all y, follower, or character, the agent must be at the 
new site for the target or at the target's current site if the company did 
not move. To influence a faction, the agent must be at the site at which 
the faction is playable. 

To attempt to influence in this manner, your agent must make an 
influence check as outlined in section 9 of the Standard Rules. How­
ever, the following exceptions apply: 
• Your agent's unused direct influence and any other modifications are 

used (i.e., the agent is doing the influencing, not a character). 
• If your agent is at his home site his direct influence is modified hy +2. 

You can't use resources cards to help the attempt (e.g., you may not 
reveal an identical resource card , you may not use a Musrer, etc.). 

• If the target characrer (or follower) has the same home site as the 
agent, treat the character 's (or follower 's) mind attribute as zero and 
your agent's roll is modified by +2. 

• If the target ally is playable at the agent 's home site, 1reat the ally's 
mind attribute as zero and your agent's roll is modified by +2. 

• If the targetfacrion is playable at the agent's home site, treat the num­
ber required to bring the faction into play as zero and your agent's 
roll is modified by +2. 

CREATURES AS AUTOMATIC-ATTACKS 
Any hazard creature you play as an automatic-attack is di scarded if 

defeated-it is not placed in your opponent's marshalling point pile. 
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INTRODUCTION 
During the Third Age, Sauron the Dark Lord returned and threat­

ened to enslave all of Middle-earth. However, having been defeated 
and almost destroyed in the Second Age, Sauron hesitated--he 
wanted to restore himself to full power before starting his final assault 
on the Free Peoples. This meant he needed to marshal overwhelming 
tactical and strategic resources: and, if possible. he needed to recover 
the lost reservoir of his vast might, The One Ring. 

Sauron wanted to remain in the safety of Barad-Dur, in the center of 
his web of control. So his chief tools for gathering resources were his 
Ringwraiths the nine Nazgul While Sauron could automatically 
exert control over any Nazgul the Nazgul maintained a large amount 
of independence and free will-they were of little use to Sauron 
without it. 

In Middle-earth: The Lidless Eye (MELE), you play one of these 
nine Ringwraiths, the NazgQl. Your goal is to marshal enough 
resources so that the Dark Lord will be confident enough to send you 



and your armies to launch the first blow necessary to crush the Free 
Peoples. Since your fellow Ringwraiths do not agree on how best to 
accomplish this goal (and of course none are as worthy as you), you 
must compete with them to be the first to gather enough forces to gain 
the Dark Lord's confidence. If your opponent has access to Middle­
earth: The Wizards (METW) cards, you will also be able to play a 
Ringwraith against a Wizard. 

In The lord of the Rings, the Witch-king of Angmar was the first 
Ringwraith to succeed. Sauron dispatched him and his armies to 
destroy Gondor. However, due to a subtle twist of fate, he fell on the 
brink of victory, not against a ''man" of great power, but against a 
woman (Eowyn) and a single Hobbit (Merry). 

·'Dangerous forces" in Middle-earth: The Lidless Eye are repre­
sented by hazards that the players use against one another. For 
example, if you move a character into the Lonely Mountain, your 
opponent could play a Dragon card as a hazard. These hazards are not 
"controlled" by the Ringwraiths, but rather they represent the danger­
ous forces that are abroad in Middle-earth, threatening everyone, 
good and evil characters alike. All Ringwraiths are working to bring 
Sauron to full power, so conflict takes the form of hazards and direct 
attempts to "persuade" or "dominate" each other and each other's 
characters and forces, rather than the form of direct conflict. 
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USING THIS RULESBOOK 
These rules are organized into five sections: the Starter Rules, the 

Standard Rules, the Optional Rules, Using MELE with METW,and 
the Appendices. The Starter and Standard Rules are for a two-player 
game; multi-player rules are provided in the Optional Rules . 

The "Using MELE with METW" section contains the essential 
rules for integrating METWcards with MELE. The Full Player Turn 
Summary provided on pages 92-94 is a great reference for getting 
started. 

Note : The rules for MEL£ are very similar to the rules for Middle-earth: The 
• Wizards. Passages with major rules differences are marked with a line of 

bullets as a sidebar (just as this paragraph is marked). Experienced players 
of METW can examine these passages and proceed with playing. 

The Starter Rules-- The Starter Rules contain all the guidelines you 
need to play M£LE. They have been designed to simplify teaching 
the game and to speed up play. You should use the Starter Rules 
if you or your opponent have never played before. 

If you are already an experienced player of collectible card 
games, you might initially read the Full Player Tum Summary on 
pages 92-94 and the sections that are not boxed. Then, as you play, 
you can refer to the other material 1hat details the more complex 
rules and spec ial situations that may arise during play. 

The Standard Rules--These rules assume you have already played 
several games using the Starter Rules . The Standard Rules consist 
of additions and extensions to the Starter Rules that make play and 
deck building more flexible, exciting, and interesting. We recom­
mend that experienced MELE players use all of the Standard 
Rules. 

The Optional Rules-- Interesting variations to the standard rules. 
Before play begins, both players must agree on which optional 
rules are to be used. 

Using MELE with METW - These guidelines explain how play 
proceeds when one player is a Ringwraith and one player is a 
Wizard. This section also describes how to imegratecards (usually 
hazards) from METW (and vice versa) even if both players are 

4 Ringwraiths (or Wizards). 



Appendices - This section contains a Full Player Turn Summary, • 
a glossary, a color insert with card keys and a Middle-earth map 
(see the center of this book), and conventions of tournament play. • 
These conventions of tournament play are also widely adopted for • 
casual play. . 
Note: MELE is a collectible card game--each player usually has a large 
number of MELE cards available, but only a limited numberare used in any 
one game. Before each game, a player musl choose the cards he will use for 
that game. This pr{Kess is referred to as "deck construction." Often deck 
construction is just as important (if not more important) than actual play. 

BRIEF PLAYER TURN SUMMARY 
Play consists of a series of "Player Turns." During your turn, 

follow the steps outlined in this turn summary. Then. your opponent 
does the same during his turn . You and your opponent alternate turns 
until the game ends. 

This brief player turn summary is included here to give you a very 
basic idea of how play proceeds; refer to pages 92-94 for the Full 
Player Turn Summary. 

Untap Phase - Heal (if at a Darkhaven site) o r untap your char­
acters and other tapped non-site cards. 

Organizatio11 Phase- You may play a character, reorganize your 
companies. transfer/store items, and decide where each of your 
companies is going to move. 

Long-event Phase - Remove and play certain "long-event" cards. 

Movement/Hazard Phase- You may move each of your compa­
nies to its new site, while your opponent plays hazards on each of 
your companies. 

Sire Phase- You may have each of yourcompaniesenteritscurrent 
site to attempt to play an item, ally, faction, etc. 

End-of- Turn Phase - Your tum ends. 

Note: For purposes of readability. these rules use the standard masculine 
pronouns when referring to a person of uncertain gender. In such cases. 
these pronouns are intended to convey the meanings: she/he, him/her. etc. 
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· PART I · 
STARTER RULES 

To get a general idea of how to play, read the Starter Rules 
sections that are not boxed. Later you can refer to the boxed sections 
for more information on special situations.

Note: These rules apply to a Ringwraith player playing a Ringwraith 
player. See Part IV (page 73) for guidelines for handling a game between 
a Ringwraith' and a Wizard. 

Note: In MELE you will draw multiple cards each tum, and in some cases 
you will have to discard a number of cards each turn. Don ' t let this worry
you, it's pan of the flow of play. Just keep cards that are immediately use­
ful during the next turn or that are crucial to your overall strategy. 

Random Values 
Two six-sided dice (2D6) should be used to generate random 

va lues during play. This is called "making a roll." To make a roll, 
roll 2D6 and add the two resulrs together. 

Note: If dice are not available, a random value can be generated by drawing 
a card from your play deck. Each card in a play deck has a number on the 
right side just below the center. You can use this number as the random 
value, thc:n discard the card . Do not use this method if dice are available! 

: 1 · THE VICTORY CONDITIONS 
The game ends when one of the following occurs during play: 

: I) If your Ringwraith is "el iminated" (i.e., fails a body check)­
: your opponent wins . 
• 2) If you move The One Ring to Barad-di1r-Sauron is reunited with 
: The One Ring and you win . (See page 44 for more on Rings. ) 
: 3) Otherwise, the winner is decided at the Audience with Sauron. 

This audience is called when one of the following occurs: 
• When each play deck has been exhausted once, the audience 

starts follow ing the current turn. 
• If your play deck has been exhausted and you play a Sudden 

Call card as a resource during one of your turns, the audi­
ence starts following your opponent's next tum (i.e ., your 

6 opponent gets one last tum). 



• lf you have at least 20 marshalling points and you play a 
Sudden Call card as a resource during one of your turns, the 
audience starts following your opponent's next turn (i.e., your : 
opponent gets one last turn). 

Note: In the Standard Game, you may also use a S11ddc>11 Call card as a 
Hazard to cause the Audience with Sauron to be called (see page 54) 
Note: If one or both players only has access to a stanerdeck (76cards), this 
requirement of 20 marshalling poims should be lowered to J 8 

THE AUDIENCE WITH SAURON 
Just before the Audience With Sauron, each non-Ringwraith : 

character must make a corruption check. The player who took the : 
last turn makes corruption checks for his characters first. 

At the audience, Sauron decides which Ringwraith has been the : 
most successful and will deliver the first massive blow against the • 
Free Peoples. This is based upon a comparison of the resources each • 
of the Ringwraiths has marshalled. • 

Clarification: Characters do no1 au1oma1ically untap when the audience is 
called. A character may only untap during his own untap phase. 
Clarification: A character that fails his conuption check by two or more 
prior to the Audience With Sauron is eliminated. That character and any 
non-follower cards he controls are not available at the Audience With 
Sauron-thus. they do not count towards the marshalling point totals. 

A player may play resource cards that can affect his characters' <.:orrup­
tion,checks made prior to 1he audience. Hazard cards may not be played. 

The winner of the game is the player that has gathered the most 
marshalling points from: 
• Control of resources: characters, allies, items, and factions. 
• Defeating certain creatures. 
• Carrying out the instructions on resource cards. 

Marshalling points are printed on the top left corner of the cards. 

Note: You may find it useful to use pencil and paper or extra dice co 
keep a running total of marshalling points 

Clarification: If both players have the same number of marshalling 
points al the Audience With Sauron, the game ends in a tie. 
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Example: Our two players are Wendy and Nick. Wendy has 20 marshal­
ling points and Nick only has 18. During her turn , Wendy plays a Sudden 
Call card- Sauron calls the audience. Each player has one company in 
Carn D(un (CPs == Corruption Points, MPs == Ma~ha!ling Points): 

Wendy Controls: CPs MPs 
Ores of Angmar (faction) ........................ ... ....... 0 ................... ? 

Beornings (faction) ....... ... ................. ... ... .. .. ....... .... 0 ............ . 3 
Seize Prisoners (miscellaneous) .... ....... .. ... .... ....... ... 0 .. .. .. ....... .. ... . 2 
Dwar 1he Ring wraith (controls:) 

The Warg-king (ally) ....... ................... .............. . 
Troll-chief (controls:) 

Black Mace (item) ... 
Magic Ring of Fury (item) . 

Troll Lout (controls:) .... 
Saw-toothed Blade (ite m) ................... ............. .. 

Shagrat (controls:) 
Grisncikh (controls:) .. .. . 
Ore Tracker (controls:) 

Ore-liquor (item) 

Nick Controls: 
lnditr the Ringwraith (controls:) 
CiJyaher(controls:) ... 
Tarcil (controls:) .. 

Palantfr of Orthanc (item) .. 
Magic Ring of Enigma (item) .. 

Ore Captain (Controls:) .... 
Saw-1001hed Blade (i tem) 
Foul-smelling Paste (item) 

Lieutenant of Morgul (controls:) .. 
Stinker (all y) ........ .. .............. ... .............. .......... . 

Ore Captain (controls:) ... . ... ........ ......... Total CPs: 0 ....... ........ .... " 

Since Wendy played the Sudden Cali card, Nick gets one final tum. Nick 
moves his company to Cameth Brin. After facing hazards. he plays the 
Hillmen faction for 4 more MPs. Nick now has 22 MPs and will win the 
game ifhe does not lose MPs due to characters failing corruption checks. 

In this example. any character with 4 or more corruption points (the 
Tro!l-(.:hief and Tarcil) could fail his corruption check (see pages 35-38 for 
a detai led explanation and example of corruption checks). If the Troll­
chief fails his corruption check, Wendy loses 6 of her MPs. lfTarcil fails 

S his corruption check, Nick loses 7 of his MPs. 



2 · THE CARDS AND DECKS 
There are four types of cards: site cards, character cards (including • 

Ringwraith cards) , resource cards. and hazard cards. • 

Note: Colordiagramsofthe various types of cards can be found in the color 
insert. The card types can be distinguished as follows: 
Site cards have a grey parchment background on the front. 
Character cards (non-Ringwraith) have a rusted-purplish iron background 

on the front. Each Ringwraith card has a blood-red stone background 
Resource cards have a grey-blue s1eel background on the front. 
Hazard rnrds have a s1eel grny metal background on the front. 
Site cards (i.e .. location cards) have a map of Middle-earth on the back. 
Character, resource, and hazard cards have the burning eye on the back. 

Note: M £LE doesn't include region cards. If you have M Env region cards. 
you can use region movement as outlined on page 78. 

Clarification: For emphasis, a value used during play is often provided 
both in a card's text and in another pla1.:e on the same card. For example. a 
character's corruption check modifier is stated both in the text and the lower 
right corner of the r.:harar.:ter·s card. 

Note: Each starter deck has a small pack of cards called a fixed set. There 
are 5 fixed sets in all. One appears randomly in each starter deck. The top 
facing card of all fixed sets is a Ring wraith and is different for each fixed 
set and can be seen through the window of the starter deck box. 

A fixed set is included in each starter deck to make a starter deck playable 
without any other cards. 

During play, your cards are organized into 2 decks and 3 piles: 
Location Deck - This deck consists of your site cards. You may 

examine and select cards from your location deck as required by 
play (i.e., do not randomly draw them). After being played. your 
non-Darkhaven site cards are sometimes discarded and olaced in 
the discard pile (i.e., when one of your companies leaves' a tapped 
site, it is discarded). 

Note: Site cards and regions represent the geography of Middle-earth. 
They are used to control the acquisition of resources. Each tum. examine 
the resources in your hand and select a nearby site to travel to.Do not 
worry too much about which site to use.just pick one that has the resource 
type you want to play. It also helps if you preselect the location cards you 
are most likely to use. See the color insert for a map of Middle-earth. 9 



Play Deck - This deck consists of your resource cards, hazards 
cards, and character cards. You randomly draw cards from this 
deck during play. Your play deck starts with an equal number of 
resource cards and hazard cards. 

10 

You can use resources at certain sites and under certain condi­
tions. Resources include: items, factions, allies, events, etc. You 
may only play resource cards during your own turn. You use 
hazards to hinder and attack your opponent's characters in order 
to prevent them from marshalling resources. You may only play 
hazard cards during your opponent's movement/hazard phase. 

Neutral Zone 



Clarification : The card. Twilight, is an exception to this rule-it can be 
played at anytime, either as a resource or as a hazard (it does not count 
against the hazard limit). Certain other cards specifically state when they 
may be played as exceptions. 

Discard Pile - Your discarded cards are placed face down in your 
discard pi le. When your play deck is exhausted, the location cards 
io your discard pile are returned to your location deck. You shuffle 
the other cards in your discard pile and they become your new play 
deck. 

C larification: Your play deck is "exhausted .. when you draw its last card. 
Some cards require that your play deck be manipulated and then re­
shuffled- this does not "exhaust"' your play deck. 

Our-of-play Pile - Your cards that are removed from active play 
after being used and that do not award marshalling points are 
placed in your out-of-play pile. 

Marshalling Point Pile (MP pile) - In addition to marshalling : 
points from active cards in play, you gain marshalling points when • 
certain cards become inactive. When you store certain resource : 
cards (e.g., items, information cards, etc.), they are placed in your • 
MP pil e. When you defeat all of the strikes from a creature that has : 
its MPs marked with an"*" in the upper-left corner of its card, the • 
creature's card is placed in your MP pile. • 

Note: When you defeat ail of the strikes from a creature that does not have 
an"*" next to i1s MP value in the upper-left corner of its card, the creature's 
card is not placed in your MP pile, it is placed in your opponent' s out-of­
play pile. Unlike METW, you do not get MPs for defeating certain crea­
tures-after all. many creatures are fighting the Free People too. 

Note: Because hazard cards are distinct from resource cards, you may not 
play your hazards on your side of the playing surface. Ar rhe end of a game. 
it will be obi·ious whose cards are whose. i.e., hazards in your area must 
belong to your opponent. We suggest adopting a neutral zone between each 
player's side of the playing surface. Non-targeted long-events and perma­
nent-events can be played in this neutral zone. 
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Note: You may freely examine the contents of your discard pile; your 
opponent may not. The contents of your out-of-play and marshalling point 
piles may be freely examined by you and your opponent 

Clarification: If a character is eliminated due to combat or due to failing 
a corrnption check, his card is placed in the out-of-play pile-that character 
may not be brought back into play by either player. 

When a card is removed from active play in all other cases. 1he card is 
discarded unless the card specifically states otherwise. 

Clarification: In generaL cards in your out-of-play pile and your marshal­
ling point pile are considered to be activdy in play for the purposes of being 
unique (if the card states it is unique). 

KEYWORDS 
Several types of cards are referred to by the keyword included in 

the first few words of a card's text. For example, the text of a "spirit­
magic" card starts with Magic. Spirit-magic; the text of a "wolf' 
card starts with Wolves: the text of a "Palantfr" starts with Unique. 
Palantir. 

Keywords do not neccessarily carry any rules (though some do 
like Unique and Corruption) . Keywords are used to determine if an 
effect in the game affects a card. 

CARD COMBINATIONS 
Often combinations of several cards and other actions are required 

to achieve a desired result. For example, to bring The One Ring into 
play requires: traveling to a site to play one of the Gold Ring cards, 
some sort of "Test" card or ability, The One Ring card. and a high 
die roll. In addition, the Scroll of lsildur card will improve the 
chances of successfully getting The One Ring into play. 
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TAPPING AND CARD POSITIONS 
Normally.during play, each of your cards is placed on the playing 

surface so that its top is towards your opponent and its bottom is 
towards you. During play certain cards must be "tapped" when they 
are used-this is a record keeping mechanism to keep tr:1ck of card 
usage. To tap a card, rotate it 90" so that it is turned sideways-to 
untap a card, rotate it back 90° to its normal position. 

When one of your characters is wounded, his card is placed with 
its top towards you (i.e., rotated 180" from an untapped position). All 
restrictions to tapped characters also apply to wounded characters. 

Note: At any given time during play. each character in play must be in one 
of three '·states:" he must be either untapped, tapped, or wounded. 

Clarification : A tapped ( or wounded)charnctercan perform any action that 
does not require che character to tap. For example, a tapped (or wounded) 
character can move normally, he can fight with a penalty (if the attacker 
chooses him as the target of a strike), he can transfer it~ms, etc. A tapped 
(or wounded) charact~r may not tap to acquire an item, lO influence a 
faction. to play a card requiring that he tap. etc. 

Items and characters tap independently. 

UNIQUE & "MAY NOT BE DUPLICATED" CARDS 
If a card states that it is "unique., or that it "may not be duplicated,' " 

only one such card (or its effects) may be in play at a time. The first 
card played takes precedence (influence checks may change thi s) . 
This restriction applies to all cards in play, i.e., both yours and your 
opponent's. 

Only one of each ·'unique'' card may be included in your play deck : 
and starting cards combined. As an exception, two of the same • 
Ringwraith may be included in your play deck (to give you a better • 
chance of drawing one early). • 

~:~\~f:i~~~(~fa~:r~ is eliminated, ihatcard may not be brought back into I 
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3 · G ETTING READY TO PLAY 
Follow these steps to get ready to play: 

: I ) Place your site cards in your location deck, including all of your 
• Darkhaven cards (i .e .. Minas Morgul, Doi Guldur, Cam Dt1m, and 
: Geann a-Lisch). You may include any number of Darkhaven 
• cards, but only one of each non-Darkhaven site card. 

2) Place between 25 and 50 Resource cards and an equal number of 
Hazard cards in your play deck (if you have fewer 1han 25 of either 
available,j ust use all of the cards of that type you have). Only one 
of each "unique·· card may be included. No more than three copies 
of any one non-unique card may be included. 

: 3) Place one to six starting minion characters (no Ringwraiths, no 
minion agents from Dark Minions) face down in front of you. The 
combined mind attributes (see page i 8) of these characters must 
be 20 or less. You and your opponent reveal your characters 
simultaneously, placing any dupl icated characters into your play 
decks . Then organize your starting characters into followers and 
companies and place them at Minas Morgul (i.e., place a Minas 
Morgul site card next to them). 

4) You may assign up to 2 non-unique minor items to your starting 
characters (i .e .. 2 items, not 2 to each character) . These items must 
come from cards that you have not committed to your play deck. 

5) Place up to IO non-Ring.wraith character cards in your play deck. 
Only one of each character card may be included. In addition. 
place up to two Ringwraith cards in your play deck (you may place 
two copies of the same Ringwraith) . Shuffle you r play deck. 

6) Draw a hand of eight cards from your play deck. 
7) Each player makes a roll, and the player with the highest result 

goes first (reroll if tied). 

Clarification: None of your staning characters may be considered to be 
followers to determine their combined mind attributes. That is. these 
characters have to have combined mind attributes of 20 or less 

Clarification: The initial 1-6 minion charac1ers and two minor items do 
count toward the .. one-unique., and "three-others·' !imi1s on the play 
deck. However. they do not count towards the number of resource and 

14 character cards in your starting play deck. 



4 · THE PLAYER TURN 
Play consists of a series of "Player Turns." During your turn, you 

take various actions during the following phases. Then, your oppo­
nent does the same during his turn. 

I) Untap Phase 
2) Organization Phase 
3) Long-event Phase 
4) Movement/Hazard Phase 
5) Sire Phase 
6) End-of-Turn Phase 
A detailed Full Player Turn Summary can be found on p. 92-94. 

Clarification: The actions that may be taken during your organization 
phase may be taken in any order (e.g., you can store an item. then b1ing a 
character into play. and then store a second item). 

Clarification : You may play a site (i.e., move to a site) that your opponent 
previously used or is currently using. 

Clarification: If one of your companies doesn't move. neither player draws 
cards based on that comp:my's movement. However. your opponent can 
play still play allowable hazards on that company (hazard limit still applies) . 

Clarification : During the site phase, a company may decide not to enter its 
current site. ln this case, the company does not face the automatic-attack. 
but it may not tak.e any other actions or play cards during the site phase. The 
company remains at the site and it may decide 10 enter the site on a later turn. 

Clarification: Before a company can attempt to play an item, ally, faction, 
or other card that is •'playable'' at its current site. it must face the site ' s 
automatic-anacks. The company need not defeat the attacks, it merely 
needs to resolve the attacks normally (such attacks could be canceled). 

A company can face a site's au1omatic-attacks and still not play a card 
(e.g., all of its characters are tapped after facing the automatic-attacks). If 
such a company wants to play a card at the site on a later tum, it must face 
the automatic-attacks agai n. 
C larification : A site taps when an item, ally. or faction card is played at that 
site. The play of certain other resource cards may tap sites-such a card will 
specifically state that playing it taps the site. Non-Darkhaven sites only 
normally untap after being discarded and after your play deck is exhausted. 
So. each time through your play deck, only one such card may normally be 
played at a given non-Darkhaven site. Darkhaven cards. whether tapped or 
not. a! ways return to your location deck untapped. 



5 · CHARACTERS & COMPANIES 
As a player, you influence and control a number of characters that 

move and act in the world of Middle-earth . Each character· s abilities 
are defined by these attributes: race, skills, direct influence, prowess 
(offense). body (defense), mind. marshalling points. and special 
abilities (e .g., corruption check modifiers). A character can be 
eliminated and removed from play as a result of combat (fail ing a 
budy check) or corruption (failing a corruption check). 

• If you have enough general influence or direct influence during a 
• given turn, you may bring into play: one non-Ringwraith character 
• at his home site or at any Darkhaven or your Ringwraith at his home 
: site or Minas Morgul (see page 20). 

Characters are primarily controlled by your pool of 20 general 
influence points. For each controlled character, you must commi t a 
number of genera! influence points equal to his mind attribute. In 
addition. you may control a character by using another character's 
direct influence-a character controlled in this fashion is called a 
follower and does not use ge neral influence points. (See page l 9 for 
an extended example.) 

During play, you may organize your characters into groups called 
companies. A company's size is equal to the number of characters 
in iL A company is limited to a size of seven. A company" s hazard 
limit is equal to two or the size of the company, whichever is greater. 
The maximum nu mber of hazards that can be played on a company 
during a given mo vement/hazard phase is equal to its hazard limit. 

Companies can only combine at a Darkhaven-just remo ve all 
but one of the companies' Darkhaven site cards. The resulting 
company then has one site card consi sting of a Darkhaven site card. 

One company can spl it into two or more companies only at a 
Darkhaven (use two Darkhaven cards). 

Note: The number of characters you have in play limits the number of 
aciions you may take during a given turn. You use your other characters' 
direct influence on a character to bring that character into play and to keep 
him in play. A character in play can move and take actions (e.g., defending 
against attacks, influencing. etc.). Items, al lies, and other cards representing 
things a ch..iracter .icquires and controls are placed under his card. 
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Note: Sometimes two or more companies combine and the resulting 
company has two or more of the same cards that say: "cannot be duplicated 
on a given company." When this happens, immediately discard all but one 
of those cards (your choice). 
Clar ification : During the organization phase, one Darkhaven card may be 
used to represent the location of two or more companies, so long as the 
distinction between companies is clearly presented spatially, However, we 
suggest the use of multiple Darkhaven cards for clarity. 
Cla rilication: Even if you have no characters in play, 1he game is not over. 
You may continue to draw and discard cards-eventually you will draw 
your Ringwraith or a character 
Note: MELE characters are different from METW characters. When it is 
important 10 distinguish between the two types of characters, MELE 
characters are referred to as "minions" (or minion characters) and MElW 
characters are referred to as '"heroes" (or hero characters). See pages 74-75 
for more information. 

CHARACTER ATTRIBUTES 
Each character's abilities are defined by the fo llowing attributes 

(the notation for certain attribu tes is given in brackets). 
Race: This is one criterion for using certain resources and for : 

bringing certain items, characters, and factions into play (e .g., only • 
a Dwarf can fully utilize a Dwarven Ring). The races are: Elf, : 
Dwarf, Dt1nadan, Man, Ore, Troll, and Ringwraith. 

Skills: This is one of the criterion for using certain cards (e .g., 
warrior skill is required to use certain weapons) . The skills are: 
warrior, scout, ranger, sage, and diplomat. Some characters have 
more than one ski ll. 

Direct Influence [ t ]: A character's direct influence determines 
which of your characters he may control (i.e., have as followers) . 
In add ition, a character's unused di rect infl uence affects his 
chances of influencing factions and your opponent's resources. 

Prowess [lower left, to left of "ff A character's prowess is a 
measure of a character's offens ive capabilities in combat. 

Body [lower left, to right of"/"]: A character's body is a measure of 
how difficult it is to physically eliminate the character. This is a 
mixture of the ability to avoid an attack and the abi lity to absorb 
or deflect an attack (e.g .. armor, shield, blocking) . 17 



: Mind [ --~' ]: A character's mind determines how many influence 
• points (a Ringwraith 's general influence points or a character's 
: direct influence points) are required to keep this character in play. 
• Your Ringwraith has no mind and requires no influence to control. 

Marshalling Points [ upper left] : This is the number of marshalling 
points you receive when you have the character in play. This value 
represents the character's importance to Sauron. 

Special Abilities: Some characters have special abilities that are 
detailed on their cards.Special abilities include corruption check 
modifiers, influence bonuses, and prowess bonuses. For example, 
Shamas has an influence bonus against the Dun/ending faction. 

INFLUENCING (CONTROLLING) A CHARACTER 
You have a pool of 20 general influence points. At the end of your 

organization phase, the total mind attributes of your characters in 
play (not counting followers) must be less than or equal to 20; this 
total is equal to your used general influence points . Your unused 
general influence points help your charru::ters resist the effects of 
certain cards (e.g., Cail of Home, Muster Disperses, etc.). 

Note: In the Standard Rules, your unused general influence points helps 
your characters, factions, allies, and items resist influence attempts made by 
your opponent. 

Direct Influence 
Some characters have a direct influence attribute of one or more. 

If such a character's direct influence is greater than or equal to 
another one of your characters' mind attribute, he may take control 
of that other character, who then becomes a follower of the control~ 
ling character. These conditions must be met: 

• The total mind attributes of all of a character's followers may not 
exceed his direct influence. 

• A character may be in control of another character that is in play 
only if both characters are in the same company. 

A follower does not require influence from your general pool, and 
he must remain stacked under the character exerting the direct 
influence. A follower may not use his direct influence to control 

lS characters (i.e., a follower may not have his own followers). 



A follower is handled in all Olherways as a normal character( e.g .• 
counts for company size, takes actions nonnally, etc.) . 

If you have enough unused general influence points, you may 
move a follower from direct influence to general influence (or vice 
versa) during your organization phase. 

If a character directly influencing a follower is removed from 
play, the follower remains in play and does not immediately count 
against general influence. However, during your next organization 
phase. you must discard the follower, place the follower under the 
control of another character in his company with enough available 
direct influence, or place the follower under the control of general 
influence (if enough is available). 

Example: In this example and later examples, the notation"#•#" is used. 
The first number is the character·s mind attribute; the second is his direct 
influence (DI). A direct influence value in brackets applies only against 
certain types of characters (in this example, only agains1 Ores and Trolls). 
In our example from page 8, Wendy and Nick each have one company at 
Cam DO.m (a Darkhaven) organized as follows: 

Wendy's General Influence (20) 

Troll-chief (6•[3l) 
I 

Shagrat (6•[4]) Ore Tracker (3•0) 
I 

Troll Lout (3•0) Grisn.ikh(3•0) 
Dwar the Ringwraith (-•5) 

Nick's General Influence (20) 

Tarcil (6•2) Ore Captain (5•[3]) Lieutenant of 

lndllr the Ringwraith (-•5) 
i 

Ciryaher(5•2) 

Morgul (9•2[+3]) 
I 

Ore Captain (5•[3]) 

Wcndy"s company size is 6 and she has 5 unused general influence; 
Nick's company size is 6 and he has O unused genernl influence. 
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BRINGING CHARACTERS INTO PLAY 
During your organization phase, you may perform one a nd only 

one of the following activities: 
• You may play a non-Ringwraith character card. You must place 

him at hi s home site or at any Darkhaven site . 1f you do not have 
enough general influence or direct influence to control the charac­
ter by the end of your organization phase, then the character is 
returned to you r hand. You must place him at his home site or at 
any Darkhaven site . 

: • You may play a Ringwraith card if you do not have one in play. This 
is called "Revealing Your Ringwraith." You may not reveal a 
Ringwraith if your opponent has already revealed that Ringwraith. 
You must place your Ringwrairh at his home site or at Minas 
Morgul. You need not control a R.ingwraith wi th influence~he 
represents you, the player. While reveali ng your Ringwraith is an 
advantage, it also carries with it the danger of losing the game by 
having your Ringwraith eliminated. 

When you play a character, you may place him into a company 
already at his arrival site or he may become a new company 
(consisting of one character). In the second case, you must place the 
arrival site card next to the character played. If the appropriate site 
card is not available, you may not play the character. 

Clarification: Playing a character does not tap a site. 

Most characters are unique. So if you already have a unique 
character in play, your opponent may not play the same character. 
Similarly, if a unique character has been eliminated, he may not be 
brought into play again by ei ther player. 

Example : In the p. 8 example, Wendy calls the audience. Then Nick 
takes his final turn. His company is at a Darkhaven . so he may play a 
character during his organization phase. Nick has Grishntikh and an Ore 
Tracker in his hand(each has a 3 mind attribute). Nick would like 10 play 
Grishnakh, but he is unique and Wendy already has him in p!ay. TheOrc 
Tracker is not unique, so Nick plays him. Nick has no unused general 
influence, so the Ore Tracker must be placed under the control of one of 
Nick's non-follower characters with at least 3 unused direct influence. 

20 Only Nick' s non-follower Ore Captain meets these requirements 



Note: In the Standard Rules. some exceptions to 1hese restrictions are 
presented for '•Ringwraith followers" (see page 58). 

COMPANIES 
A company is a group of characters that move and act together. 

This allows characters to move, act, and defend as a unit, allowing 
stronger characters to protecf the weaker characters. Th is mecha­
nism can be used to allow a variety of tactics during play. 

For example, if you have 3 characters in play, the 3 characters can 
move separately and perhaps do more in terms of acquiring marshal­
ling points (items, other characters, etc.); but each indiv idual char­
acter is more vulnerable to danger. However, the same 3 characters 
operating as a company might acquire marshalling points more 
slowly, but they are safer (i.e., you risk less). 

Normally, a company is limited to a size of seven, but a company 
at a Darkhaven site may be of any size. For these purposes, an ally 
does not count as a character. The size of a company is determined 
for each company at the beginning of the movement/hazard phase 
(e.g., it remains fixed even if a character leaves the company). 

Clarification: A company is not an •"attack." and a character is not an 
"attack." So hazards that modify attacks have no effect on characters and 
companies 

Limitations on Company Composition • 
Unless at a Darkhaven, a Ringwraith may not be in a company • 

with other characters. • 

Overt and Covert Companies • 
The text for certain cards distinguish between overt companies • 

and covert companies. Any company that contains a Ringwraith in : 
Fell Rider mode, an Ore, or a Troll is an overt company. Any other • 
company is a covert company. • 

Note: An overt company is readily identifiable as an evil force (i .e., it has 
Ores, Trolls, etc. ). and thus is subject to direc! conflict with most Free 
Peoples. A covert company is not readily identifiable as an evil force. and 
thus can operate relatively freely in the domains of the Free Peoples. 
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HEALING 
Each of your characters at a Darkhaven may heal during the untap 

phase of your turn. Such a character moves from a wounded position 
to a tapped position. In addition, certain cards can heal characters 
when they are played (e.g., Foul Smeiling Paste). 

; RING WRAITH EFFECTS 
After being revealed, a Ringwraith operates like any other char­

: acter except that it may only be in a company with other characters 
• if it is at a Darkhaven. There are several other special effects: 
: • Any gold ring in the Ringwraith 'scompany is automatically tes ted 
: at the beginning of the end-of-turn phase. Any ring test in a 
• Ringwraith' s company has a modification of -2. 
: • A Ringwraith may carry items (including rings) but may not use 
• them (i.e., an item has no effect on a Ringwraith's company or on 
: his attributes and abilities). 
: • Ringwraiths never make corruption checks and corruption cards 
• may not be played on Ringwraiths. 
: • The movement ofRingwraiths is restricted (see page 25). 

6·MOVEMENT 
In MELE the lands of northwest Middle-eanh are represented by 

regions . The site cards represent places that companies can visit 
within !hose regions. Except for a moving company duri ng its 
movement/hazard phase. each company always has a current .~ite 
card associated with it- the company is located at that site. 

Note: Site paths do not direct the movement process. The site path is used 
to detennine which hazard creatures your opponent may play against your 
moving company 
Note : By using the site cards and site cards only, a company can move from 
any site to any other si1e. First. if necessary, the company moves to the 
nearest Darkhaven. Then, if necessary, it moves to other Darkhavens. 
Finally, it moves from that Darkhaven to the destination site. 

A company commits to moving by playing a new site card (face 
down) during its organization phase. A company does not have to 

move during a given turn (i.e., it does not play a new site card) . 
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At the beginning of its movement/hazard phase, a moving 
company's current site card becomes its site of origin-the com­
pany is considered to be en route to its new site card (i.e., the 
company is moving). 

At the end of a moving company's movement/hazard phase 
(before players return to their hand sizes), its site of origin is 
removed (discard if tapped; otherwise, return it to your location 
deck) and the new site card becomes the company's current site card. 

Clarification; Some cards can interrupt this process by forcing a company 
to return to its site of origin. 

M()l'ing From a Non-Darkhaven Site 
If the company's site of origin is a non-Darkhaven site, the new 

site card must be the Darkhaven listed as the nearest Darkhaven on 
the site of origin card (i.e., the company can move back to its nearest 
Darkhaven). 

Moving From a Darkhaven Site 
If the company's site of origin is a Darkhaven, the new site card 

must meet one of the fo llowing requirements: 
• If the new site card is not another Darkhaven, it must list the site 

of origin as its nearest Darkhaven (i.e., the company can move to 
any site that has the Darkhaven the company is at currently as the 
site's nearest Darkhaven). 

• If the new site card is another Darkhaven, it must give a site pa!h 
to the Darkhaven the company is at currently (i.e., the company 
can move to one of its adjacent Darkhavens; each Darkhaven is 
adjacent to either one or two other Darkhavens). 

Note: If a company is not moving. no cards are drawn. If a company is 
moving to a non-Darkhaven site. you may draw up to the# of cards indicated 
by the site rhat it is nwring to (at least one card must be drawn); your 
opponent does the same. If a company is moving to a Darkhaven site, you 
may draw up to the# of cards indicated by the site that it is moving from (at 
least one card must be draw); your opponent does the same. 
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Sites with Carn 
Dfim as nearest 

Darkhaven 

The Four 
Darkhavens 

Cla rification: To summarize the movement process: 

Sites with Minas 
Morgul as nearest 

Darkhaven 

• Except for a moving company during its movement/hazard phase, each 
company is always at a specific site . called its current site. 

• A company wanting to move to a new site plays a new site card face down 
beside its current site card by the end of its organization phase. A company 
can only move: from a non-Darkhaven site to its "Nearest Darkhaven:· 
from a Darkhaven site to one of its "adjacent Darkhavens.'' or from a 
Darkhaven site to a non-Darkhaven site that lists that Darkhaven as its 
"Nearest Darkhaven .. 

• At the beginning of its movement/hazard phase. a moving company's new 
site card is revealed and its current site card becomes its site of origin. 

• At the end of its movement/hazard phase, the si1eof origin is removed and 
the moving company's new site card becomes the company's current site 
card (unless the company is forced to return to its site of origin). 

Suggestion: To help decide where a company should move. look at the 
resource cards in your hand. Then decide to which of your available sites 
to move. For example, if you have a major item. go to a site where a major 
item can be played 
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Example: Wendy's company is at Barad-dGr (i.e., its current site) and 
wants 10 go to The Lonely Mountain to try and bring the Smaug Aroused 
faction into pby. Barad-dGr·s nearest Darkhaven is Minas Morgul. while 
The Lonely Mountain's nearest Darkhaven is Doi Guldur 

First it takes one tum to move from Barad-dGr to Minas Morgul using the 
site path, I , . indicated on the Barad-dGr site card. Wendy plays the Minas 
Morgul site card as her new site card during her organization phase, and she 
removes the Barad-dUr site card at the end of her company ' s movement/ 
hazard phase. 

During her next tum, the company may move from Minas Morgul to Doi 
Guldur using the site path, , . I I 4 I , indicated on both the Minas 
Morgul a11d Doi Guldur site cards. Wendy plays the Doi Gu\dur site card 
during her organization phase. and she removes the Minas Morgul site card 
at the end of her company·s movement/hazard phase. 

Finally, the company takes one tum 10 move from Dol Guldur 10 The 
Lonely Mountain using the site path, 1· f • , indicated on The Lonely 
Mountain site card. Wendy plays The Lonely Mountain site card during her 
organization phase, and she removes the Doi Guldur sile card at the end of 
her company's movement hazard phase. 

MOVING YOUR RING WRAITH'S COMPANY 
The company containing your Ringwraith may freely move from : 

Darkhaven to Darkhaven and from a non-Darkhaven site to a : 
Darkhaven. However, in order to move from a Darkhaven to a non- • 
Darkhaven site, a Ringwraith must have a special resource card: a : 
Black Rider card, a Fell Ridercard, oraHeraldedLordcard(i.e ., the • 
Ringwraith must be in Black Rider mode, in Fell Rider mode, or in : 
Heralded Lord mode) . • 

Example: Suppose Ren the Ringwraith is at Barad-dUr and wants to move 
to The Lonely Mountain as outlined in the previous ex:ample. On his first 
turn, he moves to Minas Morgul-he does not need a special card because 
he is moving from a non- Darkhaven site to a Darkhaven. On his second tum. 
he moves from Minas Morgul to Doi Guldur as outlined-he does not need 
a special card because he is moving from a Dark haven to a Darkhaven. On 
his third tum, he plays a Black Rider card in order10 move from Doi Guldur 
(a Darkhaven) to The Lonely Mountain (a non-Darkhaven). 
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SITE PATHS 
There are six types of regions and six types of sites: 

Region Type Symbol Site Type Symbol 
Coastal Seas.. . ... .. .. .. (-_,] Darkhavens ... . [ • ] 

Free-domains ........ ... ... .. .. [2'] Free-holds ...................... [ ~;i] 

Border-lands ......... .......... f•~f:J Border-holds .. . ... [] J 
Wilderness ... . ............. [ })] Ruins & Lairs .. ... ......... ... [ La ] 

Shadow-lands.. . .. [,ii)] Shadow-holds . . ..... [ ii ] 

Dark-domains ................. [<I'] Dark-holds .. ................... [ I ] 

A site path is the sequence of regions between a site and its nearest 
Darkhaven. However, each region in the sequence is only indicated 
by its type, not by its name. Each non-Darkhaven site card has a site 
path on it. Each Darkhaven site card has two site paths, but each of 
those two paths gives the sequence of regions between the Darkhaven 
and one of the two Darkhavens nearest to it. 

Note : Site paths do not direct the movement process. The site path is used 
to determine which hazard creatures your opponent may play against your 
moving company (see page 46). 

Clarification: A "company's site path" during its movement/hazard phase 
is the site path between its site of origin and its new site. On non-Darkhaven 
site cards. the site path is provided on the 1op left border. On Darkhaven 
cards, the site path to each of the two adjacent Darkhavens is provided in the 
card text. 

Example: The Lonely Mountain site's nearest Darkhaven is the Doi Guldur 
site. The symbol for Wilderness is . ♦ , !he symbol for Dark-domain is ·1·. So 
the site path between Doi Guldur and the Lonely Mountain is: '.ll J,1 '.L 

The regions between these two sites are Southern Mirkwood (Dark­
domain), Heart ofMirkwood (Wilderness), and Northern Rhovanion (Wil­
derness). 
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Example: In the Example of movement from Barad-dUr to The Lonely 
Mountain on page 25, the first site path used was from Barad-dGr to Minas 
Morgul: I ill. During that movement/hazard phase Nick (Wendy's oppo­
nent)can play hazard creatures keyed to Dark-domains ( I'), Shadow-lands 
( ' ).and Darkhavens(thenew site). During the next tum. the company uses 
the site path from Minas Morgul to Doi Guldur: ', ·• · ii' il, ·1 . During that 
movement/hanrd phase. Nick can play hazard creatures keyed to Shadow­
lands ( ii ). double Shadow-lands ( Al. 'if), Dark-domains ( .I.). double Dark­
domains ( I I ), and Dark-havens (the new site). Finally. the company 
takes one t_um to move from Do! Guldur to The Lonely Mountain using the 
site path. , ·•' ,f . Nick can play creatures keyed to Wilderness (,J, ), double 
Wilderness ( • .t, ). Shadow-lands( .~). and Ruins & Lairs (l.. . the new site). 

Region Types 
Coastaf Seas! • ]: Regions consisting primarily of open water. 
Free-domains f · ··]:Civilized regions (e.g .. Lindon. An6rien. etc.). 
Border-lands I 1 · ]: Less civilized regions on the border of the wilderness 

or shadow territory (e.g .. Rohan, Lamedon, etc.). 
Wilderness [ •· ): Sparsely populated. uncivilized regions that cover most 

of NW Middle-earth (e.g., High Pass. Enedhwaith. Rhudaur, etc.). 
Shadow-lands [ 411 ]: Regions with some active Shadow-forces and settle-

ments (lmlad Morgul. Dagorlad. etc .). 
Dark-domains [ I ]: Regions with heavy concentrations of Shadow-forces 

(Southern Mirkwood, Gorgoroth. etc.). 

Site Types 
Darkhavens [ * ]: Sites of rest and healing (e.g., Minas Morgul. Doi 

Guldur, Carn DUm, and Geann a-Lisch). 
Free-holds [ ' t ]: Dangerous site for minions of Sauron (e.g .. Minas Tirith. 

Edoras, etc.) . 
Border-holds [ .i J: Relatively dangerous site for minions of Sauron 

(usually in Border regions; e.g .. Bree, Lake-town. etc.). 
Ruins & lairs [ J.. ]: Deserted sites often inhabited by dangerous creatures 

(e.g., the Lonely Mountain. Barrow~downs, etc.). 
Shadow-holds [ 4111 ]: Relatively deserted sites often inhabited by dangerous 

creatures and Shadow-forces (e.g., Goblin-gate. Mount Gram. etc.). 
Dark-holds [ I ]: Sites with heavy concentrations of Shadow-forces (Doi 

Guldur, Barad-dfir, etc.). 
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7 · COMBAT 
Combat normally occurs when one of three th ings happen: 

• When a creature hazard is played on a company. 
• When a company at a site with an automatic-attack decides to 

attempt to play a resource card for that site (i.e., decides to attempt 
to enter the site). 

• When any other card indicates that a company must face an attack. 

ATTACKS & STRIKES 
Combat consists of one or more attacks that must be resoived one 

at a time. An attack consists of one or more str;kes: 
• Each strike can target one and only one character in the attacked 

company. 
• Each character can be the target of only one strike from a given 

attack. 
• If an attack has more strikes than the company has characters, the 

attacker may allocate the excess strikes as -1 modifiers (i .e., a -1 
modifiers for each unallocated strike) to the prowess(es) of which­
ever target(s) he chooses . See the Strike Sequence on page 33. 

• You and your opponent must play any cards that modify the 
number of strikes before you ass ign the strikes. 

Un less the attack states otherwise, the defender chooses which 
untapped characters will be the targets of given strikes. Then, the 
attacker chooses which other defending characters not yet assigned 
a strike will be !he target of any remaini ng unassigned strikes. 

Cla rification: If the te;,,:t on a creature card states that the "attacker 
chooses defending characters," any characters {not yet assigned a strike) 
in the defending company may be chosen (by the attacker) as the targets 
of the attack's strikes. 

Clarification : The defender may choose not to assi gn strikes that he is 
allowed to assign. These strikes are then assigned by the attacker to any 
characters !hat have not yet been assigned strikes. 

Clarification: All of an attack's strikes must be assigned to the charac­
ters in the defending company or as modifiers to the strikes assigned. 
The attacker may not choose to not apply strikes or e;,,:cess strike 
modifiers. Only those strikes that are assigned need be defeated for the 
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Strike Modifications 
There are a number of standard modifications to the prowess of 

each target character facing a strike: 
• An unwounded, tapped character must modify his prowess by - 1. 
• A wounded character must modify his prowess by -2. 
• Normally a character that is the target of a strike is tapped after the 

strike is resolved. However, a character may choose to take a -3 
modification to his prowess to avoid be ing tapped. If so, the 
character is not\tapped after the strike is resolved (he may still be 
wounded). 

• If an attack has more strikes than the company has characters, the 
attacker may allocate the excess strikes as -1 modifiers to the 
prowesses of whichever target(s) he chooses. See the Strike 
Sequence on page 33. 

• The target's prowess may also be modified due to the play of 
certain resource and hazard cards. Only one resource card requir­
ing skill may be played against a given strike. 

Condition Mod. to Target's Prowess 
Tapped character * .. . .......... . ..... .................. -l 
Wounded character* ............ .... ..... .............. .. .. ..... ... .. ... ..... . -2 
Untapped character decides not to tap*.. . .... -3 
For each unused strike allocated 

(i.e ., each extra strike) * . . ... -1 
Up to one resource card that requires skill ................. varies 
Other resource cards ...................................................... varies 
Hazard cards ............................................................... varies 

Clarification: The prowess modifications marked with an * above are 
applied for a given strike and then are removed immediately after the strike 
is resolved. That is they do not carry over from strike to strike. 

Note: Ignore effects that modify the number of mikes for an attack that 
states that "every character in the target company faces one ,;trike'' (unless 
an effect reduces the number of strikes to i'l specific number, e.g., Veils of 
Shadow). 
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Resolving Strikes 
Strikes are resolved one at a time as decided by the defending 

playe r. When you choose a strike to resolve. determine all of the 
factors affect ing the strike before the roll is made (see "The Strike 
Sequence· ' on page 33). To resolve a strike, the defender makes a roll 
(2D6) and adds his modified prowess: 
• If this result is greater than the strike's prowess. the stri kejQi/s. 

Such a strike is defeated if its body attribute is"-" or if it has a 
body auribute and fails a body check. 

• If this result is equal to the strike's prowess, the strike was 
ineffectual (i.e., the strike is avoided but not defeated). 

: • Otherwise, the strike was successful (i .e., the character was 
defeated). If the attack was a "detainment" attack, an untapped 

: target is tapped. Otherwise, the target character is wounded and 
• must make a body check. 

BODY CHECKS 
If a strike against a character is successful and the attack was not 

a detainment attack, the character is wounded and must make a body 
check . To make a body check, the attacker makes a roll (2D6). If the 
character was already wounded before this strike, the roll is modi­
fied by +I. 

: • The text on certa in characters' cards states: "Discard on a body 
• check result of #or#." In this case. you must discard the character 
: if the modified body check roll is equal to either of these numbers. 

• Otherwise, if the modified .body check roll is greater than the 
character's body attribute, the character is eliminated. 

• Otherwise, nothing further happens (i.e., the character is just 
wounded). 

Note: As a result of certain roll~. certain characters may be discarded raiher 
than being wounded. These character$ are U$Ually Ores and Trolls. This 
effect represents the target running or sli nking away from the attack. 
Clarification: If a character was already wounded before a strike wounds 
him again. the resulting body check modification is always+ I (regardless 
of how man y times a character is wounded). 
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Clarificatio n: If a strike against a character is successful. a body check 
must be resolved for the character before anything else happens. For 
example, Foul Smelling Pnste may not be used to heal such a character until 
after the body check is reso! ved ( of course, if the character is eliminated, the 
Foul Smelling Paste may not be used on him al all). 

As presented above, a strike that fails is defeated if its body 
attribute is"- " or if it has a body attribute and fa il s a body check. To 
make such a body check, the defender makes a roll (20 6); if this 
value is greater than the strike's body attribute, the strike is defeated. 

Example: Landroval has a prowess of 12 and a body of 6. He nonnal!y has 
two strikes when he attacks. If one of his strikes against a character fails. the 
defender makes a body check. If the resulting roll is greater than 6, that 
strike is defeated. However, both of Lnndmval's mikes must be defeated 
in order for him to be eliminated-this would require at leas! two body 
check rolls greater than 6. 

"Detainment" Atta cks 
Certain attacks detain targets rather than wound them. When a : 

strike from a detainment attack is successful, an untapped target is : 
tapped instead of being wounded. This represents the target being • 
stopped and questioned. The fo llowing types of attacks are detain- : 
ment attacks: 
• Card text will sometimes state that an attack is a detainment 

attack. 
• Any Nazgul attack against a minion company is a detainment 

attack. 
• Any attack keyed to Dark-domain. Shadow-hold, or Dark-hold 

is a detainment attack. 
• Any Ore, Troll, Undead, or Man attack keyed to Shadow-land 

is a detainment attack. 

The parameters above apply if the attack is keyed to the region : 
symbol or site symbol (by type) or if keyed to a region or si te by • 
name which happens to be of the appropriate type (i.e. has the : 
appropriate symbol) . 
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: DEFEATING AN ATTACK 
An attack by a hazard creature is defeated if it is not a detainmen l 

• attack and if all of its strikes directed against (i .e ., assigned to) a 
: company are defeated. 
• If even one of the strikes was cance led or ineffectual, the attack is 
: not defeated. If the attack is canceled, the attack is not defeated. A 
• canceled attack has no effect on the defending company (though the 
: company is considered in i1s history to have faced it) . A detainment 
• attack from a creature is never defeated and the creature·s card is 
: always discarded after the attack is resolved. 

If a hazard creature has multiple attacks, each must be defeated in 
order for the creature to be defeated. 

Example: Lagduf is untapped with a prowess of 5 and a body of 8. He is 
facing a strike from a Huorn (only has one strike) with a prowess of 10 and 
a body of "-.'' Lagduf could decide not 10 tap against the strike; in which 
case his prowess would only be 2 (his normal prowess of 5. minus 3 for not 
tapping) against this strike. However, Lagduf decides to tap to face the 
strike. 

Lagduf rolls an 8. 8 plus his prowess of 5 is greater than the Huorn 's 
prowess of 10. Therefore the strike fails and the Huorn attack is defeated (it 
only has one strike an its body attribute is ''-"). 

Next Lagdufhas 10 face a Slayer, which has two att<1cks against the same 
character, each with one strike at 11 prowess. Lagduf is tapped, so he now 
has a - 1 to his prowess {i.e., his prowess is 4) 

Against the first attack's strike Lagdufrolls :.i 7. His tota!1is 11 {=7 + 4) 
which ties the strike 's prowess of 11. Therefore the strike is ineffectual and 
nothing happens. 

Against the next attack, Lagduf rolls a 3. His total of7 (= 3 + 4) is less than 
the s1rike's prowess of 11. Therefore the strike is successful. Lagduf is 
immediately wounded and must make a body check. His opponent rolls the 
dice for the body check. If he rolls a 9 or more, Lagduf will be eliminated 
and removed from play. Lagduf's opponent actually rolls an 8 and is not 
eliminated. However. Lagduf is discarded because his card states that he is 
discarded on a body i.:heck result of 8. 

• Marshalling Points 
• You receive c reature marshall ing points for defeati ng a c reature 
• with an '' next to its marshalling points . Place the card in your 
: marshalling point pile. 
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If you defeat a creature that does not have an '~ next to its : 
marshalling points, place the card in your out-of-play pile. You do • 
not receive marshalling points for eliminating it. • 

Note: A Wizard player does not receive marshalling points for defeating a 
creature with an* next to its marshalling points. 

THE STRIKE SEQUENCE 
The "strike sequence" is the time from when a player declares that 

one of his characters will resolve a strike until the strike dice roll is 
made and an y associated body checks are made. 

Strikes are resolved one at a time as decided by the defending 
player (i.e., he chooses a strike to resolve, the strike is resol ved, he 
Chooses the next strike to resolve, the strike is resol ved, e1c .). 

All of the fac1ors affecting a strike must be decided during the 
strike sequence before making the roll (2D6). Cards that do not 
affect the strike may not be played during the strike sequence. 
Address these factors in the following order: 
I) The attacker may play hazard cards that affec1 the strike (these 

count toward the hazard limit against this company). 
2) The attacker may decide to use any or all of his remaining (if any) 

- 1 modifiers due to unallocated strikes (i.e., strikes in excess of the 
company's size) . 

3) A target untapped character may take a-3 modification so that he 
will not automatically tap following the strike sequence. 

4) The defending player may play resource cards that affect the 
strike (up to one card that requires skill). 

Clarification: The prowess modifier and maximum fora weapon is applied 
to a character before any other modifiers are applied. For example, the 
Lieutenant of Dol Guldur has a base prowess of7 and a Broad-headed Spea1 
( +2 prowess to a maximum ofS}-he start.., with a prowess of8 before any 
other modifiers are applied 

Similarly, the body modifier and maximum for a shield. armor, or helmet 
is applied before any other modifiers are applied 

33 



Example of Combat[(#/#) means (prowess/body)] 
You control Br6in (3/8), Threlin (4/7) and his follower D6grib (4/7) with 

Foul-smelling Paste, Jerrek (5/8), and Nevido Smod (4/8) (wi1h a Shadow­
cloak). They are en route from Cam Diim to Geann a-Lisch. There are 5 
characters in the company, meaning the hazard limit is 5. 

Your opponent plays Ore-raiders. He keys this hazard creature to one of the 
Wilderness in your company's si1e path. Br6in, a scout, taps and plays A Nice 
Place to Hide to cancel the attack. Ore-raiders is discarded 

Your opponent next plays Orc-warband (second hazard). He states it is 
keyed to a Wilderness in your company's site path, because the Orc-warband 
becomes a detainment attack ifhe keys it to a Shadow-land. It's a (4/-) hazard 
creature with 5 strikes that receives +3 to prowess against a company that has 
faced an Ore attack. Even though Br6in canceled the Ore-raiders, the 
company is still considered to have faced them. so the Orc-warband will be 
(7/-). There are 5 strikes and 5 characters. so each character will face one strike 
(no decisions on strike allocation can be made). Br6in elects to face his strike 
first. His opponent plays Weariness of the Heart (third hazard) on Br6in to give 
-1 to his prowess. This modification to his prowess is in addition to the- I Br6in 
suffers for being tapped. No other effects are played to affect the strike and 
Br6in rolls the dice. The resul! is a 4. Br6in's prowess of 1 plus the dice roll 
is less than the prowess of the Orc-warband's strike against Br6in, so Br6in 
is wounded. The body check. It's a 7-Br6in lives! 

Nevido Smod faces the next strike. Nevido Sm6d taps and rolls a 2, falling 
to a successful strike. Your opponent rolls the body check, but only gets a 4 so 
Nevido Smod lives. D6grib chooses to face his strike next. He chooses not to 
tap and therefore gets a -3 modifica1ion to his prowess. He rolls a 6 which ties 
the prowess of the Orc-warband strike. The strike is ineffectual. Threlin 
resolves his strike next, taps. and defeats it by rolling a 7. Jerrek resolves the 
final strike, taps, and defeats it by rolling a 3. Orc-warband is discarded. 

Your opponent sees that one character, D6grib, is untapped. He plays an Elf­
lord Revealed in Wrath (lS/9) (a fourth hazard) keyed !O the Shadow-land 
(Doors of Night is not in play) and reasons that D6grib will have to take its one 
very powerful strike with linle chance of canceling it. (After all, if you give up 
the option of assigning the one strike to your untapped character, namely 
D6grib, the opponent wil! be able to choose from all 5 characters which will 
lake the strike) . Your opponent does not see what D6grib sees. Before 
assigning the strike, D6grib discards his Foul-smelling Paste to heal and uncap 
Nevido Sm6d, who then announces he is taking the strike. The Elf~!ord is 
keyed to the Shadow-land, so Nevido Smod taps his Shadow-cloak to cancel 
its single strike. The Elf-lord is discarded. 

The opponent announces he will play no more hazards and the company 
breathes a sigh of relief. Br6in will be able to heal at the start of the next turn 
since his company will be at Geann a-Lisch, a Darkhaven. 



8 · CORRUPTION 
As Sauron's minions (i.e ., your characters) operate in Middle- : 

earth, they are subject to temptations. A character runs the risk of • 
becoming totally corrupted and fleeing Sauron's "service" to pursue : 
his own nefarious schemes (i.e., a corrupted character leaves play) .• 

Each character has a corruption point total. This starts at zero, but 
certain cards and activities will change this total during play. Most 
cards that affect a character's corruption are kept under the character's 
card until discarded. Only one corruption card (a hazard that gives 
corruption points) may be played on a given character each tum. 

Note: Minion characters are not completely subjected to Sauron will. If they 
were, they would be of little use-independent. but loyaL servants can 
accomplish much more than slaves. So, minion characters can be corrupted 
by having their own individual desires and temptations conflict with the 
goals of their masters. A corrupted minion character has decided 1ha1 it is 
in his own best interest w make himself scarce and head for parts unknown. 
Ringwraiths can not be corrnpted-they already suffered the ultimate 
corruption when they became Ringwraiths. 

CORRUPTION CARDS 
For these purposes, a "corruption card" is a hazard card that gives 

a character corruption points. A corruption card's text includes the 
word "Corruption." in italics . Cards that force a corruption check 
but do not give corruption points (e.g., Weariness of the Heart) are 
not "corruption cards." A corruption card is limited as follows: 
• A character may have more than one corruption card, but only one 

may be played on him each turn. 
• Certain corruption cards state: "Cannot be duplicated on a given 

character." So, a given character may only have one of each such 
corruption card. 

• Corruption cards that may not be played on Dwarves may also not : 
be played on Ores. 

• Corruption cards may not be played on Ringwraiths. 

CORRUPTION POINTS 
A character's corruption point total can be detennined by sum­

ming the corruption point values of: the corruption cards under his 
card and any other cards he controls (e.g., usually items). 35 



CORRUPTION CHECKS 
When a card or other effect indicates that one of your characters 

must make a corruption check, you must make a roll (2D6) and add 
any_ appropriate modifications. One of the following resu lts: 
Nothing Happens - If the modified result is greater than the 

character's corruption point total, nothing happens. 
• The Character Taps - l f the modified result is equal to the 
• character's corruption point total or one less than the character's 
• corruption point total, the character is very tempted but does not 
: fail the corruption check. If the character is untapped, tap the 
• character. 

The Character is Eliminated - If the modified result is less than 
character's corruption point total by two or more, the character 
fails the corruption check and is eliminated (i .e. , remove him from 
active play) and you must discard any non-follower cards he 
controls. 

Ringwraiths never make corruption checks. 

Clarification: A character eliminated due to a corruption check is removed 
from active play. He may not be played again by either you or by your 
opponent. In this case, the character is permanently lost to Sauron. 

CORRUPTION CHECK MODIFIERS 
Certain characters receive modifiers to corruption checks, and 

certain cards may give modifiers to a corruption check. Modifiers to 
corruption checks are printed in the lower right of the appropriate 
card. A plus or a minus sign indicates a modifier to any corruption 
checks a character makes (rather than corruption points) . 

Clarification: There are two different values that affect corruption checks: 

36 

• Corruprion check modifiers always have either a plus(+) sign or a minus 
(- ) sign (e.g., as noted on some character cards). The sum of all such 
applicable modifiers are added to the c.:onuplion check roll. 

• Corruprion poinr values ne,•er have a plus or minus sign. The sum of all 
such values is the character·s corruption point toial for the purposes of a 
corruption check. 

Both valm~s appear in the lower right of certai n cards. 



REMOVING CORRUPTION CARDS 
A character may choose to ignore the restriction that he tap to : 

remove a con-uption card (as printed on a corruption card), and : 
suffer a -3 penalty to the dice roll to remove it. Th is means a • 
character can remain untapped and still attempt to remove a corrup- : 
tioncard(theroll is modified by-3),orthat he can attempt to remove • 
a corruption card even if he is already tapped or wounded (the roll : 
is modified by -3). 

Each turn. a character may only make one removal attempt for : 
each corruption card if he uses the -3 modifier. 

Example: At 1he beginning of his organization phase, Tarcil has three 
corruption cards: Lure of Nature. lure uf Expedience. and lure of rhe 
Senses. He taps and rolls to attempt to remove the Lure of the Senses; his 
roll is an 8, so the card is removed (greater than 6 was required). IL instead, 
Tarci! has not tapped to attempt to remove Lure of the Senses. he would have 
failed (he would have needed to roll greater than a 9). 

He then rolls to attempt to remove Lure of Nature; his roll is a 6 modified 
by -3 for a net resuh of 3. so the card is not removed (greater than 4 was 
required). Finally, he rolls to attempt to remove lure of Expedience; his roll 
is a 9 modified by -3 for a net result of 6. This is greater than the 5 that is 
required, so the card is removed. 

Example: (CP = Corruption Point) Let us look at Layos traveling across 
Middle-eanh. He starts out carrying a Blawn of the Eye. so he only has 1 
CP when he !eaves Carn DGm. For this example assume Layos is traveling 
with other Men who take care of any attacks played on his company . 

First he heads to the Dunnish Clan-hold. On the way there he ge1s a lure 
of Expedience played on him. which gives him 2 more CPs for a total of 3. 
While at the Dunnish Clan-hold he taps to plays High Helm. Not only does 
this raise his CP total to 5, but i1 also triggers a corruption check from the 
Lure of Expedience. Layos rolls a 6, which is greater than his CP total of 5. 
sohe is fine. 

During the organization phase Layos attempls to remove the lure of 
Expedie11ce. Since he is planning to return to Cam DGm. he is not worried 
about being tapped. So, he taps and rolls an 8, easily bener 1han the 5 he 
needed to succeed. His CP total drops to 3. 

On the way back to Carn DUm, Layos gets a lure of Nature played on him. 
bringing him back up to 5 CPs. Since there are three Wildernesses in the site 
path between Dunnish Clan-hold and Cam DGm , Layos must make three 
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corruption checks. On the first two he rolls a 7 and a 12, easily beating his 
corruption point total. On the third check he rolls a 4. Since this is one less 
than his CP total, he would normally tap. Howe ver, he is already tapped, so 
there is no effect. 

At Cam DOm he tries to remove the Lure of Nature without tapping. He 
rol!s a 7 modified by -3 for not tapping-this is not greater than 4, so the 
Lure ofNawre is not removed. Layos would like to mp and try again; but, 
since he tried without tapping. he cannot make another attempt. 

His company moves to Doi Guldur. The hazard player plays a Lure of the 
Senses on Layos bringing his CP total up to 7. 

At the beginning of his next tum, Layos is ready to tap to attempt to 
remove the Lure ofrhe Senses, and then the Lure of Narure without tapping. 
Unfonunately, he first has to make a corruption check at the end of the 
Unlap phase because of his Lure of rhe Senses. He rolls a 5. Since this is 2 
Jess than his CP total, he is eliminated from the game and his Blazon of the 
Eye and High Helm are discarded. 

9 · INFLUENCE 
You have a pool of general influence. Your characters have direct 

influence. These two forms of influence can control and affect 
characters (see pages 18-19) and factions. 

Your unused general influence is equal to 20 minus the sum of the 
mind attributes of your non-follower characters in play (i.e., do not 
count your followers). 

A character's unused direct influence is equal to his direct influ­
ence attribute minus the sum of the mind attributes of his followers. 
All characters have a direct influence attribute of at least zero, so any 
character has unused direct influence of at least zero. 

Note: In the Standard Game, direct influence can be used to attempt to 
interfere with your opponent's control of his characters, followers, factions. 
allies, and items (see page 64). 

BRINGING A FACTION INTO PLAY 
In order to play a faction card, you must tap one of your characters 

that is at the "site" indicated on the faction's card. Then you must 
make an influence check. Make a roll (2D6), add your character's 
unused direct influence, and add any appropriate modifications ( any 
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applicable standard modifications from the faction card and from 
any other cards played). All influence check modifier cards must be 
played before making the roll (2D6). 

If the modified result is greater than the value required on the 
faction card, place the faction in your marshalling point pile (i t now 
counts towards your marshalling point total). 01herwise, you dis­
card the faction card. Once a faction is brought into play, it is not 
controlled by any specific character and it does not count against 
general or direct influence. 

STANDARD MODIFICATIONS 
Most faction cards list some "standard modifications" to the • 

influence check based only upon what other factions are already in : 
play for both players. • 

Note: Some standard modifications are given for factions not included in 
MELE. Lacer products will include these factions. 

Clarification: Certain characters have special modifications to influence 
checks. Such a modification only applies if it belongs to the character that 
was tapped to make the influence check. 

Example: During your site phase, you have Lieutenant of Morgul in play 
in a company at Lossadan Cairn. You also have lee-Ores in your hand, and 
your opponent has Wargs of F orochel in play. Lieutenant of Morgul has no 
followers. so his unused direct influence is 2. 

You tap Lieutenant of Morgul to attempt to bring the lee-ores into play. 
You make your influence check roll (2D6), and the result is 5. This roll is 
modified by: 
• Lieutenant of Morgul's unused direct influence: +2 
• +3 - Lieutenant of Mordor has a special ability: his direct influence 

is increased by +3 against Ore factions. 
• A standard modification of +2 because the Wargs of Forocht:l are 

already in play, as listed on the Ice-Ores card. 

Sothemodifiedresultis ! 1 (=5+2+3+1).Sincethisisgreaterthan I0(the 
number required by the faction card). the lce-Ons are successfully brought 
into play and the site taps. 

If you had rolled a 3. your modified result would have been 9 (=3+2+ 3+ I), 
and you would have had to discard the faction and Lossadan Cairn would 
not have tapped 
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10 · PLAYING AND DRAWfNG CA.RDS 
You may only play hazard cards during your opponent's move­

ment/hazard phase. Except for resource long-events, you may play 
resource cards anytime during your own tum unless specifically 
prohibited by the rules or the cards themselves. 

Unless stated otherwise, a card is playable only if its effect applies 
to an existing situation, hazard , attack, etc. (i.e., you may not play a 
card just to discard it). A card cannot be played for no effect. A card 
may be played if it has a potential effect. 

Clarification: An automatic-attack at a company's new site may be 
targeted by a hazard during the company's movement/hazard phase.t. Such 
a hazard may be played even if the attack will not be faced (i.e., if the 
company decides not to face the automatic-attack during the site phase). 
Note: MELE resources are different from METW resources. MELE re­
sources are referred to as .. minion resources .. and METW resources ure 
referred to as "hero resources.'' See page 74 for more information. 

During your movement/hazard phase, both players draw cards 
when each company moves. If a company moves to a non-Darkhaven 
site, you may draw up to the number of cards indicated by the site that 
it moved to (at least one card must be drawn): your opponent does 
the same. If the company moves to a Darkhaven site, you may draw 
up to the number of cards indicated by the site that you moved from 
(at least one card must be drawn); your opponent does the same. 

EVENTS 
There are both resource events and hazard events. Each event falls 

into one of three classifications based upon how long it stays in play. 

Short-event -A short-event's effects are implemented; then, it is 
discarded. The effects of some short-events last for a specific period 
as stated on its card (e.g., some say: "until the end of the turn"). 
Permanent-event - The effects of a resource permanent-event are 
immediately implemented. Its effects last until the card is discarded. 
Certain effects can cause a permanent-event to be discarded: these 
effects are given in the text of specific cards. 

If one of your companies splits into 2 or more companies, you may 
place any resource permanent-events that were on the original 
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Clarification: Hazard short-events and pennanent-events can be played 
only during an opponent's movement/hazard phase. Resource shon-events 
and permanent-events can be played at any time during your tum-as 
limited by specific card text. 

Long-event - The effects of a long-event are immediately imple­
mented when it is played. Long-events last approximately two turns, 
one of yours and one of your opponent's. 

You may only play a resource long-event during your long-event 
µhase. Its card and effects remain in play until your next long-event 
phase or until otherwise discarded. 

You may only play a hazard long-event during your opponent's 
movement/hazard phase. Its card and effects remain in play until 
your opponent's next long-event phase or until otherwise discarded. 

Clarification: The effects of many long-events and permanent-events 
affect both players because they can remain in effect during both players' 
turns. Remember. when you play a long-event hazard. it will remain in 
effect during your next mrn. For example. Awaken Deni:.ens increases the 
# of automatic-attack strikes at Ruins & Lairs for one turn for each player 

Example: One of Nick's companies with a hazard limit of six is moving 
from Minas Morgul to Dunharrow: its site path is • • •- I. Wendy plays 
Doors of Night (a permanent-even{) during Nick·s movement/hazard 
phase. This causes al! resource environment cards in play to be discarded 
and their effects canceled. This card will remain in play unlil it is discarded 
due 10 the play of Skies of Fire, Twilight, or another card that says it force 
the discard of Doors of Night or a hazard permanent-event. 

Wendy then plays Fell Wimer (a long-event). First it gives all Borcler­
holds [ I] (including Dunharrow) an automatic-attack: Wolves - 3 strikes 
at 7 prowess. Since Doors of Night is in play it can do two more things: 
change all Border-lands [ l J into Wilderness [ • J. making the site path • 
• • • : and change all Free-domains [ · J into Border-lands I J J, making 

1hcsitepath • • I ♦ • Unless it is discarded by another card. Fell Wimer 
will stay in play until Wendy's next long-event phase (about two turns). 

Finally, Wendy plays Arouse Defenders (a short-event), which allows 
her 10 add 3 10 the prowess of one automatic-auack at a Border-hold [ J ]. She 
uses it on Dunharrow and chooses 10 add 3 to the Wolf attack from Fell 
Winter, making the prowess I 0. Arouse Defenders is discarded, but its 
effect will remain until the end of the tum (unless canceled before then). 
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RESOURCE CARDS, NON-EVENT 
Certain resource cards may only be played if specific required 

conditions exist. A faction card, ally card, or item card must be 
played during your site phase and requires an untapped character 
and an untapped site. In addition, the company musl face any 
automatic-attacks located at the same site before such a card can be 
played. Resource events do not generally require an untapped site 
nor that the automatic-attack to be faced. This may vary based upon 
specific card text. 

Normally, when a character leaves play, all cards controlled oron 
him are discarded. There are two major exceptions to this: 
• Sometimes, the card that causes the character to leave play allows 

him to transfer an item(s) (e.g., Call of Home). 
• If a character is eliminated due to failing a body check, one item 

can be immediate! y transferred to each unwounded character in his 
company; but, the rest of his items ~r'e discarded. 

Factions 
If one of your characters is at the site specified on a faction card, 

he may tap during the site phase to attempt an influence check in 
order to play the faction card. If the character successfully influ­
ences the faction as indicated on the faction's card (see pages 38-39), 
the faction card is placed in your play area. After a faction is 
successfully played at a site, the site card is tapped. 

Clarification: If an anack from a Dragon faction is defealed, remove lhe 
Dragon from play. No player receives its marshalling points. 
Clarification: Once a faction is brought into play, it is not associated with 
any character or company. A faction plays no active role after it is brought 
into play. 

Allies 
A character may tap during the site phase to play an ally card if he 

is at the site specified on the ally card and the character meets the 
requirements indicated on theallycard. The ally card is placed under 
the character's card and that character controls the ally. After an ally 
is played at a site, the site card is tapped. An ally does not count as 

a character for any purposes other than combat and the use of 
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An ally with a skill may take actions and play cards that require 
that skill. For example, Last Child of Ungoliant has the sage skill, so 
she can tap to play aSecretsofTheir Forging card. Similarly,Stinker 
has the scout skill so he can tap to play a Sneak in' card. 

Clarification: Allies lhat are eliminated are placed in the out-of-play pile 
(i.e., neither player may bring that ally or any manifestation of that a!ly back 
into play). Allies are not affected by corruption. 

Items 
If a character is at an untapped site that indicates that a specific 

type of item card (gold ring, minor, major, or greater) is "playable," 
he may tap during the site phase to bring an item of that type into 
play. The item card is placed under the character' s card. After an 
item is played at a site, the site card is tapped. 

A special item states at what sites and under which conditions it 
is "playable." 

A character may only use the effects of one weapon at a time and 
one shield at a time and one armor at a time. 

Clarification: A special item with the keyword, Ring, at the beginning of 
its text does not tap the character or the site when played. 
Clarification: An item only taps when used if its text states so. Thus, 
weapons and armor do not normally tap when used. 
Clarification: A character may control (i.e., bear) any item, even if he 
cannot use its abilities. 
Clarification: A character may conu-ol (i.e., bear) more than one weapon 
or more than one shield or more than one armor. However, only one of each 
type may be used at any given time. 

Minor Items 
1f a resource card that taps a site (e.g., ally, faction, item, etc.) is 

successfu lly played at a site, one additional character may tap to play 
a minor item. Such a minor item may be played even if the site does 
not specifically state that a minor item is playable at the site. For 
example, a minor item played when bringing an ally into play wou ld 
s imulate a gift from the ally. 

43 



• Rings 
• One of the types of items that your characters can bring into play 
• are rings. There are 7 types of rings: mind ri ngs, gold rings, lesser 
: rings, magic rings, Owarven rings, spirit rings, and The One Ring . 

Gold Rings - After your company faces the automatic-attack at 
such a site which specifies that a gold ring can be played, you just 
tap a character and the site to play a gold ring from your hand. 

Clarification: A gold ring is a ring with unknown properties- it might be 
a lesser ring, a magic ring, a Dwarven ring, or even The One Ring. You will 
not know until you "test" it. There are 6 different gold rings in MELE: A 
Little Gold Ring. The Least of Gold Rings. Gold Ring that Sauron Fancies. 
Bright Gold Ring, Gleaming Gold Ring, and Perfect Gold Ring. Each has 
a different probability of being a specific type of special ring. 

Testing a Gold Ring - Once you have a gold ring, you can "test" 
it to determine what kind of special ring it is. When you test a gold 
ring, you make a roll and add any applicable modification (due to the 
test card used and other cards). The gold ring card will indicate what 
special rings may be played based upon the modified roll. 

Jf the roll indicates a special ring that you have in your hand, you 
may replace the gold ring wi th that ring and discard the gold ring. 
Otherwise, you just discard the gold ring (i.e., it was not that 
special). If the roll indicates more than one special ring in your hand, 
you choose which to play. 

There are five ways to test a gold ring: 
• • If you have a sage character in the same company as the gold ring. 
: you can play a Test of Fire card. 
: • If you have a sage character in the same company as the gold ring 
• and the company is at a sire where " Information" is playable, you 
: can play aSecretoJTheir Forging card (you do not have to roll, you 
• can just play any special item ring except The One Ring) . 
: • Any gold ring in the Ringwraith' sown company at the start of the 
• end-of-turn phase is automatically tested. Any ring test in a 
: Ringwraith's own company has a modification of -2. 
• • Any gold ring in one of your companies at Barad-dGr at the start of 
: the end-of-turn phase is automaticall y tested. Any ring test at 
44 Barad-dGr has a -3 modification. 



• If you store a gold ring, it is automatically tested with a modifica- • 
~~~ . 
Note: Due to the -2 and -3 modifications. th~ last three ring test methods 
given above have little chance of resulting in The One Ring. This reflects 
the influence of·'fate" on Sauron's efforts to find the One Ring. 

Example: You have Tarci! and Pon Opar (a sage) in the same company. 
Tarcil has A little Gold Ring. In your hand. you have a Test of Fire card and 
three ring cards: Trifling Ri11g (a lesser ring). Magic Ring of Lies, and 
Dwarven Ring of Durin ·s Tribe. 

Because Pon Opar is a sage in the same company as a gold ring. you play 
your Test of Fire on Tarcil·s gold ring at any time during your mm. You roll 
a5 for the test, so you may play either your Trifling Ring (<my result)oryour 
Magic Ring of Lies (6 or less) with Tarcil. In either case, the gold ring is 
discarded. If you had rolled a 9 or higher, you would have had the choice 
of playing your D1rnrve11 Ring of D11ri11 ·s Tribe or your Trifling Ring. 

Note: A Ringwraith may (.:arry a ring but may not use it (i.e .. alt items have 
no effect on a Ringwraith's company or on his attributes and abilities) 

C larification: Mind rings are minor items and are played as such. They are 
not special items. 

THE HAZARD LIMIT 
During your opponent's movement/hazard phase, the number of 

hazard cards that you may play on one of your opponent's compa­
nies is that company's hazard limir. The hazard limit is equal to two 
or the company's si ze, whichever is greater. A company's size is 
equal to the number of characters in it. For this purpose, allies do not 
count as characters . 

A hazard limit can be modified by the play of certain cards. 
Tapping a NazgGl permanent-event does count against the hazard 
li mit. 

Clarification : For the purposes of calculating hazard limits, each company's 
size is determined for each company at the beginning of i1s movement/ 
hazard phase (i.e., it remains fixed). So. if a character is eliminated during 
his company's portion of the inovement/hazard phase. his company's 
hazard limit does not change. 
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HAZARD CARDS, NON-EVENT 
Hazard cards represent evil forces and natural dangers in Middle­

: earth. Even though your Ringwraith and his minions are serving 
• Sauron, the evil forces in the world will offend attack you on purpose 
: or by mistake-that's the nature of evil. 

You may play hazard cards only during your opponent's move­
ment/hazard phase. Detainment attacks are described on page 3 1. 

Note: Hazards that give bonuses to anacks do not give bonuses to charac­
ters and companies. 

Creature Cards 
You may use a creature card to directly attack one of your 

opponent's companies. Such an attack can occur only if one of the 
following criterion is met: 
• The company is at a specific site at which the creature's card text 

says it can be played. 
• The company's site of origin or new site is in a region where the 

creature's card text says it can be played. 
• One of the site symbols on the creature's card matches the site that 

the company moved to (i.e ., the new site) or stayed at (i .e ., if the 
company did not move). 

• At least one of the region symbols on the creature's card matches 
one of the region types the company moved through this turn (see 
below). If the creature's card has two region symbols of the same 
type (i .e ., a deep Wilderness creature). then the company must 
have moved through at least two regions of that same type. 

Note: The Geann a-Lisch site is a Darkhaven. However. as stated on its 
card, creatures keyed to Ruins & Lairs may be played against a company 
that has Geann a-Lisch as its new site or as its current site ifit did not move. 
Clarification: Two Wilderness symbols are required in a site path to play 
a deep Wilderness creature. However, the two symbols need not be adjacent 
in the site pa~. For e~an.iple, a deep Wilderness creat~re may be played 
keyed to the sne path: J, ); :l J'. If a company travels with two Wilderness 
in its site path, the chance of encountering very dangerous Wilderness 
monsters has doubled, even if the two Wildernesses are not adjacent. 
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lf a creature satisfies more than one of these conditions, you must 
choose (when you play the creature) one of these criterion that the 
attack is "keyed to."The effects of certain cards are based upon the 
region or site type that a creature is keyed to . 

The region types that a company moves through during a given 
turn are determined by the following criteria: 
• lf a company did not play a new site card, it did not move through 

any regions-so, no creature may be played based solely on region 
conditions. 

• lf the company was at a Darkhaven and has played a new non­
Darkhaven site card, the region types are indicated by the new site 
card's site path. 

• If the company was at a Darkhaven site and has played a new 
Darkhaven site card (but no region cards), the region types are 
indicated by the new Darkhaven site card's "Site Path from'' the 
old Darkhaven site (i.e .• the site path from the site of origin 
Darkhaven). 

· • If the company was at a non-Darkhaven site and has played a new 
Darkhaven site card (but no region cards), the region types are 
indicated by the site of orig in_'s site path (i.e. , the site path on the 
site that the company left). 

• Standard Rules: If the company used region movement, the region 
types of the site path are indicated by the region cards or an 
appropriate map (i.e., each region card has a region type). 

Clarification: The player playing a hazard creature must specifically stale 
the type of region or site that the creature is keyed to---it can affect the use 
of other cards. 

For example, if a character with a Shadow-cloak faces a strike from a 
creature that has been played keyed to a Shadow-land, he can tap the 
Shadow-cloak to cancel the strike. However, if lhe crea1ure is keyed to a 
Border-land. he cannot use his cloak against it 
Note: A creature played keyed to a specific region by name is not keyed to 
the specific region 's type. For example. ifThranduil"s Folk is played keyed 
to the Grey Mountain Narrows (a Shadow-land region). a target character 
with a Shadow-cloak can not use it to cancel a strike~ the attack is keyed 
to the region by name, not by type. 
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Example: Certain card combinations make creatures more powerful. The 
hazard creature, Dire Wolves, has 4 strike with a prowess of 8. However. if 
played in combination with a Wake of War card, Dire Wolves has S strikes 
with a prowess of 9. If played in combination with a Wake of War and a 
Doors of Night, Dire Wolves has 6 strikes with a prowess of 10. 

STORING CARDS 
During your organization phase, you may store any of your items 

lhat are at a Darkhaven site. The controlling character must make a 
corruption check before an item can be stored. 

A stored item is placed in your marshalling point pile and counts 
for marshalling points. Once an item is stored it may not be unstored 
and brought back into play. The One Ring may never be stored. 

Some items and resource cards state that they can be stored when 
at a specific site (e.g. , the Seize Prisoners card can be stored at a 
Darkhaven)~other cards may not be stored. Such an item or 
resource card is still placed in the marshalling point pile and cannot 

• be brought back into play. 

Note: If you store a gold ring, it is automatically tested (see page 44). 

Clarification: A character bearing a certain type of card cannm untap until 
the card is stored (as stated in the card's text). After storing such a card, the 
character does not untap until the untap phase of his player's next turn. 

Clarification: Unless stated otherwise on !he card, the marshalling points 
for a card that can be stored apply regardless of whether or not the card is 
stored 

TRANSFERRING ITEMS 
During your organization phase, you may transfer items between 

characters at the same site. The controlling character must make a 
corruption check before an item can be transferred. 

Clnrification: A corruption check is required before an item can be stored 
or transferred. A character that fai Is such a corruption check has decided not 
to follow his Ringwraith" s commands concerning the item' s use (i.e., the 
item is discarded and the character is eliminated). 
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REGION MAP KEY 
# Region Name Type # Region Name Type 

Lindon .. 27 Dagorlad .. .. ......... 'J,,\ 
Nll meriador .. . .... ..... T 28 Withered Heath .......... :t 
Forochel .... ....... .. ........ .. .. t) 29 Northern Rhovanion ...... ) , 

4 Arthedain .. . ...... :_.: 30 Southern Rhovanion .... . t 
5 The Shire .. . . 3 l Iron Hills .. . . ... ~• 
6 Cardolan ........................ J.' 32 Dorwinion ..... .... .... .. ...... t 
7 Angmar ....... .. ................ ,1111 33 Horse Plains .................. ~; 
8 Rhudaur ..... ...... ... ... .. .. .. .. J) 34 Old Puke! Gap ... ... .... ... .. ,.: 
9 Hollin ............................ '}) 35 Andrast.. ....... :f 
10 Dunland ........ ..... ... .. ...... r_"{) 36 Anfalas .. .. ..... ... ........ .. .. 'J j 

11 Enedhwaith ...... .. ... .. ...... '.f, 37 Lamedon ... .... .... .... .. ....... (ff , 
12 Old PUkel-land ............ '.i; 38 Belfalas ............... .......... ,_: 
13 Gundabad . . . .. ............. : • · 39 Lebennin .. . ... ( !. 

14 High Pass ... . .. .... .. .. . (fl 40 An6rien ..... ..... ... ... ... ...... . 
I 5 Redhorn Gate .. . ... ........ . J) 41 Ithilien ........................... ,J 
16 Gapoflsen.. . .... J) 42 Harondor ................. ...... 'f 
17 Anduin Vales .... ... .. ... .... . r-t 43 Khand .... ... .... ... .... .. ... .. .. .C~'; 
18 Wold & Foothills .......... ~♦) 44 Imlad Morgul ................ :-J· 
19 Fangorn .. ...... ..... ... ... .. .... 'i) 45 Udiln. . ..... ... .... .. ... .... '.I' 
20 Rohan . ........... ... .. . ..... .. J) 46 Gorgoroth .. . . ....... X· 
21 Grey Mountain Narrows 1l 47 Nurn .... ....... ................ .. . J · 
22 Woodland Realm.. . .... -~ 48 Elven Shores .................. ,. 
23 Western Mirkwood ...... .. ~t 49 Eriadoran Coast ... .. .... .... .,. 
24 Heart of Mirkwood ... ..... ;+1 50 Andrast Coast ............... ,. 
25 Southern Mirkwood ... ... ll 51 Bay of Belfalas .. ... ...... ... .,. 
26 Brown Lands ................ ,J:; 52 Mouths of the Anduin ... ~ 
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Normally, when a character leaves active play (e.g., is discarded 
or eliminated), all cards controlled by him are discarded. There are 
two major exceptions to this: 
• Sometimes, the card that causes the character to leave play allows 

him to transfer an item(s) (e.g., Call of Home). 
• lf a character is eliminated due to failing a body check, one item 

can be immediately transferred to each unwounded character in his 
company; but, the rest of his items are discarded. 

ACTIONS AND CARD PLAY 
The various activities that you and your opponent can perform 

during play are called actions. Typical actions include playing a 
card, making a corruption check, revealing a card, etc. The follow­
ing gene ral guidelines apply to resolving actions: more detailed 
guidelines can be found on pages 69-70. 
• You must give your opponent a chance to respond to every action, 

and vice versa. If you perform an action and move on to another 
action without giving your opponent a chance to respond, you 
must "back up" if he indicates that he wants to respond. A series 
of declared actions made in response to one another is called a 
"chain of effects." You always have the option of declaring the 
first action in a chain of effects during your tum. The actions in a 
chain of effects are resolved one at a time from last declared to first 
declared (i.e .. the last declared action is resolved first, then the 
second to the last, e1c.). 

• If the play of a card requires other actions (e.g., corruption checks). 
the actions are resolved in the order in which they appear on the 
card. 

• A required or declared dice roll is an action and can be the target 
of another action or effect declared later in rhe same chain of 
effects. Otherwise, a card cannot be targetted until it resolves. 

• When the effects of a dice roll require further actions (e.g., a roll 
for a strike requires a body check), those actions become the first 
actions (any further ro!ls come firs!) in the next chain of effects 
after the roll. 
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· PART II· 
STANDARD RULES 

You should read and master the Starter Rules before tackling the 
Standard Rules . 

Note: These rules apply to a Ringwraith player playing a Ringwraith player. 
See Part [V (page 73) for guidelines for handling a game between a 
Ringwraith and a Wizard 

1 · THE VICTO RY CO NDITIONS 
The Standard Rules victory conditions differ from those found in • 

the Starter Ru les in three ways . First, the players can decide to play : 
a longer game. Second, certain modifications to the marshalling • 
point totals can be made at the Audience With Sauron. Third, : 
Sudden Call may be used as a hazard to cause the Audience with • 
Sauron to be called. • 

THE LONGER GAMES 
The Starter Game when using Standard Rules is also called the "1-

deck game." For experienced players wi th tuned decks, this game 
usually lasts 20-60 min utes . If you want longer, more detai led play, 
there are 3 other games. 

The 2-deck Game 
In a "2-deck game" (the "short game"), the Audience is called : 

when each play deck has been exhausted twice . You may use a • 
Sudden Call card when a play deck has been exhausted twice, or : 
when a play deck has been exhausted once and the player with that • 
deck has at least 25 marshall ing points (MPs) . • 

The 3-deck Game • 
In a "3-deck game" (the "long game"), the Audience is called • 

when each play deck has been exhausted three times . You may use : 
a Sudden Call card when a play deck has been exhausted three times, • 
or when a play deck has been exhausted twice and the player with : 
that deck has at least 30 marshalli ng points (MPs). Increase the • 
sideboard size to 30 cards. • 
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: The 4-deck Game 
In a ''4-deck game" (the "campaign game"), the Audience is called 

• when each play deck has been exhausted four times. You may use 
: a Sudden Call card when a play deck has been exhausted four times, 
• or when a play deck has been exhausted three times and the player 
: with that deck has at least 40 marshalling points (MPs). Increase the 
• sideboard size to 35 cards. 

MARSHALLING POINT MODIFICATIONS 
There are five different types of marshall ing points; each is 

associated with a specific shape: 
Character Points .. . .............. ....... ... ..... ... .... .... .. .. ... .. 0 
Item Points (Major, Greater, & Rings only) .. .......... C 
Faction Points.. . . .... .. . .... ... ... ... ... .. V 
Ally Points . .. ... ... ... .... ............... ... ..... ...... .... ... .. .. .. .. .. . f:. 

Kill Points (from defeating"*" creatures) ...... ......... 0 
Miscellaneous Points ............................................. ◊ 

At the audience, these types of marshall ing points affect your fi nal 
marshalling point total in two ways (apply them in the order listed): 
• If your opponent has zero (or negative) points for any one type of 

marshalling point , your points for that same type of marshalling 
point are doubled . This doesn't apply to kill points and miscella­
neous points. 

• No more than half (round up) of your final marshalling points can 
come from any one type of marshalling point. If one type of 
marshalling point is over half of your total, reduce the points for 
that type unt il they are only half (or less) of your total. 

Finally, you may reveal any unique marshalli ng point cards in 
your hand that match unique cards your opponent has in play. Each 
such revealed card reduces your opponent's final MP total by one. 

Clarification: These marshalling point modifications do nm apply until the 
audience actually takes place. Specifically. t.he modifications do not affect 
your MP total when it is used to determine if you can call the audience (i.e., 
you need 20 MPs to call the audience before any modification). 
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Example: Let's look Wendy and Nick at the Audience With Sauron using 
Standard Rules. Assume their companies are composed as outlined in the 
example on page 8. Let's also assume Nick failed 10 play the Hillmen 
faction. After corruption checks are made, Wendy has a raw marshalling 
point (MP) total of 20 and Nick has a MP total of 18. 

Wendy notices that Nick has no faction points. So her faction points are 
doubled to 10. Unfortunately, Nick's problems are not over. 11 of his 
marshalling pc,ints are character points and only 7 are non-character points. 
Since he cannot have more than half of his points from any one source, Nick 
only gets 7 MPs from his chanicters. 

Al this poin1, the marshalling points (MPs) break down as follows: 
Wendy's MP Cards Initial MPs Modified MPs 
Troll-chief ....................................... 2 .......................... ............ 2 

Lout. ......... .............................. . .... ... .. ....... ...................... I 

1 ..... .... .... ................ .......... ..... 1 
Ore Tracker ................................. I ................................... 1 
Black Mace (i tem) .............. .......... 2 .. . ................................ 2 
Magic Ring of Fury (item) ...... ......... 2 ....................................... 2 
Beornings (faction ) ..... .............. .... 3 .. . ... ..... .... ................. . 6 
Ores of Angmar (faction) ................ 2 .. . ..... ........ 4 
The Warg-king (ally) .............. .... 2 ... ....... .... ....................... ...... 2 
Seize Prisoners (misc.) ................ 2 .............................. ............. 2 
Total 20 25 

Nick's MP Cards Initial MPs l\'lodified MPs 
Ciry•her ... . . . ............. ...... 2 ................. .. .......... .... . ... ... 2 
Tarcil ......... ...... ... ... .... .. ........... .......... 2 ........................ . ......... 2 
Liouten,mt of Moriul ........... ............ 3 .. ..... . . ........ ................ .. ., 
Ore Captain ... . ................. 2 ...................................... O 
Ore Captain .... .. ....... .......... ..... .......... 2 ... ............... ..... ......... 0 
Palantlr of Orthanc (item) .. .. .......... . 3 ........ ..... ... .................. . ....... 3 
Magic Ring of Enigma (i tem) ......... 2 .. . ............. .. 2 
Stink.er (ally) .................. . ............ 2 ........... ................... ........... . 2 
Total 18 14 
At this point, Nick reveals that he has cards for The Warg-king, Shagrat, 

and Grisnakh in his hand (he was saving them for 1his). Since they duplicate 
three of Wendy 's unique MP cards. her MP total is reduced by one for each 
of these. Thus. \Vendy ends up with 22 MPs and Nick ends up with 14 
MPs-Wendy wins. Nick curses hi s luck because he failed to bring the 
Hillmen into play on his last turn. 
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: SUDDEN CALL USED AS A HAZARD 
In addition to the normal situations outlined in the Starter Game, 

: the Audience with Sauron is called when one of the following 
• occurs: 
: • If your opponent's play deck has been exhausted and you play a 
• Sudden Call card as a hazard during one of his turns, the audience 
: starts following your next turn (i.e., you get one last turn). 
: • Tf your opponent has a1 least 20 marshalling points and you play 
• a Sudden Call card as a hazard during one of his turns , the 
: audience starts following your next turn (i.e ., you get one last tum) . 

2 · THE CARDS AND DECKS 
There are several Standard Rules changes involving manifesta~ 

tions and sideboards. 

SIDEBOARDS 
In addition to the normal location deck and play deck, you can 

have a 25 card "sideboard" deck. Your sideboard can contain 
resource, hazard, and character cards (including any Ringwraiths). 
However, your combined play deck, starting company, and side­
board can only contain one of each unique card and a maximum of 
three of any non-unique card. As an exception, you may choose one 
Ringwraith and include up to two copies of his card in your 
combined play deck and sideboard. 

Using Your Sideboard When You Exhaust Your Deck 
Whenever you exhaust your play deck, you may exchange (before 

reshuffling) up to 5 cards between your sideboard and discard pile. 
Each such card taken from your sideboard must be replaced by a card 
from your discard pile. 

Using Your Sideboard When You Tap Your Ringwraitb 
During your organization phase, you may tap your Ring wraith to 

bring up to 5 resource and/or character cards from your sideboard 
into your discard pile. 

Alternatively, if your play deck has at least 5 cards, you may tap 
your Ringwraith to bring one resource or character card directly 
from your sideboard into your play deck (reshuffle). 
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Using Your Sideboard When You Tap a Nazgfil Hazard 
During your opponent's movement/hazard phase, you may tap 

and discard one of your Nazgul hazard permanent-events in play to 
bring up to 5 hazard cards from your sideboard into your discard 
pile. The normal result of tapping a Nazgfil hazard cfoes not apply. 
The Nazgul hazard is discarded. Tapping a Nazgul hazard in this 
fashion does count against the hazard limit. 

Alternatively, if your play deck has at least 5 cards, you may tap 
and discard a Nazgfil hazard permanent-event to bring one hazard 
card directly from your sideboard into your play deck (reshuffle). 

Using Your Sideboard 
When Your Opponent' s Ringwraith is in Play 

At the end of your opponent's untap phase, if your opponent's 
Ringwraith is in play, you may at this point bring up to five hazard 
cards from your sideboard to your discard pile; or, if your play deck 
has at least 5 cards, you may bring one hazard card directly from 
your sideboard into your play deck (reshuffle) . 

If you move cards from your sideboard in this fashion, the hazard 
limit for each of your opponent's companies is reduced to half of 
normal for the rest of the turn (round up, e.g., a hazard limit of 2 
becomes I, a hazard limit of3 becomes 2, etc.). 

Clarification: Your opponent may verify how many cards move to and 
from your sideboard, but you do not have to reveal what those cards are. 

Clarification: Your combined play deck and sideboard cannot violate the 
I unique card and 3 non-unique card limit. However, there is no restriction 
on the mix of hazards, resources, and characters in your sideboard. That is, 
for the purposes of your sideboard, you can ignore the play deck restric­
tions: the limit of JO characters and the equal mix of resources and hazards. 
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MANIFESTATIONS 
Certain entities (e.g., Stinker, Ringwraiths, etc.) have several 

different manifestations, each represented by a different card. 
• If one manifestation of such an entity is already in play, you may 

not play another manifestation of the same entity. 
• If an attack from a manifestation is defeated, the manifestation is 

removed from active play and you may not play any further 
manifestations of the same ent ity. 

Exception: If you reveal your Ringwraith (see page 20), any manifest­
ations of that Ringwraith are immediately discarded (e.g., a corresponding 
Nazgul hazard or an identical Ringwraith card that has been played as a 
''Ringwraith follower." see page 58). You cannot reveal a Ringwraith if 
your opponent has already revealed that same Ringwraith as his own (non­
follower) Ringwraith. 
Exception: Different manifestations of the same unique Dragon may be in 
play at the same time. 
Note: If one card says that it is the manifestation of another card, these 
restrictions apply to both cards. 

Example: Stinker(a minion ally) is in play with one ofyourcharac1ers. So, 
neither you nor your opponent can play My Precious (the hazard manifes­
tation of Stinker) until Stinker is discarded. Similarly, if your opponent is 
playing a Wizard. he may not play Collum (the hero ally manifestation of 
Stinker). lf your Stinker is eliminated, My Precious and Goll um may never 
be played. 

3 · GETTING READY TO PLAY 
If both players agree to use M£7Wregion cards, add them to your 

location deck (i.e., you decide to use region movement, see page 78). 

Note: For play balance, we recommend both players have access to 
approximately the same number of region cards. lf this cannoi be achieved, 
region cards should not be used. 

4 · T H E PLAYER TURN 
The Full Player Turn Summary is presented on pages 92-94. 
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S · CHARACTERS & COMPANIES 
There are several Standard Rules changes involving characters 

and companies. 

ORCSCOUTS 
Ore scouts only count half towards a company's size (round up). : 

LIMITATIONS ON COMPANY COMPOSITION • 
There are three other limitations on the types of characters that can : 

be in a company. 
• Unless at a Darkhaven, an Ore or a Troll cannot be in a company : 

that contains an Elf, a Dwarf, or a Dllnadan- and vice versa. • 
• Unless at a Darkhaven, your Ringwraith' s company may only : 

contain your Ringwraith and Ringwraith followers (see page 58). : 
• Unless ata Darkhaven, a company may only contain one leader. A • 

leader is a character with the keyword "leader," in its text box. : 

These limitations also apply to moving companies. 

Note: If 1wo companies end up <It a non-Darkhaven site and combining 
those companies would violate the limitations on company composition, 
one of the companies that just moved must return to its site of origin. 
Similarly. an effect that causes such a violation is cancelled (e.g., \Ve Have 
ComewKilf) 

DISCARDING CHARACTERS 
Instead of bringing a new character into play during your organi­

zation phase, you may discard a character that is at a Darkhaven or 
at his home site. Your Ringwraith may not be discarded. 

You must lake this action when you are forced to discard a 
character due to a lack of available influence. In this case, the 
character(s) need not be at a Darkhaven. 

Clarification: If a charac1er's mind changes at any point. the influence 
required to control him also changes 
Clarification: If you do not have enough influence to control all of your 
character in p!ay, they remain in play. However, you must discard any 
excess characters at the end of your next organization phase. If you bring 
a <.:haracter into play during your organization phase and then do not 
have enough influence to control him. the character just brought into 
play must be returned to your hand at the end of your organization phase. 57 



BRINGING CHARACTERS INTO P LAY 
To play a character card, you must have enough general influence 

or direct influence available co control the character. In addition, you 
must meet both of the following requirements : 
• If the character is nor an agent, you may only play him at his home 

site orat any Darkhaven site. If the character is an agent, you may 
only play him at his home site. 

• If your Ringwraith is in play, your Ringwraith (or a character with 
enough direct influence to control the character to be played) must 
be at the site at which the character is to be played. 

; RING WRAITH FOLLOWERS 
If the following conditions are met, you may bring another 

: (different) Ringwraith character into play at your Ringwraith's 
• site-such a character is called a "Ringwraith follower." 
: • Your Ringwraith is already in play. 
: • Your Ringwraith is at a Darkhaven or he is at the Ringwraith 
• follower's home site. 
: • You have the card of the additional Ringwraith in your hand . 
: • Your opponent does nor have the Ringwraith already in play and 
• the Ringwraith has not been eliminated. 
: • You have the card or ability allowing a Ringwraith follower to be 
: played (e.g .. They Ride Together, The Witch-king's ability) . 

• A Ringwraith follower must always be under the control of your 
• Ringwrai1h and may move to non-Darkhaven sites with your 
: Ringwraith. Your Ringwraith must use I point of direct influence to 
• control each Ringwraith follower. Your Ringwraith followers may 
: not be innuenced away by your opponent. 
• A A Ringwraith follower may not use any of its spec ial abilities. 
: Uvatha's ability to automatically join another Ringwraith 's com­
• pany is an exception to this. 
: When you reveal your Ringwraith, your opponent must discard 
• any identical Ringwraith card that has been played as a Ringwraith 
: follower. 
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RI NG WRAITH EFFECTS 
This is a summary of the special effects of the Ringwraith : 

character. : 
• A Ringwraith may only be in a company with non-Ringwraith • 

characters if he is at a Darkhaven. : 
• Any ring in the Ringwraith' scompany at the beginning of the end- : 

of-tum phase is automatically tested. Any ring test in a Ringwraith • 
company has a modification of -2. • 

• A Ringwraith may carry items (including rings) but may not use • 
them (i.e. , an item has no effect on a Ringwraith' s company oron : 
his attributes and abilities) . • 

• Ringwrai ths never make corruption checks and corruption cards : 
may not be played on Ri ngwraiths. : 

• Unless at a Darkhaven, a Ringwraith may not be in a company with : 
non-Ringwraith characters. 

• A ~ingwraith may not use a site path that contains Coastal Sea : 
regions. 

• A Ringwraith 's company may not use region movement. 
• A Ringwraith follower is on ly discarded as described on Lhe mode : 

cards (i.e., Heralded Lord, Black Rider, and Fell Rider). • 
• A Ringwraith fo llower (see the previous page) may not use any of : 

its special abilities. Ovatha's ability to automatically join another : 
Ringwraith 's company is an exceplion to this. • 

• If a body check against a Ringwraith is exactly equal to 7 or 8, the : 
Ringwraith is returned to your hand. You do not lose the game if : 
your Ringwraith is removed in this fash ion-you may bring such • 
a Ringwraith back inlo play in the same fashion as your revealed : 
him in the first place. If this happens to your Ringwraith, you may • 
not reveal a different Ringwraith as your Ringwraith and your : 
opponent may not reveal the Ringwraith that you returned to your • 
hand. : 

Note: This represents the Ringwraith's mount being eliminated. 
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SPLITTING A COMPANY 
AT A NON-DARKHA VEN SITE 

During the organization phase, a company at a non-Darkhaven 
site may split into two or more companies. The following instruc­
tions apply: 
• One of the companies may remain at the current site. 
• One of the companies may return to the nearest Darkhaven site 

indicated by the current site's card. 
• Any other companies must move to different sites using region 

movement. 

Clarification: These restric!ions mean that two companies may not start at 
the same site and then move to the same site separately (i.e., in such a 
situation the two companies would have to move as one company). 

6 · MOVEMENT 
If you have Middle-earrh: The Wiza rds cards (or an appropriate 

map), there are two ways to move from one site to another. A 
company can use the site path on a site card (i.e., starter movement, 
see the Starter Rules) or it can use region cards as its site path to a 
specific site card (i.e., region movement) . 

: A Ringwraith's company may not use region movement. 

If both players agree, they can use region movement as it is used 
in METIV. See page 78 for region movement guidelines. 

Clarification: Region movement is not necessary to play this game. Region 
movement just gives you more options: i.e., with region movement a 
company need not move to a Darkhaven every other turn. Region cards are 
not included in MELE. However, the map in the color insert facilitates 
region movement. 

MOVING CO MPANIES 
TO THE SAME NON-DARKHA VEN SITE 

During the organization phase, two or more companies may move 
to the same non-Darkhaven site, but one of the following cases must 
apply: 
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• One company may already be at the site. In thi s case the other 
companies moving to the site must state that their new site card is 
already in play (the curren t site card for the non-moving com­
pany). This si1e card remains in play until at least the end of the 
turn. 

• Two or more companies moving to the s ite must state that the same : 
face down site card is their new site card. 

In both cases, the two companies must face hazards separately and : 
are then combined at the end of the movement/hazard phase. If two : 
companies end up at a site and combining those companies would • 
violate the limitations on company composition (see page 57), one • 
of these companies must return to its site of origin. Similarly, an : 
effect that causes such a violation is cancelled. • 

Note: This means that your Ringwraith's company may not move to lhe 
same non-lJarkhaven site as one of your other companies. since this would 
result in your Ringwraith joining with other characters 

7· COMBAT 
An untapped character that is not the target of a strike may tap to 

support a character in the same company that is the target of a strike. 
The target's prowess is modified by + I for each such supporting 
character. 

C larificat ion: An ally may tap to give a +I prowess modification in this 
manner 

Example: A Cave-drake (two strikes, LOI-) attacks your company which 
consists of the untapped characters Gorbag, Snaga. Muzgash, Ufthak, and 
an Ore Veteran. Cave-drake allows your opponent to assign the strikes, so 
he assigns them to Gorbag and Muzgash. Gorbag takes his strike without 
tapping and rolls a 12, easily defeating the attack. Muzgash has He ·11 Talk 
played on him. so you want him to survive. You tap Snaga, Ufthak. and the 
Ore Veteran to aid Muzgash in facing the strike. You would also like to tap 
Gorbag, but you cannot-he was assigned a ~trike from the attack, so he is 
still a target of this attack. Muzgash has a prowess of 7 versus this attack: 
4 (his own prowess)+ I (Snaga·s support)+ I (Ufthak'ssupport) + 1 (Ore 
Veteran's support). 
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; CANCELING AN AUTOMATIC-ATTACK 
A character at one of his home sites may tap to cancel one 

• automatic-attack at that home site. This does not apply if a character's 
: home si te is not a specific site(e.g., an Ore with an "Any Dark~hold" 
: home site may not cancel an attack in this fashion). 

; MARSHALLING POINTS 
You only receive kill marshall ing points for defeating a creature 

: with an* nex1 to its marshalling points. You may use the creature's 
• card as a trophy card (see below) or you may place the card in your 
: marshalling point pile . 

: Note: A Wizard player does not receive marshalling points for defeating 
: such a creature with an ,i, next to its marshalling points. 

If you defeat a creature that does not have an * next to its 
: marshalling points, you may use the creature's card as a trophy card 
• (see below) or you may place the card in your out-of-play pile. You 
: do not receive marshalling points for defeating it. 

Note: You do not receive marshalling points if the creature you defeat is one 
of your own cards. 

: TROPHIES 
If one of your minion companies defeats a creature, you may place 

: the creature's card under the control of any Ore or Troll character 
• that faced a strike from the creature's attack. This card is called a 
: "trophy" and is treated as a minor item with zero corruption points. 
• A trophy may not be transferred or stored. lf a trophy that is not 
: worth kill marshalling points to you is discarded, it is placed in your 
• out-of-play pile. If a trophy that is worth kill marshalling points to 
: you is discarded, it is placed in your marshalling point pile. 

Trophies give a character bonuses based upon the total number of 
: marshalling points indicated by the trophies (i .e., on the creature 
• cards). One and only one of the following sets of bonuses applies to 
• a character with trophies: 
: • If a character's trophies have I marshalling point, the character 
: receives + I to direct influence. 
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• If a character's trophies have 2 marshalling points, the character : 
receives +l to direct influence and +I to prowess (to a maxi-
=m ~~ • 

• If a character's trophies have 3 marshalling points, the character • 
receives +2 to direct influence and +l to prowess (to a maxi- • 
mum of9). 

• If a character's trophies have 4 or more marshalling points. the : 
character receives +2 to direct influence and +2 to prowess (to a • 
maximum of 9). • 

Note: You may not use one of your own cards as a trophy. 

8 · CORRUPTION 
Before the roll is made for a corruption check, you may tap other 

characters in the same company as the character making the check. 
The corruption check is modified by +I for each such character 
tapped. 

A corruption check for any character in a Ringwraith 's company : 
is modified by +2. 

Clarification: If more than one character in a company is forced to make 
a corruption check, the corruption checks are resolved one at a time in an 
order chosen by the playercontro!Hng the characters. Each character tapped 
may only give a+ I modification to one corruption check, not to all of the 
corruption checks. 
Clarification: When the Audience With Sauron is called, a character may 
only tap to give a+ l corruption check modification 10 another character in 
the same company. 

Example: Your company consists of the untapped characters Gorbag, 
Snaga, Muzgash, Ufthak. and an Ore Veteran. A Weariness of the Heart is 
played on Gorbag, requiring him to make a corruption check. 

Gorbag is carrying The /ro11 Crown (5 corruption points), so you tap 
Ufthak and Muzgash to help him with his corruption check. Gorbag has a 
corruption total of 5, but his roll is modified by +2 (+1 for Ufthak and +t 
for Muzgash). He cannot fail and will tap only on a 3 or less. 
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9 · INFLUENCE 
Influence is the on ly way that your characters can directly affect 

your Ringwraith opponent's resources. During your site phase, one 
and only one of your characters may tap to attempt to influence away 
one of your opponent's characters, followers, all ies, factions, or 
items. This may only take place if the influencing character and the 
target of the influence are at the same site. If you successfully 
influence the target, it is discarded. In some cases, you may reveal 
an identical card and attempt to play it (i.e., he convinces the target 
to join his side). 

Such an influence attempt may not be made on the first turn, and 
your Ringwraith may not make such an attempt on the turn he is 
revealed . 

Note: An influence check can never be made against your Ringwraith, a 
Ringwraith follower, an ally controlled by your Ringwraith, or an item 
controlled by your Ringwraith. 

Influencing an Opponent's Non-follower Character 
To attempt to influence one of your opponent 's non-follower 

characters vou must make an influence check. You make a roll 
(2D6) and:" 
• Add the influencing character's unused direct influence. 
• Subtract your opponent's unused general influence points. 
• Subtract the result of a roll (2D6) made by your opponent. 
• Add any other modifications (from cards and special abilities) . 

All modification cards must be played before either player 
makes a roll. 

If the mod ified result is greater than the target's mind attribute, the 
target character card and all of the non-follower cards he controls are 
discarded. Otherwise, nothing happens . 

If you reveal an identical character card from your hand before 
making the roll for the influence check, the target character's mind 
attribute is treated as if it were zero. If the attempt is unsuccessful , 
you must discard the character card you revealed. If such an 
influence check is successful, the target character and his non-
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may be immediately played (appearing at the same site). In order to 
play this character, you must have enough unused general influence 
to control him or an influencing character at the same si te must have 
enough direct influence. 

Clarification: If you reveal an identical character in order to nullify the 
target character's mind auribute for an influence check, you must discard 
that character if you do not play him 

Influencing an Opponent 's Follower 
To influence an opponent's follower, you must make an influence 

check as outlined above. However, the result is also modified by 
subtracting the "unused direct influence" of the follower's control­
ling character. 

Influencing an Opponent's Faction 
To influence an opponent's faction, you must make an influence 

check as outlined above. However, the following exceptions apply: 
• Instead of a mind attribute, the influence check uses the value 

required to bring the faction into play (as given on the faction's 
card). 

• The influence check is modified by any of the faction's appli­
cable modifications (as given on the faction's card). 

• Revealing an identical faction card reduces the value required 
to bring the faction into play to zero and allows you to play that 
card if the influence check is successful. 

You may only influence an opponent's faction if the influencing 
character is at one of the sites where the faction is playable. 

Influencing an Opponent's Ally 
To influence an opponent's all y, you must make an influence 

check as outlined above. However, the following exceptions apply: 
• Instead of the controlling character's mind attribute, the influ­

ence check uses the ally's mind attribute. 
• The result is also modified by the "unused direct influence" of 

the character controlling the ally. 
• Revealing an identical ally card reduces the ally's mind at­

tribute to zero and allows you to play the card if the influence 
check is successful. 65 



Influencing an Opponent's Item 
To influence an opponent's item, you must make an influence 

check as out li ned above. However, the following exceptions apply: 
• The mind attribute of the character controll ing the item is used. 
• The result is also modified by subtracting the "unused direc t 

influence" of the item's controlling character. 
• You must reveal an identical item card in order to make an 

influence attempt on an item (i.e., you are attempting to convince 
the controll ing character that the item would be more useful to 
Sauron' s cause in your hands) . If the influence check is successful, 
you may play your card with the character that made the influence 
check-if you choose not to play the item, discard it. 
You may not make an influence attempt on an item with a 

permanent event on it. 

C larification: The unused direct influence for an influence check against 
an item is affected by any direct influence modification that the target item 
gives i1s bearer. 

Example: Wendy moves her company to the same site as Nick's company. 
During her site phase, Lieutenant of Morgul attempts to influence Radgug 
(an Ore). Wendy has 5 unused general influence, Nick has 2 unused general 
influence, and Liemenant of Morgul has 2 unused direct influence . Since 
Lieutenant of Morgul is attempting to influence an Ore, his special ability 
gives him +3 direc1 influence for a torn! of 5. Finally, Wendy reveals her 
own Radgug card. So. Radgug's mind is O for the purposes of this roll. 

Weridy rolls 2D6 and gets a 6. while Nick rolls 20 6 and gets a 7. So the 
modified result of the influence check is 2 = 6 (Wendfs roll) + 5 
(Lieutenant ofMorgul 's unused direct influence)- 2 (Nick' s unused general 
influence) - 7 (Nick ' s roll). 

This is greater than Radgug' s mind (0 for this roll), so Nick's Radgug card 
is discarded. Since Wendy revealed her Radgug card. she may now play it 
with her company . She decides to control him with her unused general 
influence, rather than place him as a follower of Lieutenant of Morgul 

Nick smiles when he sees this. On his tum he does not move. During the 
site phase he enters the site and his Lieutenant of Doi Guldur anempts to 
influence Radgug' s card back . Lieutenant of Doi Guldur has 3 unused direct 
influence and a +2 direct influence against Or.:s. Wendy now only has I 
unused general influence. si nce she used 4 to control Radgug. 
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Nick rolls 2D6 and ge1s a 5, while Wendy rolls 206 and gets a 7. So 1he 
modified resu!tofthc influence check is 2 = 5 (Nick's Roll)+ 5 (Lieutenant 
of Doi Guldur's unused direct influence) • I (Wendy's unused general 
influence). 7 (Wendy's roll). 

A 2 was good enough for Wendy, but i1 is not good enough for Nick. Since 
Nick could not play a Radgug card. he has to beat Radgug's mind of 4 to 
influence him away. 

10 · PLAYING AND DRAWING CARDS 
There are several Standard Rules changes involving playing 

cards. 

PLACING A CARD ON-GUARD 
During the movement/hazard phase of your opponent's turn, you 

may place one card on.guard for each of your opponent's compa­
nies. This card is played face down next to the company's new site 
or next to its currem site if it did not move. Any card can be placed 
on-guard (i.e., it does not have to be a hazard, you can bluft) . Such 
a card does count against the hazard limit for the company it is 
placed on. 

The card will remain on that site until one of the following occurs: 
• The company decides to face the site's automatic-attack. lf the on­

guard card is a hazard creature keyed to the company's site or a 
hazard that can modify the automatic-attack, it may be revealed 
before the automatic-attack is resolved. If it is a hazard creature, 
it will attack after the automatic-attack is resolved . 

• The company plays a card that potentially taps the site. If the on­
guard card is a non-creature hazard, it may be revealed if it is a 
hazard that directly affects the company or a charac1er in the 
company (e.g., a hazard that forces all characters to make a 
corruption check). 

• Otherwise, return the card to your hand at the end of the site phase. 

In the firsl two cases, the card is handled as if it had been played 
during the movement-hazard phase (i.e., short-events are discarded, 
long•events last until your opponent's next long-event phase, etc.). 
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Note: A card may not be revealed in the second case above ifit: returns the 
company to its site of origin, taps the site or a character in the company, 
forces the company to do nothing during the site phase. or potentially 
removes a character or ally from the company (outside of combat or forcing 
a corruption check). 

Exampl~: After visiting Gondmaeglom, Wendy's company moves to The 
Lonely Mountain. During her movement/hazard phase, Nick places a card 
on-guard. The card is Awaken Deni:,ens. but since it is face down Wendy 
does not know that. This card doubles the number of strikes for an 
automatic-attack at a Ruins & Lairs site. 

During her site phase. Wendy states that her company will face the 
Lonely Mountain's automatic-attack (a Dragon. I strike with a prowess of 
14). Nick reveals his on-guard card and the automatic-attack becomes 2 
strikes with a prowess of 14 each . Wendy's company must face this attack. 

On the next turn Nick's company moves to Dimrill Dale. Wendy plays 
a Cave-drake on-guard. Nick declares he will face the automatic-attack 
(Ore. I strike at 6 prowess). Wendy reveals the C(lve-drake. and Nick will 
have to face it after the automatic-attack. 

Next, Wendy's company moves to the Dead Marshes. Nick plays a 
Weariness of the Heart on-guard. Wendy faces the automatic-attack and 
then plays an item. In response to the item being played, Nick reveals the 
WMriness of the Heart and forces one of Wendy's characters to make a 
corruption check. 

Finally. Nick's company moves to Bag End. They face several creatures 
along the way and barely make it there in one piece. Addilionally, Wendy 
places A Nice Place to Hide on-guard. Sin<.:e it is a resource she will never 
be able to reveal it. Nick does not know this. and is worried about what the 
card might be, so he decides not to enter the site this turn. The site phase ends 
and A Nice Place ro Hide returns to Wendy's hand. 

LIMITS ON DRAWING CARDS 
During your turn, you may draw cards based on one of your 

moving companies only if the company contains a Ringwraith or at 
least one character with a mind attribute of three or more. 
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DICE ROLL TIMING 
Before a roll is made for combat or a check, cards may be played 

that will modify the result of the roll . However, once the roll is 
actually made, no further cards may be played that modify the dice 
roll result. This modified result is used to determine effects of the 
combat or check before any other actions are taken. When the effects 
of a dice roll require other actions (e.g., a successfu l strike requires 
a body check) those actions become the initial actions (any further 
rolls come first) in the next chain of effects after the roll. 

TIMING RULES 
You and your opponent may both want to perform actions at the 

same time or actions that are sequenced with respect to other actions. 
This can happen during your movement/hazard phase (or during 
your site phase if your opponent has a card on-guard). Such actions 
often include playing a card, tapping a character already in play, and 
revealing an on-guard card. 

Your opponent may always declare an action in response before 
your action is resolved. Then, you may respond to his action, and he 
can respond to your second action, and so on until neither player can 
(or wants to) perform an action. 

You must give your opponent a chance to respond to every action, 
and vice versa. If you perform an action and move on to another 
action without giving your opponent a chance to respond, you must 
"backup" if he indicates that he wants to respond. 

Such a series of declared actions is called a chain of effects. You 
always have the option of declaring the first action in a chain of 
effects during your turn. The actions in a chain of effects are 
resolved one ata time from last declared to first declared (i.e., the last 
declared action is resolved first, then the second to the last, etc.). 

You may follow one of your declared actions with anorherof your 
declared actions in the same chain of effects, so long as you give 
your opponent a chance to respond to your first action. 

An action in a chain of effects is negated if the conditions required 
to perform it are negated by another action that is resolved before it 
in the chain of effects. 

Creature hazards may not be played in response to other actions. 
They must always start a chain of effects. 69 



Timing Example: One of your companies is moving with Doors of Night 
in play. Your opponem plays Minion Stir on the company. You think you 
can handle one extra strike and prowess. but not two, so you play Skies of 
Fire in response to get rid of Doors of Night. Your opponent plays Twilight 
in response. targeting your SJ...y of Fire . This is how it all works out: 
0) Doors of Night in play. 
!) Minion Stir declared. 
2) Skies of Fire declared. 
3) Twilight declared targeting Skies of Fire. Normally you can't target a 

card that isn' t in play (hasn"t resolved) yet. but Twilight says it can be 
played on cards not yet resolved. • 

4) No more actions are declared. so actions start resolving. 
5) Twilight resolves cancelling and discarding Skies of Fire. 
6) Skies of Fire would have resolved here, taking out Doors of Night, but 

it was cancelled so nothing happens 
7) Minion Stir resolves. 

It is your turn so you have the option of starting the next chain of effects. 
You play a Voices of Malice, targeting Minion Stir. You would have like to 
have played it between 3) and 4), but Minion Stir was not in play at that time 
so you could not targe! it. Youropponeni does not respond. so Voices of 
Malice resolves and discards Minion Stir. 

· PART III· 
OPTIONAL RULES 

Each of these optional rules may be used if all players agree before 
the game begins. Refer to the appendices (page 86) for conventions 
of tournament play-these are widely used for casual play. 

• Company vs. Company Combat - When one player is a 
: Ringwraith and his opponent is a Wizard (see Part lV), combat can 
• occur between companies (see page 80). After such a combat, if your 
: opponent's company has on! y wounded characters you may attempt 
• to "steal an item." To steal an item, you must tap a character in your 
: company that was involved in the combat. Then, you can force your 
• opponent to discard an item of your choice in his company that was 
: involved in the combat. Finally, if you have a manifestation of the 

discarded item in your hand, you may play it with the character 
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MULTI-PLAYER RULES 
Except for the guidelines presented in this section, a multi-player 

game (3-5 players) uses the normal rules. 

Victory Conditions: The normal rules are used for victory condi­
tions and to determine when the game ends. However, when a player 
calls the Audience With Sauron, each of the other players gets to 
take one final turn. If a player's Ringwraith is eliminated, that player 
is out of the game; however, the game only ends in this manner if 
only one player is left in the game. The doubling of your marshalling 
points based on a MP type only applies if none of your opponents has 
a card in play of that type. 

Getting Ready to Play: Before the players set up their decks for 
play, each player makes a roll (reroll all ties). When play starts, the 
players will sit clockwise around the table in the order of their rolls, 
from highest to lowest. The highest roller chooses the Ringwraith he 
wi ll play, the second highest roller chooses his Ringwraith from the 
remaining Ringwraiths, etc. Each player may place up to two of his 
Ringwraith cards in his play deck. 

At this point each player should have his play deck constructed. 
For multi-player games, half (round up) of the hazards in your play 
deck must be hazard creatures. 

Each player should select a character pool of up to 25 characters. 
The low rol ler reveals a character from his pool; this character starts 
in play. Then, the player to the right of the low roller reveals a 
starting character that has not already been revealed. This process 
continues in a counter-clockwise direction unti l all players have 
revealed their starting characters as outlined in the normal rules. 
Then, each player may place up to IO characters from their character 
pool into their play decks. 

After the characters are all revealed, each player may exchange up 
to three cards between his play deck and his cards not being used (all 
normal p lay deck restrictions must be met). The highest roller takes 
his turn first. Then, the player to his left takes his tum, and so on. 

The Player Turn: Your "hazard-opponent" for the purposes of 
hazards is the player to your left. During your long-event Phase, you 
remove your own resource long-events and the hazard long-
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events belonging to your hazard-opponent. Only your hazard­
opponent may draw cards (based on the site being moved to) and 
play hazards during your movement/hazard phase. A player only 
has the option of discarding a card during an end-of-turn phase if it 
is his own turn or if it is his hazard-opponent's turn. 

Twilight cards can be played at any time by any player. Perma­
nen1-evems, long-even ts, and other "global" events (e.g., tapping 
Ren the Unclean) affect all players. 

Middle-earth: The Wizard's Companion provides some expanded. 
variant multi-player rules . 

SOLITAIRE RULES 
Getting Started: Place all of your hazard cards in one shuffled deck. 
(Variant#/: Have someoneconstructa hazard deck for you. Variant 
#2: Construct several "well-tuned" hazard decks of approximately 
25 cards each, then play against each one.) Your play deck has no 
hazards and must have at least 30 cards. Your hand size is only five 
cards. 

During Play: Proceed normally, except for the following excep­
tions. There is no opponent's player turn. Whenever you would 
draw or discard to get a hand of 8 cards, you now draw or discard to 
get a hand of 5 cards. During the movement/hazard phase, you draw 
and discard normally for each company. 

Playing Hazards: During the movement/hazard phase. for each 
company, you draw hazard cards equal to 2 plus twice the number 
of hazard cards normally drawn for that site. Then you must play as 
many of those hazard cards as you can within the hazard limit for the 
company. You should play the hazards in the fashion that is most 
disadvantageous for your companies. Any cards requiring Doors of 
Night are saved and played when a Doors of Nighr is drawn. 

Object of the Game: The object of the solitaire game is to accumu~ 
late as many marshalling points (MPs) as you can by the time you 
exhaust your play deck for the second time. 

Middle-earth: The Wizard's Companion provides some expanded. 
variant multi-player rules. 
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·PARTIV· 
USING MELE WITH METW 

When one player is a Ringwraith and his opponent is a Wizard, 
play proceeds normally for each player within the limitations 
outlined in this section. 

Note: Unless stated otherwise, the Wizard player uses theMETWrules and 
the Ringwraith player uses the MELE rules . Most elements of MFIWand 
MELE are identical-both of these series are part of the Middle•earth 
Collectible Card Game'y (M ECCG"'). Should a discrepencey arise between 
an aspect of the MELE rules and the METW rules. the MELE rules take 
precedence as they were wrinen with refinements in language and organi­
zation. Do not to confuse an element of MELE that is particular to playing 
a Ringwraith with a Wizard's perspectiveon things-passages containing 
Ring wraith only rules are marked with a line of bullets as a sidebar 

1 · THE VICTORY CONDITIONS 
Assuming you are a Ringwraith and your opponent is a Wizard , 

the game ends when one of the fo llowing occurs during play: 

I) If your Ringwraith is "el iminated"-your opponent wins. 
2) If your opponent's Wizard is "eliminated" (i.e., through combat 

or corruption)-you win. 
3) If you move The One Ring to Barad-dilr- Sauron is reunited with 

The One Ring you win. (See page 44 for more on Rings.) 
4) If your opponent moves The One Ring to Mount Doom and plays 

certain cards-The One Ring is destroyed; your opponent wins . 
5) Otherwise, the winner is decided when either the Audience with 

Sauron is called (see pages 6-7) or the Free Council is called (see 
the METW Rules). The audience and the council are called when 
one of the fo llowing occurs: 
• When each play deck has been exhausted once. both the 

audience and the council start at the end of the current turn . 
• Otherwise, you as a Ringwraith ha ve played an Sudden Cail 

card or you as a Wizard have called the council (as outlined 
in the MELE rules and the METW ru les). The council and the 
audience both start at the end of the next turn (i .e., your 
opponent gets one last turn). 73 



THE AUDIENCE AND THE COUNCIL 
All characters and Wi zards make corruption checks as outlined in 

the lv!ELE and M£nYrules. The winner is the player with the most 
marshall ing points-i.e .. the player who has done the most to help 
his side win. 

At the Audience/Council. you may reveal any unique marshalling 
point cards in your hand that match unique cards that your opponent 
has in play. You may also reveal any marshalling point cards in your 
hand that are manifestations of cards that your opponent has in play. 
Each such reveaied card reduces your opponent's marsha!ling point 
Iota! by one. 

2 · THE CARDS AND DECKS 
Hazard cards are the same for both MELE and MEnv and may be 

freely used by both Ringwraiths and Wizards. MELE does not 
include region cards. However, if region movement is being used, 
Ringw raith players may use ME'FW region cards (or an appropriate, 
mutually acceptable map). 

MELE (i.e ., Ringwraith ) characters, resources. and si tes are 
different from METW (i.e., Wizard) characters, resources. and sites . 
It is vary important to distinguish between the two types: 
• MELE characters are referred to as ''minions" (or minion charac­

ters) and METTV characters are referred to as "heroes'' (or hero 
characters). Minion characters have a rusted purple background, 
whi le hero characters have a blue stone background. 

• MELE resources are referred to as ·'minion resources·· and METW 
resources are referred to as "hero resources." Minion resources 
have a blue-gray metal background, while hero resources have a 
copper metal background. 

• MELE sites are referred to as "minion sites" and MEnV sires are 
referred to as '·hero sites." Minion sites have a burned-gray 
parchment background, while hero sires have a white parchment 
background. 

The hero version of a unique resou rce is a manifestation of the 
same minion version of the resource and vice versa . Normally. the 

only resources that have boih minion and hero versions are items 
74 and factions. 



Deck Construction 
Only Ringwraith players may include minion characters, re­

sources, and sites in their decks, while only Wizard players may 
include hero characters, resources, and sites in their decks. 

However, there is an exception to this: a Ringwraith player may 
use any hero item resource card as if it were a minion item resource 
card. Similarly, a Wizard player may use any minion item resource 
card as if it were a hero item resource card. The following apply: 
• All normal requirements must be met to play the i1em. 
• All restrictions to movement still apply. 
• All bonuses and special abilities are ignored. 
• The item is only worth half (round up) of its normal marshalling 

points . 
• The hero version of a unique item is a manifestation of the same 

minion version of the item and vice versa. 

Example: Nick plays Wendy"s favorite METW deck a lot so he prepares for 
the next game by putting Book of Mazarbul and Glamdring in his deck. 
During the game, he still has to go to Moria to play the Book ofMazarbul 
as it says on the card. Unfortunately, Nick cannot iap the Book of Mazarbul 
to increase his hand size, because all of its special abilities are ignored. If 
he gel~ Glamdring into play, it will only be worth 1 marshalling point to 
Nick instead of the normal 2. 

Likewise Wendy is prepared for Nick's MELE One Ring deck. She plays 
the hero version of Scroll of lsildur which Nick often uses to help him get 
The One Ring . Even though Nick's minion version of Scroll of lsildur is a 
different card, it is considered a manifestation of Wendy ' s hero version 
Since it is also unique, Nick cannot play his own Scroll of lsildur if Wendy 
has hers in play 

Note: Agent hazards (see ME: Dark Minions) require the use of sites for 
movement. and your agent hazards mus! still use si1es from your si1e deck. 
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CARD EFFECT LIMIT A TIO NS 
Certain cards from the original MECCG are inappropriate for play 

against MELE decks. The following cards will have no effect on a 
Ringwraith player. This is because the mechanics of the cards do not 
work with the mechanics of Ringwraith companies, or their effect is 
too powerful against a Ringwraith company. 

From ME: The Wizards From ME: Dark Minions 
Bane of the Ithil-stone all events that require an agent 
Foul Fumes The Black Enemy's Wrath 
MGmak Chance of Being Lost 
The NazgGI are Abroad Great Secrets Buried There 

From ME: The Dragons In the Heart of His Realm 
Winds of Wrath Mordor in Arms 
Worn and Famished 

There are also certain cards from the original MECCG that your 
play group may not want to use. Some of these are cards that 
represent too much of an intentional action by Sauron himself. 
Sauron would not go about hindering his own lieutenants as they do 
his work. The rest of these cards represent something closely 
associated to the heroes of Middle-earth. Playing them on minions 
would make little sense in terms of simulating Tolkien ' s works. 
Again, it is up to your playgroup to decide if these cards have an 
effect on Ringwraith players: 

From ME: The Wizards 
Eye of Sauron 
Morgul-knife 
The Pale Sword 
Rogrog 

From ME: The Dragons 
Black Breath 
Gothmog 
Many Sorrows Befall 
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From ME: Dark Minions 
Aware of Their Ways 
Eyes of the Shadow 
In Great Wrath 
Long Dark Reach 
Out of the Black Sky 
Revealed to All Watchers 
Wraith-lord. 



3 · GETTING READY TO PLAY 
As mentioned above, only Ringwraith players may include min­

ion characters, resources, and sites in their decks, while only Wizard 
players may include hero characters, resources, and sites in their 
decks. For these purposes, decks include sideboards. The following 
modifications to the deck requi rements shou ld be used: 
• Place between 30 and 50 Resource cards and an etjual number of 

Hazard cards in your play deck. 
• You may place up to three Ringwraiths in your play deck. As an 

exception to the "only one unique card," you may place up to three 
of the same Ringwraith in your play deck. 

• Minion agents included in a Ringwraith 's deck count as characters 
for the pu rposes of meeting deck requirements. However, during 
play, each minion agent may be played as either a character (i.e., 
as a minion character) or as a hazard (i .e. , as an agenl). 

• Minion agents included in a Wizard's deck count as hazards for the 
purposes of meeting deck requirements. 

• You must have at least 12 hazard creatures in your play deck. 
Several types of cards only count as half a creature for this purpose: 
- A creature that is also playable as an event (e .g., Nazgul, 

Mouth of Sauron, She/ob, etc.) 
- A Dragon "Ahunt" or "At Home" manifestation 
- An agent (Wizard player only) 

Note: These guidelines should also be used if both players have access to 
a large number of MECCG cards from MELE. ME7W. ME: The Dragons, 
and ME: Dark Miniom. 

4 · THE PLAYER TURN 
The player turn remains bas ically the same. However, during your 

site phase, one and only one of your companies may do one and only 
one of the following: 
• Attempt to influence away one of your opponent's characters, 

followers, allies, factions. or items (if it is at the same site). 
• Make an attack against one of your opponent ' s companies (if it is 

at the same site). See page 80 for more details . 
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5 · CHARACTERS & COMPANIES 
When you reveal your Ringwraith or play a Ringwraith follower, 

any corresponding Nazgul hazard in play is discarded. 

6 · MOVEMENT 
If region movement is being used, Ringwraith players may use 

MEnYregion cards (or an appropriate, mutually acceptable map). 
Your Ringwraith company may not use region movement. 

Note: Ringwraith must use starter movement because of their difficulties 
with crossing water. It is assumed that the site paths used in starter 
movement represent known and well traveled routes so that the Ringwraiths 
can use them to avoid water barriers that do not have fords, bridges, or 
ferries. 

REGION MOVEMENT 
To use region movement, play a new site card and a series ofup 

to four regions (all face down) that connect the company's current 
site with the new site. A series of regions "connects" two sites if: 
•The current (i.e., site of origin) site is located in the first region, and 
• That region card is adjacent to the next region card played, and 
• That region card is adjacent to the next region card played, ... , a nd 
• Finally, the last region card played is the region that the new site 

card is located in. 
A region is adjacent to another region if and only if each region 

lists the other region on its card. The only exception to this is that 
UdOn is adjacent to Dagorlad for Ringwraith players. 

Clarification: To use region movement for a company. the region cards 
played must include the region containing the company·s current site and 
the region containing the new site. 

If both the current site and the new site are in the same region, only that 
region card need be played. 

Clarification: [f two sites are separated by more than four regions, a 
company may not travel directly between them in one turn (unless some 
special resource card is used). The company must first travel to interim sites 
(one per tum) until it reaches a site that is within four regions of the 
destination site 
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Clarification: Cenain regions may appear to be adjacent on the maps, but 
tum out not to be adjacent upon examination of the lists on their cards. For 
example, Dagorlad and Rohan appear to be adjacent on the maps, but they 
are really separated by the Anduin River. 

Playing Hazards 
For the purposes of playing hazards, the site path for a company 

using region movement is defined by the region types of the region 
cards played. You can use a creature hazard to directly attack one of 
your opponent's companies if at least one of the region types on the 
creature's card matches that region type of a region card played by 
the company (two are requ ired for creatures that require two 
symbols of the same type). 

Clarification: Region movement can be more dangerous to use than 
normal movement--certain creatures can be played keyed to specific 
region cards 

Example: Lets look at our example for movement from the Starter Game 
(see page 25). Wendy's company is in Barad-dUr (in the Gorgoroth region) 
and wants to move to The Lonely Mountain (in the Northern Rhovanion 
region) in order to bring the Smaug Aroused faction into play. If she does 
not use region movement this takes three turns: Barad-dOrto Minas Morgul. 
Minas Morgul to Doi Guldur, and Doi Guldur to The Lonely Mountain. 
Using region movement, she can do it in two turns. 

The shortest number of region cards required for this move is 5 and 1here 
are two possible routes: 
• Gorgoro1h i ', UdOn :Ji . Dagorlad 11'. Southern Rhovanion ,, ;, 

Northern Rhovanion ,, 
• Gorgoroth I , Num I ., H. Plains 'Iii •, S.Rhovanion if. N.Rhovanion '.l". 

Since they both have the same site path neither is more dangerous than 
the other. Since they are both more than 4 regions long, Wendy's company 
will have to stop somewhere along the way. Wendy knows she has 1he 
Easter!ings in her deck. On the chance that she might draw it, she takes the 
second route and stops a1 the Easterling Camp (in the Horse Plains region). 

On her first turn, she moves to the Eas1erling Camp by playing the 
Easterling Camp site and the following regions: Gorgoroth ■· , Nurn 'I , 
Horse Plains ~..._ . On her second tum, she moves to The Lonely Mountain '?Y 
playing rhe Lonely Mountain and the following regions: Horse Plains i, 
Southern Rhovanion ,!.. Northern Rhovanion ,♦) . 
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?·COMBAT 
In Ringwraith vs. Wizard games, most combats with companies 

fighting creature attacks, automatic-attacks, and spec ial attacks are 
handled normall y. However, when combat occurs between a 
Ringwraith company and a Wizard company, certain special guide­
lines must be followed . 

CANCELING AN AUTOMATIC-ATTACK 
A character at one of his home sites may tap to cancel one 

automatic-attack at that home si te. This does not apply if a character's 
home site is not a specific site (e.g., an Ore with an "Any Dark-hold" 
home site may not cancel an attack in thi s fashion). 

Note: This rule appl ies to both minion and hero characters. 

COMPANY VS. COMPANY COMBAT 
During you r site phase, one of your companies may attack one of 

your opponent's companies if the following conditions are met: 
• Both companies are at the same si te. 
• Your company has faced the autornatic-altack (if any). 
• You have not already made an influence attempt against your 

opponent this turn. 

This attack is declared and enacted at the end of the site phase 
following all other actions your company takes during the site phase. 

Note: Hazards may not be played during i;ompany vs. company combat 
Note: Cards 1ha1 affect the number of strikes of an attack have no effect on 
company vs. company combat. 
Note : Hazards have no affect on company vs. company combat. 

Resolving Combat With Another Company 
When one of your companies is attacked by another company 

during your opponent's site phase, you are considered to be the 
defending company. Youropponent's company (the attacking com­
pany) is cons idered to be making a single attack with one strike 
corresponding to each of the characters in his company: 
• Each strike can target one and only one character in the defending 

SO company. 



• Each character can be the target of only one strike from a given 
attack. 

• If an attack has more strikes than the defending company has 
characters, the attacker may allocate the excess strikes as - 1 
modifications (i.e., a -I mod. for each unallocated strike) to the 
prowess(es) of whichever target(s) he chooses. See page 29. 

This combat is handled like any other combat with the exceptions 
noted in this section. 

Canceling an Attack From a Company 
You can cancel an attack from a company just like you would 

cancel any other attack. Certain cards and abilities only cancel 
attacks with specific race types (e.g .. Not Siay Needlessly only 
cancels attacks by Elves, Dwarves, DUnedain, and Men) . Such a 
card can be used to cancel an attack from company only if each 
character in the company has one of the race types that the card can 
cancel. 

Example: In order to cancel an attack from a company, a scout in the 
defending company may tap to play A Nice P/r.Jce to Hide. 

Ore Quarrels normally cancels an Ore, Troll, or !\fan attack. So it can be 
used to cancel an attack from a company if that company consists of only 
Ores. Trolls. and Men. 

Note: If this attack is canceled, the site phase is over for the anacking 
company and play proceeds normally. 

Assigning Strikes 
For company vs. company combat. the process for assigning 

strikes differs slightly from normal combat: 
• First, the defender chooses which untapped characters wil! be the 

targets of given strikes. 
• Then, the auacker chooses which other defending characters not 

yet assigned a strike will be the target of any remaining unassigned 
strikes corresponding to his umapped characters. 

• Finally, the defender assigns any remain ing strikes to his charac­
ters that have not been assigned strikes. 

81 



A Strike's Prowess 
Each strike's prowess is based upon the attacking character 

corresponding to the strike. 
• The base prowess for each of the attack's strikes is equal to the 

corresponding character's prowess. 
• A wounded attacking character's prowess is modified by -2. 
• A tapped attacking character's prowess is modified by -1. 
• An untapped attacking character that does not tap has his 

prowess modified by -3 . 
• If an attack has more strikes than the company has characters. the 

attacker may allocate the excess strikes as -I modifications to the 
prowesses of whichever defending characters(s) he chooses. See 
the Strike Sequence on the next page. 

• A strike's prowess may also be modified due to the play of certain 
resource cards. Each player may only play one resource card 
requiring skill on a given strike. 

Resolving Strikes 
Strikes are resolved one at a time as decided by the defending 

player. When you choose a strike to resolve, determine al! of the 
factors affecting the strike before the roll is made (see "The Stflke 
Sequence" below). 

To resolve a strike, the attacker rolls (2D6) and adds his modified 
prowess-this i~ the strike'sfinal prowess. 

Then, the defender makes a roll (2D6) and adds his modified 
prowess: 
• If this result is greater than the strike's final prowess, the strike 

fails. The character corresponding to the strike is wounded and 
must make a body check. 

• If this result is equal to the strike's final prowess. the strike was 
ineffectual (i .e., a "tie" means that the srrike is avoided but not 
defeated). 

• Otherwise, the strike was successful (i.e., the character was 
defeated). The target character is wounded and must make a body 
check. 
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Body Checks 
Body checks for both defending and attacking characters are 

resolved normally. 
If a defending character is eliminated, the attacking player re­

ceives "kill'' marshalling points as indicated on the character's card. 
If an attacking character is eliminated, the defending player receives 
"kill" marshalling points as indicated on the character's card. 
The St rike Sequence 

Strikes are resolved one at a time as decided by the defending 
player (i.e., he chooses a strike to resolve, the strike is resolved. he 
chooses the next strike to resolve , the strike is resolved, etc.). 

All of the factors affecting the strike must be decided before 
making any rolls (2D6). Address these factors in the following 
order: 
1) The attacker may play resource cards that affect the strike (up to 

one card that requires skill). 
2) The attacker may decide to use any or all of his remaining (if any) 

-1 modifications due to unallocated strikes (i .e., strikes in excess 
of the defending company's size). 

3) An attacking, untapped character may take a -3 modification so 
that he will not automatically tap. 

4) A defending untapped character may take a -3 modlfication so 
that he will not automatically tap. 

5) A untapped defending charac1ers that is not (and has not been) 
himself the targe1 of a strike from the same attack may tap to 
support a defending character. The defending character's prowess 
is modified by +I for each supporting character. 

6) The defending player may play resource cards that affect the 
strike (up to one card that requires skill). 

Note: Even though it is not his turn, the defending player may play resource 
cards that affect the resolution of strikes. 
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Example : Wendf s company at Moria consisis of the untapped Beom (7/ 
9 Warrior/Ranger) and the wounded Frodo (1/9 Scout/Diplomat). Nick 
moves his rnmpany to Moria. It consis1s of the uniapped Carnmbor (5/8). 
the untapped Ciryaher (217). and the tapped Gulla (5/8). During the site 
phase he deciares he is facing the automatic-attack. Ciryahert:ipsand plays 
A Nice Place 10 Hide to cancel the automatic-attack. 

Since he has faced the automatic-anack Nick's company may now attack 
Wendy's company. First. because Beorn is untappe-d. Wendy gets to assign 
the strike to Beom- she assigns Ciryaher's strike to Beorn. Then. because 
Frodo is not untapped, Nick then assigns the untapped Carambor's strike 10 
Frodo. He cannot assign Gulla to Frodo since Gulla is tapped. Since all the 
defending characters have been assigned a strike, Gulla· s strike becomes a 
- l modifier that Nick can assign later. 

Beorn does his strike sequence first. Nick plays no resources and decides 
to save his - I modifier for Frodo. Beom decides not to lap. so his prowess 
is4 (= 7 - 3). Ciryaher is tapped. so his prowess is l (=2- l ). Wendy decides 
to play Ris/....y Blow (+3 prowess and -I body 10 a Warrior facing a strike). 
so Beorn·s prowess is back up to 7. Finally the dice are rolled. Nick rolls a 
6 and Wendy rolls a 3 . The attacks final prowess is 7, and Beorn beats this 
easily with his prowess plus his roll equal to 10. Now Wendy gets to roll a 
body check against Ciryaher, and she rolls a 4. Ciry:::her ends up wounded 
but no! eliminated. 

Next Frodo does his strike sequence. Nick plays a Bald Thrust and 
assigns the - I modifier (from Gulla) to Frodo. Carambor then taps for his 
full prowess. plus 3 for rhe Bold Thrust, for a total of 8. Frodo has a -2 
modifier because he is already wounded and a - ! modifier from the extra 
strike, so his prowess is a -2 . Nick rolls for the final prowess of the strike 
and gets a 2, making the prowess 10. Frodo rolls and gets an 11, but 
unfortunately his -2 prowess drops this to a 9 and the strike succeeds. Nick 
rolls !he body check and gets a 9. Normally ihis would notelimina1e Frodo, 
but he was already wounded. So. he has a - I body for this body check­
Frodo is eliminated and removed from play. 

MARSHALLING POINTS 
A Wizard player does not receive marshalling points for defeating 

a creature with an* next to its marshalling points or for defeating a 
detainment attack. 

ff a hero company defeats an attack by a Ringwraith 's Dragon 
faction, the hero player receives its marshalling points as kill 
marshall ing points. 
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8 · CORRUPTION 
There are no new guidelines for using corruption. 

9 · INFLUENCE 
Influencing your opponent's resources and characters is handled 

just as it is in METW and MELE with the following exceptions: 
• All influence checks are modified by -5; i.e., its harder for evil 

characters to influence the Free Peoples and vice versa. 
• Instead of revealing a card that is identical to the card being 

influenced, you may reveal a manifesta1ion of that card or the same 
resource for the opposing side (e .g .. if attempting to inOuence 
away the Hillmen from a Wizard, you can reveal the Hillmen 
minion faction resource for full effect). 

10 ; PLAYING AND DRAWING CARDS 
This section presents some guidelines for handling several special 

types of cards. 

RING WRAITHS AND NAZGUL 
There are several types of cards that you can play a Ring wraith 

card even if the corresponding manifestation Nazgtll hazard perma­
nent-event is already in play. In this case, the NazgGl hazard 
permanent-event is discarded . This also applies in a game with two 
Ringwraith players using the Nazgtll hazard cards from METW. 

AGENTS 
Agents operate as outlined in the ME: Dark Minions rul es with the 

following exceptions: 
• Minion agents included in a Ringwraith · s deck count as characters 

for the purposes of meeting deck requirements. However, during 
play, each minion agent may be played as either a character (i.e ., 
as a minion character) or as a hazard (i.e., as an agent). 

• Minion agents included in a Wizard's deck count as hazards for the 
purposes of meeting deck req uirements . 

• Agent hazards require the use of sites for movement, and your 
agent hazards must still use sites from your location deck. 
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· PARTY · 
APPENDICES 

CONVENTIONS OF TOURNAMENT PLAY 
The following lists Che es.~ential rules for tourn;:iment deck construction and play. Refer to 

ICE"s WEB page;1t .. h11p:l/11·ww.ironcrow11.com" for the complete rulings or write I.C.E. at 
!CE. P.O. Bo.~ 1605. Charlottesville. VA 22902. 
Character Draft: Srnrting charncters are determined by Character Draft. Each Player 
selects up to 10 characters to put into his or her pool of potential ~tarting characters. This 
happenstieforccharactersareselectedfortheplaydeck.Eachplayerrevealshisorherfirst 
choice for a starting ch.:racter simultaneously with opponent. If this character is duplicated 
by opponen1·s sdection, both charac1ers are set aside (this char..ictermay not appea r in either 
player·s starting company). E:ich player then sde-.:ts a second character 10 reveal (but not a 
character revealed earlier). Each unduplicated revealed character goes into its player"s 
starting company. Each player continues this process until one of the following occurs: the 
player ha~ 5 ch::iracters in his or her company. the total Mind of th:u player's stmting 
characters is 20. the p layer has exhausted his urher pool of JO potential starting characters, 
ortheplayerdecidestostoprevealingcharacters(l.e .. heorsheissatisfiedwiththesl::irting 
company). Note !hat when one player stops. the other player continues re vealing characters 
until one of the four conditions is met. A player may not reveal a char;1cter that would bring 
tht' total Mind of ail of his or her starting characters above 20 

In hls or her play deck. e::ich player may now assign up to 10 characters. and this may 
include any unreveakd or duplicated (set aside) charar.:ters from his or her pool of st~,ning 
character,<;_ Noie that the Ch::iracter Draft d iffers from the rulesbook in th::it a duplicated 
startingcharacter <loesnotautomaticallygointo1hep!aydeck. andthatitsinclusionin the 
play <leek does count ag<1ins1 the deck ' s 10 character maximum. 

The \\'eakest Link Method: If hoth players have an equal number of marshalling points 
(MPs) afterthe Free Council has resolved (i.e .. there isa tie), add one corruption point to each 
non-Ringwraith character in play. Each character (except Ringwra iths) must make another 
corruption check. MPs are recoun ted. and victory is awarded to the player with the most MPs. 
If there i,; still a tie. add one more corruption point weach non-R ingwraith character and each 
makes another corruption check. Again. assess MPs to see if a winner emerge,. If not. 
continue adding one corruption point. making corruption checks, and reassessing MPs llTltil 
a winner emerges. !fall non-Ringwrnith chan1c1ers in play arecorn1pted by the weakest link 
method (unlikely) and there is st ill a tic. roll <lice to determine a victor 

Creature Minimum: A 12 creature minimum is required in each play <leek's hazard mix. 
Creaturesthatarcalsoeventscount::isonlyhalfacreal\lretowardsthislimit(rounding<lown) 
Such creatures include the Nazg\11, Mourh ofSauron, and She/ob. Sideboards have no such 
creuture restr ictions. Dragon ·'Ahunt" and At Home" manifestations count as half a creature 
for these purposes. Agents also count as ha lf a creature for these purposes 

C onstruction Minimums: The minimum number of hazards an<l resources in a play de-:k is 
incrcasedfrom25 hazardsand25 resourcesto30hazardsand30resources. 

Number of Ringwrailhs: Up to 3 oft he same Ring wraith or up to 2 of the same Ringwrai th 
,rnd I ofadiffcrent R ingwraithmaybeincludcdinaplaydeck. 

Dual Purpose Cards: A card that can he played as either a resource or as a hazard can 
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Using !\"laps: If region movement is being used, an appropriate mapoftheregionsof MECCG 
can be used to depict region movement (instead of using actual region cards). The tc;r,:t of 
region cards takes precedence over maps. however. Certain regions. which may appear to be 
adjacent on a map, in fact, arc not listed as adjacent on the appropriate region cards (e.g .. 
Rohan und Dagorlad. Cardolan and Lindon). Such regions are not considered adjacent. even 
when a map is used for region movement. Maps from the Middle-earth CCG Maps'" were 
designed1ominimizeanyvisualdiscrepancies. 

Legal Play ofC.ards: A player may 1101 play a card just to discard it (i.e .. just get it out of his 
or her hand). Specifically. a card may only be played ifit meets at least one of the following 
criteri:i. 
I) The: card must have an immediate effect on the game 
2) The card is a long-event. Long-events can always be played. even if ultimately they will 

not affect play. 
3) The card has a potential effect on piay that could be triggered later. Most pennanen1-events 

fall into thi., category. Only those that are playable on or with a certain entity are restrictive. 
E.g .. you cannot play a corruption card if no character e:r.i,ts that would be aff~ted by it. 
In all cases. if a card "cannot be duplicated." a second copyofthatcardcanno1 be played-

unless the fim copy of the card is targeted for removal earlier in the .~ame chain of effects 
when the second copy is played. 

GLOSSARY 
The following list provides a definition of1he most common game tenns. In 

many cases, the most pertinent rules associated with each term are also given. 
Action: Any activity in !he game(card play. acon-uption check caused by Lure of the Senses. 
etc.). Each action is not immediately resolved when it is declared. An opponent and yourself 
have the opportunity to declare other actions in response. Meeting active conditions and 
e:r.hausting a play deck are not actions- they are declared and resolve immediately. 

Ally:Arcsourceplayableatanuntappedsiteduringthesitephasethattapsthesite. Allies 
represents non-character personalities ( e.g., War-.,..o/f and Stinker) and require no influence 
check and no influence to control . An ally is considered a character only for the purposes 
of combat (facing strikes, tapping to support. etc.) 

Attack: An action against a company that lists a number of strikes and prowe.~s. Most attacks 
areeitherhaz.:irdcreatureattacksorautomatic-attacks. thoughcenaincardscauseattacks 
which arc neither of these. Most attacks are further described with a creature type though 
theydonothavetobe. An attack mustbethefirstdeclared action inachainofeffects. 

Automatic-atbck: An anackacompany must immediately face when it declares it will enter 
asitebeforeittakes anyactionsatthesite 

Attacker: During an auack. :he player whose company is not facing the attack. The attacker 
makesdecisionsonbehalfoftheattack. 

Attr ibute: An characteristic of a character or attack: prowess. body. race, a character's listed 
skil!s.dirertinfluence. min<l,marshallingpoints,special abilities 

Audience with Sauron: The last stage of the game for a Ringwraith player, Al! non­
Ringwraith minions make a corruption check, marshalling points are counted (with 
modifiers in the standard game), and MPs are compared to determine a winner 

Body: The second auributc listed in the shield in the lower left corner of a character or 
creature card. Body relates how difficult the character ( or creature) is to eliminate ( or defeat) 
in combat. A strike from an attack ,vith no body (listed as"-" in the shield) is automatically 
defeated when it fails: no body check is required. If none is listed. an attack is 
considered to have no body . 87 



Body Check: A dice roll made by an opponent on your character or on a strike that failed 
against his character. On your character. if this dice roll is greater than the character's body. 
thecharac1eriseliminated. On a strike, it this dice roll isgrcaterthan the strike's body. the 
strike is defeated. Body checks usually result from a strike s~quence in combat. but cenai11 
cards call forbodychecksatothertimes 

"Cannot be duplicated.'': Card te;,;t meani11g only one copy of that card can be in play at all. 
No fun her copies of that card can be played unless the copy in play will be removed by an 
action declared in thesamechainofeffects. 

"Cannot be duplicated on ... ": Card te:ii:t that meansonlyonecopy ofth:it card can bein play 
as stated: by a player. oron a given entity. No funher copies of that card can be so played 
unless the copy in play will be removed by an action declared in the same chain of effects 

Chain of Effects: A series of actions declared in response to one a11other before any of them 
resolve. Actions in a chain of effects nre resolved in the reverse order from which they were 
declared(lastin. first out ) 

Character: A card representing an elltity that is or di rectly serves a Ringwraith or Wizard. 
Combat: The resolution of an attack. Thi s involves strikes being assigned and strike 
sequences being performed. Combat specifically encompasses the time from the resolution 
ofan attack action until the final strike sequence is completed. During combat. noatt'-!ck m11y 
be actively declared. 

Company: A coordinated groups of characters as design:ited by thei r pl:iyer. 
Company Size: The number of characters in the company with Ore scouts counting half 
(rounded up). 

Condition, Active: A prerequisite for an action activeiy made by a player. Typically this 
involves tapping a character. discarding an item_ or h:wing a character of :i panicu!ar skill 
in play. Active conditions are ded:ired and resolved with no time for response by an 
opponent or yourself. 

Condition, Passive: An action th:it causes another action to take effect. The triggered action 
will be the first declared action in the chain of effects immediatdy follow ing the l:hain of 
effectsthatcontainedthepassivecondition. 

Corruption: A keyword typically found on hazard pennanent-evenh that give corruption. 
Onlyone corruptioncardcanbeplayedon agivencharactcraturn. 

Corruption Check: A dice roll a character makes if called for. If the reslllt i~ greater than 
the character's accumulated corruption points, nothing hnppens. ffth e result eq l!a!s or is one 
less than a minion'saccumulatedcorruption, the minion becomes tapped if untapped (a hero 
would be discarded). If the roll is two or more less than ,1 minion's accumulated corruption. 
the minion is eliminated and all cards on him are discarded (the same for a hero). 

Corruption Poin ts: A number (with no+ or - symbol) typically shown in the lower right 
comer of items, corruption cards. and other card~. A character's accumulated corruption 
equals the total corruption points of all cards played on him 

Corruption Modifier: A number with a+ or - symbol typically shown in the lower right 
comer of certain cards. Each corruption check (i .e .. the dice roll) made by a charncter is 
modified by all corruption modifiers that apply 

Co\·erl Company: A minion company with no Ores or Trolls. 
Creature: A hazard card with '·Creature" in the classification line. 
Current Site: The site card showing a non-moving company·s location. A moving company 
has no current site from the moment its new site is revealed until its site of origin is removed. 

Declaring an Action: Stating that an action is being played. though the actual effects otthe 
action are not implemented until both players have had the chance to respond with the 
declaration of other actions. Each time you play a card, yo ll are declaring an action. Actions 
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triggered by passive conditions are declared as che first action in the chain of effects 
following the chain of effects which produced the passive condition. 

Defender: During an attack. the player whose company is facing the attack. The defender 
makesdecisionsonbeha!fofhis company 

Detainment Attack: An attack whose strikes do not wound (and require no l:>ody check) it 
successful. A successful strike from a detainment anack only causes an untapped character 
to become tapped. 

Direct Influe11ce: The auribute listed in the hand symbol on a character. A character can 
control any number of followers such that their total mind in less than or equal to his direct 
influence 

Exhausting a Play Deck: When you draw the final card from your play deck into your hand 
Immediately when the card is dr.iwn, your discard pile becomes your new play deck. 
Standard Game: c:1:change up to 5 cards between it and your sideboard and shuffle. Return 
alldiscardedsitestoyourlocationdeck. 

Faction: A resource card with faction in the classification line. Factions represent unique 
Dragonsorgroupsofcreaturesorpeoples 

Follower : A character controlled with another character's direct influence. Followers cannot 
have follower-; 

General Iofluence: 20 points of influence a player inherently possesses-used to control 
char;icters 

Haza rdLimit: Thema~imumnumberofhazardcardsthatmaybeplayedagainstacompany. 
The hazard limit equals the company's size (to a minimum of two) when it declares its 
movement/hazardphaseis staning 

Hazards: Cards with a steel grey metal b::ickground. You may.only play hazards during your 
opponent's movement/hazard phase. 

Ht'al ing: Moving a character at a Darkhaven from wounded 101:ipped during his untap phase. 
Cenain cards allow healing at other times, and some even to an untapped state. 

Hero : A characrer controlled by a Wizar<l player. Non-Wizard hero cards have a blue stone 
background. &lch Wizard hero card has a differently colored stone background. Heroes are 
nut included in MEL£ 

Home Site: A site listed(ln a character's card where he may be brought into play (or discarded 
during your organization phase) in addition co Darkhavens. 

Influence C heck: A dice roll you make when your character is attempting to influence a 
faction or an opponent's card. Influence checks are called for in ocher situations also. 

Item: A resource playable at an untapped site during the site pl,ase that taps the site. The 
different types of items are: minor, major, greater, gold ring, and special 

Keyed To . .. (or Played At ... ): The manner a creature is played on a company. A creature 
is either: keyed tu a region by type of name in a moving company's site path, or keyed 10 
(played at) a moving company's new site by type or name, or keyed to (played at) the current 
site by type or name of company not moving , 

Keyword: An italicized word in:i c:ird "s text bo,- typically stood off with a period. Keywords 
carry noinherentrules.butratherareusedascardidentifierswhendeterininingifanother 
card affects them. Many keywords do have rulesaccompanyingthem, however, like U11ique 
and Corruprion. Any words given in a card's classification line are also keywords. 

Localion Deck: Your deck of available sites (and region cards, if used). Only one of each 
non-Darkhaven site may be included in your location deck 

Long-event: A resource or hazard that stays in play for appro~lmate!y two turns. Resource 
long-events can be played during your long-event phase. Hazard Jong-events can be pl:iyed 
during your opponent ' s movement/hazard phase. Long-events are discarded during the 
appropriate player's long-event phase as described in the Full PlayerTurn Summary. 89 



Marshalling poin ts: The number printed in a card 's upper left comer. A card ·s marshalling 
points relates hov,, important that card is to Snuron. After the Audience ot' Sauron/Free 
Council. the winner is the player with the most accumulated marshalling points. 

M ind: The anribute that determine;; how m:my influence points are required to control that 
character. 

M inion: Acharactercontrolle<l by aRingwrnith player. Non-Ringwraith minion cards have 
:i ru\!Cd-pt.rplish iron ba,;kgrouml. Each Ringwraith minion card has a blood-red stone 
background. Minions .ire the only chJrncten; included in MELE. 

M0\'ing: Company: A company in the pnxess or movi ng between a site of origin and a new 
~ite. A cornp~ny is moving durinb it~ movement/hazard phase from the time it reveals its new 
siteuntilit.ssiteoforigin is removed. 

New Site Card: The site where a moving company is going. The company ism theirnew site 
when their site of origin is removed al the end of their movement/hazard phase 

Norma l: As printed on the card without modification from other eftecg. Certain effocts 
allow you to hold one more card than normal in your hand: these effect.s are cumulative and 
you should not nece~sari ly consider nonna\ in this St"nse 10 mean 8 cards 

O wrt Company: A minion company with at least one Ore or Troll 
Permanent-eHnl: A rewurce or hazard that stays in play indefinitely J~ st:ited in its text 
PlaJ Deck: Your deck of cards from which you draw. At the swrt of the game. e<1<:h player 
must h:ive an cqunl number ofre.soun.-es and hnzards with a minimum of 25 of each. up to 
two Ringwr:iith characters. and up to ! 0 of any other charncters 

Player: You. the real person playing! A player is either a Ringwrai th player or Wizard player 
A Ringwrai!h player uses minion charnctcr,;. minion si1es. and minion resources. and can 
repre.sent himself with a Ringwraith character. A Wizard player u~s hero characters. hero 
sites, and hem resources. and c,m repr(:sent himself with a Wiz;1rd charac1cr 

Prowess: The first attrihute listed in the shield in the lower left comer of a character or 
creature c:;.rd. Prowess relates how well the character (or creature) performs in combat. All 
attack,ingeneralhaveagivenprowess. 

Race: An attribute given in a charac!er"s classification line. The seven minion races are: 
Ringwraith. Ore. Troll. Elf. Dwarf. Dllnadan. and Man. 

Regi<ln: The geographic unit into which nonhwestem Middle-earth is broken down. Regions 
are repre~med in 2 way~: by name and by type. There are six region :ypes: Coa~tal Sea (- ), 
Free-domain(. ~ ). Border-land ( l ). Wilderness ( t ). Shadow-land ( .I, ) . Dark-domain ( I ) 

Resolving an Action: Carrying out the actu:i l effect on the game of an action. Multiple 
actions are re~olved in a chain of effects in the opposite order they are declared. 

Resources {minion): C::irds with a grey-blue s(eei background. You may only play resources 
during your wrn. Hero resources (not included in MELE) have a copper metal background 

Short-event: A resoun.·e or hazard th:11 is discarded when it resolves (!hough it may have a 
lasting effect). 

Site of Origin: Th.! site where a movi r,g company began it> tum. The company is no longer 
al its si te of origin when ir reveals a new site al !he beginning of its movement/hazard phase 

Site: The locations in Middk-eanh represented by cards with a grey parchment background. 
Sites are represented in 2 ways: by name .ind by type. There :ire six site types in MELE· 
Darkhavcn -. , Free-hold • , Border-hold J. Ruins & Lairs lo . Shadow-hold If. Dark-hold I 

Site Pa1h, Site's: The sequence of region types listed on a site·~ card 
Site Path, Company's: The sequence ot' regions (by name and by type) through whicll a 
moving company move~. Most effects that refer to a site path mean a company's site path. 
However. you must be sure to recognize those effects that refer to :i site's site path. 

Skill: An attribute of a character as listed on the cl:issification line. The five skills are: 
90 Diplomat. Ranger. Sage. Scout. and Warrior. 



Standard Modification: A modifier to an influence check against a faction that is printed 
on the faction's card. Cenain factions (like Dragon factions) list simple Modifications 
whkh at'fect an influence check the same way. but do no! count as Standard Modifications 
as a keyword (like when interpreting Old Prejr1dice) . 

Storing Cards: During your organiz:ition phase. taking a card frum a character or 
compnny to your rnnrshnlling point pile. An item can normally be stored ifiL~ bearer is at 
a Dad,haveo. but other cards require explicit inslf\JCtions given on the card 

Strike : The ponion of an attack that affects an individual character. Each nuack has one 
ormore strikes.eachofwhich.inindividualcharacterrnustface inastrikesequence. lf 
ananackhasmorestrikesthanadefcndingcompanyhascharacters.everycharactcrfaces 
one strike and the excess strikes are convened 10 -1 modifiers 

Strike Sequence: The time from when you declare one of your characters will resolve a 
strike until the strike dice roll is mnde and associated body checks are mnde. No actions 
may bcdec\ared except those that directly affect the strike as listed on page 33. Between 
strike~equencesofanaunck.plnyerscandeclaremoregeneraleffects(excep1declnring 
anattackand..:hangingthecurrentattack"snuinberofstrike~.} 

Tapping a Card: Moving a card 90 degr~s to a _sideway~ position 
Tnpped: The state of a card shown in a sideways position. You cannot declare an action 
that requires a character or other card to tap if that card is already t.ippcd. 

Targeting: Choosing a specific entity through which a card or effect will be played our 
An entity chosen as such is the "!arget .. of the action. Some possihle targets are: characters. 
corruption checks. strike dice rolls, items. site,;, and companies. A card that states it is 
p!ayableon0rwithacertainentitytargetsthatenti1y.Cardswhichaffectanentireclass 
ufo1hcr cardsdonottarger(e.g .. W/lk<'of\Var) 

Transferring Items: During the organ ization phase. moving an item form che control of 
a char11cter to another char,.Kter at the same .,ite. The character giving up the item muq 
makcacorrup1ioncheckbeforetheactualtransfertakesplace.Whenevcracharacteris 
eliminated by a body check, he can automatically transfer one item to each unwounded 
character in hiscompanywithnocorruptioncheck 

Turn: The alternating sequence of steps you and your opponent perform: Untap. Organi­
zation.Long-event. Movement/Hazard. Site. and End-of-Turn. 

Unique: A keyword that means only one copy of the card can be included inn player's play 
de-ck, ~tarting company. and sideboard combined. Additionally, only one copy ufthe card 
maybe in p!ayatatime; additional copies cannot be played. 

Ringwraith: A character representing one of the nine Nazgiil of Sauron. The first 
Ringwrnith you put into play represents you~ the representative Ringwraith. This is 
sometimes referred to as "your Ringwrailh ·• 

Ringwraith Follower : A Ringwraith minion played in addition to your represen tative 
Ringwraith.RingwraithfollowersarealwaysfollowersofyourrepresentativeRingwraith 

Untappinga Card: Moving a tapped card 90degrees from a sideways to nonnal position. 
Untapped: The state of a card when its bonom is towards you. Al! cards enter play 
untapped and remain that way until an effect of the game taps or wounds them. Only 
entities that arc untappt>d may peifonn actions that require them to tap. 

Wizard: A characterreprcsentingoneofthc five Isrnri. Wizards are not included inM£l£. 
Apl;iycrcanhavenoWizardfol!owers 

Wounded: The state ofa ch;iracter shown by placing the top of his card towards y-:'. \ 
chnracter in play who is not !upped or untapped is wounded. A character beconl<'s 
wounded when a strike ag:iinst him is successful. Yo.i cannot declare an action tt>,.,t 
requiresacharactertotapifthecharacteriswounded 
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FULL PLAYER TURN SUMMARY 

UntapPhase 
Each of your characters may do one of the following: 

Heal (if at a Darkhaven site) or Untap. 
Untap all of your other tapped non-site cards. 

Organization Phase 
The following actions may be taken in any order: 

Play a character card. 
Reorganize your characters at the same Darkhaven into any 

number of companies. Standard Rules: You may reorganize 
at any site. 

Shift your characters between being controlled by general 
influence and being controlled by direct influence. 

Store items at a Dark.haven and transfer items between your 
characters at the same site. A corruption check is requ ired 
for the character giv ing up an item. 

Store other designated resources from your companies at sites 
specified on their cards. 

Each of your companies may do one of the following: 
• Stay at its current site. 
• Play a new site card (face down) that can be moved to 

directly from the company's current site (its site of origin). 
• Standard Rules: See page 60 for other options. 

Long-event Phase 
First, remove all of your resource long-events in play. 
Then, you may play new resource long-event cards. 
Finally, remove all of your opponent's hazard long-events. 

, .~ovement/Hazard Phase 
Follow this procedure for each of your companies. Each 

company has a separate movement/hazard phase. You decide 
which of your companies goes first, second, etc.: 
I) If the company has a face down new site card, turn it over 

(reveal it). · 
2) If the company is not moving, no cards are drawn. If the 

company is moving to a non-Darkhaven site , you may draw up 



to the number of cards indicated by the site that it is moving to 
(at least one card must be drawn); your opponent does the 
same. If the company is moving to a Dark.haven site, you may 
draw up to the number of cards indicated by the site that it is 
nwvingjl·om (at least one card must be draw); your opponent 
does the same. 

3) Your opponent plays hazards on the company-each hazard is 
resolved as indicated in its text. Creatures are played and their 
combat resolved one at a time. A hazard may not be played if 
it targets a differem company or a character, item, etc. in a 
different company. 

If the company is not moving, hazard creatures may only be 
keyed to the company's site of origin. Hazard creatures must 
be "keyed to'' the moving company' s site path and/or new site. 
If a creature is keyed to more than one region type and/or site 
type that applies, your opponent decides which one is used. 

The maximum number of hazards that may be played on a 
company during a given movement/hazard phase (i .e., the 
hazard limit) is equal to the company size or two, whichever 
is larger (Ore scouts count half, round up). The hazard limit 
is determined for each company at the beginning of the 
movement/hazard phase (i.e., it remains fixed). 

4) If the company has been required to return to its site of origin. 
return the new site card to the location deck (or discard if it is 
a tapped non-Darkhaven) and proceed to step 6 (the site of 
origin becomes its current site). No additional hazards may be 
played on that company once this action is resolved. 

5) Remove the company's site of origin (i.e., the site the 
company came from). Discard the site card if it is tapped and 
not a Darkhaven. Otherwise, return it to the location deck. 
At this point. the company is considered to have arrived at the 
new site (i.e., its new site becomes its current site). 

6) You must discard any cards in excess of eight in your hand; 
your opponent does the same for his hand. If you have fewer 
than eight cards, you must draw cards until your hand has 
eight cards; your opponent does the same for his hand. 
Nore: The number of cards you must keep in your hand can 
be increased beyond eight by certain cards and abilities . 93 



Site Phase 
In the order you decide (i.e., you decide which of your 

companies goes first, second, etc.), each of your companies may: 
• do nothing or 
• follow this procedure: 

1) Enter its site. 
2) If the site has an automatic-attack, it attacks the company. 

The attack is resolved normally (see pages28-34). 
3) lf the site is untapped, a character in the company may 

attempt to play an item, ally, or faction that is "playable" at 
that site. Tap the character and the site. 

Certain resource cards other than items, allies, and factions 
are playable during the site phase and state the conditions 
under which they may be played. Such a card only requires 
an untapped site if it states that the site taps when played. 

If a tapped site should become untapped, an additional 
resource may be played that taps the site. 

Anytime a resource card is played that taps the site, one 
additional character may tap to play a minor item. 

4) Standard Rules Only: One of your characters or your 
Ringwraith may attempt to influence away one of your 
opponent's characters, followers, allies, factions, or items 
(if it is at the same site). See pages 64-66. OR 

Against Wizard Player Only: One of your companies may 
make an attack against one of your opponent's companies 
(if it is at the same site). 

End-of-Turn Phase 
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You may discard one card. Then you must draw or discard 
cards until your hand has 8 cards. Your opponent does the 
same for his hand. Note: The number of cards you must keep in 
your hand can be increased beyond eight by certain cards and 
abilities. 

Add;ess rules questions and comments via email to askice@aol.com or 
mail 10: l.C.E. P.O. Box 1605, Charlottesville, VA. 22902. U!okfor 
MELE discussion areas on your favorite on-line service and visit our 
home page on the WWW (http://www.ironcrown.com). 
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Joining Companies ............ 16-17, 61 
"Keyed to" .. .................. 31, 47.67, 79 
Location Deck ..................... 9, 14. 23 

Long-event ... . ... .. ......... 15, 40-41 
Making a Roll .................. ...... 6, 69 
Manifestations .. 43, 56, 74-75, 77, 85 
Marshalling Points ... .. .... ... 6-7, 11 , 18, 

32-33, 48, 51-52, 74-75, 84 
Mind ... .. ............. .. .. . 14, 16-18, 64-66 
Movement.. .. . 22-27 40, 60-61, 78-79 
New Site Card ..... 22-24, 47, 61. 78-79 
On-guard Cards .. .. .. ... .... ..... .. .. .. ..... 67 
Out-of-play Pile ......... .. . 11. 33, 43, 62 
Permanent-event ............ 40-41, 55, 85 
Play Deck ....... 6, 10-14, 51-55, 73, 77 
" Playable at a Site" ..... .. ...... 15. 42-43 
Prowess ..... .... 17, 29-30, 33, 61, 81-83 
Race .... ... .... .... .. .. .. . ... .. .. ...... 16-17, 81 
Region Movement ..... .. ............. 9, 47, 

59-60. 78-79 
Regions ....... .. . .. 22-27, 46-47, 78-79 
Resources ........ 9, 29. 33. 40-45, 54-55 
Reveali ng Your Ringwraith . 20, 56-58 
Short-event .................................. 40 
Sideboard .... ..... .. ...... 51-52, 54-55. 77 
Site. 9. 20-27, 38, 40-48. 60-67. 74-80 
Site of Origin ....... 23-26. 46-47, 78-79 
Site Path .. ..... .. ... .. . 22-26, 46-47, 78-79 
Size. A Company's ........ 16, 21, 45, 57 
Skills ... .... 16-17, 29, 33, 42-43, 82-83 
Splitting Companies ...... ... ... 16. 40, 60 
Standard Modifications ..... ..... ... 39. 65 
Storing Cards ................ 11, 15, 45, 48 
Strike ..................... 28-33, 61, 80-83 
Support .......... ............ ... ....... ... ...... 61 
Tapping/Untapping ....... 13 , 22, 28-31, 

36-38, 42-43 , 54-55, 61-64, 69, 80 
Timing .. .... .. ... ... ......... ...... ...... .. 50, 69 
Transferring Items ............... 42. 48-50 
Un ique .... . 12-14, 20, 52, 54-56, 74-77 
Unused Influence ..... . 17-19, 38, 64-66 
Victory Conditions .. 6• 7, 51-54, 73-74 
Ringwraith ......... 2, 6, 9, 13-14, 16-22, 

25. 35-36, 44-45, 54-59-63, 73. 77 
Wounded ...... 13, 22, 29-31 , 42, 50, 82 



SYMBOL KEY 
Region Type Symbol 
Coastal Seas .......... ~ 
Free-domains ......... ® 
Border-lands ...... .... CID 
Wilderness ............. (I) 
Shadow-lands ........ @ 
Dark-domains ........ (I) 

Site Type Symbol 
Darkhavens ............ 'if' 
Free-holds .............. 0 
Border-holds .......... ~ 
Ruins & Lairs .... ..... Ii 
Shadow-holds ........ ii 
Dark-holds ............. I 
Other 
Mind 

Symbol 
n ················· ',.) 

Direct Influence .... t 

COMBAT MODIFICATIONS 
Modification to 

Condition Target's Prowess 
Unwounded, tapped character ......... ............. -1 
Wounded character ............ .................. ........ -2 

For each unused strike allocated ................... -I 

Untapped character decides not to tap .......... -3 

For each character tapped to support ........... + I 
Up to I resource card requiring skill ...... varies 

Other resource cards ............................... varies 
Hazard cards ............................. ........ ...... varies 



MIDDLE-EARTH:'" 
AGAINST THE SHADOW 

This insert provides expansion rules and clari fications for use with 
all Middle-earth Collectihle Card Game'" (MECCG) products. 

Note: For a copy of these rules in larger type with more examples send a 
request and a self-addressed, stamped envelope to ICE, P.O. Box l605, 
Charlonesville, VA, 22903 . Alternatively, visit our home page on the WWW 
(http://www.ironcrown.com). 

Placement of cards "off to the side" (Clarification) 
Certain cards and effects req uire other cards be placed "off to the 

side" (e.g., Sack Over rhe Head). Cards placed off to the side are 
placed on the playing surface off to the side of the normal area of play. 
Such cards are kept with their host permanent-event that caused thi s 
effect. Any card placed off to the side absolutely cannot be targeted 
or otherwise affected by the game except by cards that specifically 
affect cards placed "off 10 the side." 

Middh:•«ml,; Again.,r the SI.ado..- is a ,;ti of expa11,ion cards for Middl<'-corth: n,e Wi:w,1., and Middl,:­
a11·th: Udlns i:..\f'. collectible card ~a mes produc~d by lR<x< CRoWN ENTI-:RPl<islc>. !Nc. (]CE) 
Charlou,;,,villc. Virgini., USA. the exclusive holder uf the worldwiJe aJvenlurc games lic·cn,c based on 
J.R.R. Tolkicn"s Tl,,. Hobhit and The L,_,rdofthc Rillgs 

Copyright O 1995. 1996. !997 n~.Kl8' EN11-.R>'RISe_,_ a divi,ion nfT .. ~ SA,,, Z,.1;.r; CoMSA.~V. Berkeley. 
CA. Middfr-e,ml,; Agaim111,e Shadow. Middle-~arth: The Wi:,m/;. Middie-e,mh: Udles.1· E_1·e. Midd/e­
carrh: The Dmgon.<. Middl<-ew1I,: D,,ri Minim,:.. Middfr-e,ml,. 11,c H,,l,hir. n,e L,_,n/,,frhe Riug.I. and 
11,e Rnun, a(rl,e Kinx. and all char.tetcrs and place, therein. MJ ?he 8uroing Eye arc lr<odcmark propcl1ics 
ofT,H.Klf.J<ENTI-.RPRI.St-.S. Al!righbrcserv~d 

The Fdlow,hip ufthr Ring - Copyright() 1955. 1965 by J.R .R. To lkien Copyright O r-newcd 1982 
by Christopher R. Tolkien. Michael H.R. Tolkien. John F.R Tolkien and Prisc illa M.A.R. Tolkien . 

1/le Hobbi1 - Copyright O 1937. 1933. 1966 by J.R.R Tolkien 
Tl,~ Two To><ws- Copyright () 1954. 1965 by J.R .R. Tolkien . Copyright O rcncwe<l 1982 hy 

Christopher R. Tolkien, Michael H.R. Tolkien, John F.R. Tolkien aml Pri,.-:illa M.A.R. Tolkien 
Th<' R~111m ,,Jthe Kfog - Copyright tl ltJ55 . TW,, hy J.R.R. To lkien. Copyright O renewed 1983 by 

Christopt><,r R. Tolkie n. MichJcl H.R Tulk,cn. John F.R Tolkien e<nd Pri,,cil la M.A.R. To lkien 
U!!fil!i.1/ted 1"a/,s - Copyright() 1980 by George Al!cn & Un win (Publi,ti.:rs ) Ll<l 
Tile charJc·tcrs '"Alatar'" and ··Pallando"' ap[)Car in U,,ji!! i.,}1cd foln. They uppc.,ar here wi!h ,pc-citic 

permission of the Es1a1e of J. R. R. Tolkien. The copyrigh1 to Unjini.,hed Toles" held by HurperCollins 
Publishers. in succc.s.sion to George A!kn & Unwin (Publishers) Ltd. and on bch:,11 of Christopher Rcucl 
Tolkien and Frank RicharJ Williamson. the E~c(utors of1ht, Es!alc ofJ.R.R. Tolkien 

The ~haractcr symbols ( t ). rq:iun symbols ( ,._ I ~ I I ). and site symbul, 
( ' • I ,II!. ) arc trademJrk pmpcrlicsof IRON C~OWN" ENRRPRI SfS. /Ill rights rc,crs·ed. 

Midd/e-eorrh: Al(afo,1 the 51,,,,1,,.,. is made for ICE in Belgium by Carta Mundi 



Cards placed off to the side are in play for the purposes of 
uniqueness. Unless stated otherwise, when a host permanent-event is 
removed from the playing surface, any cards placed off to the side 
under it are discarded. Usually the host card will state some mechanic 
that affects the cards placed off to the side with it. Unless stated 
otherwise on its host card, a card placed off to the side will give its 
marshalling points to its owner. 

HOARDS 
Certain items are hoard items. Such an item may only be played at 

a site that contains a hoard. Each site with a Dragon automatic-attack 
(i.e., each Dragon's lair) contains a hoard. A hoard minor item may 
not be included with a starting company, and may not be played at a 
site that does not contain a hoard. 

Example: You can not play a hoard minor item at Mount Gram after 
successfully influencing the Ores of Angmar like you can with a normal 
minor item. Moul\t Gram does not contain a board. 

REGION MOVEMENT LIMITATION 
Normally, a company moving with region movement may lay down 

a maximum of four region cards. If a company moving with region 
movement is using effects that allows additional region cards to be 
laid down, no more than six regions may be used. 

CHARACTERS FACING MULTIPLE STRIKES 
Certain effects allow a character to be assigned more than one strike 

from a given attack. Such a charac ter must face a strike sequence for 
each strike he is assigned to face. If a character is tapped or wounded 
fo llowing one of these strike sequences, he must then accordingly 
modify his prowess for any following strike sequences. If a character 
is eliminated or otherwise removed from play before he has faced all 
of hi s assigned strikes, those strikes he has yet to face are then 
considered to be canceled (i.e., they have no further effect). 

CREATURES AS AUTOMATIC-ATTACKS 
Any hazard creature you play as an automatic-attack is di scarded if 

defeated-it is not placed in your opponent's marshalling point pile. 



THE UNDER-DEEPS 

Note: Created by streams of molten rock and expanded by geothermal 
eruptions of super-hot gas, the Under-deeps are a result of a combination of 
natural and supernatural forces. The hand of Morgoth joined what was once 
a collection of sundered cavern complexes. His greater servants LLsed this 
maze of tunnels and chambers to travel surreptitiously throughout Endor. 

Although Endor changed during the Elder Days, the core of the Under­
deeps survive. Though travel between the underground sites is now difficult, 
if not impossible, for all but the greatest (and luckie.<,t) explore rs. Blocked or 
twis1ing away from their original course, the Under-deeps seem broken. 
Junctions and strongholds seem lost Many appear as simple caves or side 
passages. Others lie hidden behind veils of rock. Nearly all are still there, 
though, awaiting discovery-as is 1heir creator. 

An Under-deeps site card has ' 'Under-deeps" in the section that 
normally gives si te's region, and its name contains " ... -deeps" or 
"Under-.. . " An Under-deeps site is just like any other site with the 
following exceptions: 
• Unlike other sites, each Under-deeps site is not considered to be in 

a region-instead it is located below another site , called the Under­
deeps site's surface site . 

• Instead of a nearest Haven, each Under-deeps site li sts all of its 
"Adjacent Sites." Each Under-deeps site is adjacent to its one 
surface site and a number of other Under-deeps sites. The first 
adjacent site li sted is always the Under-deeps site's surface site. 

• Eagle-mounts and Gwaihir cannot be used to move to or from an 
Under-deeps site. 

• A company moving to and/or from an Under-deeps si te has no site 
path. So, hazards may only be played keyed to the company's new 
site. 

• An environment card that changes site type (e .g., Choking Shadows, 
Quiet lands, etc.) cannot be used to change the site type of an 
Under-deeps site. 

• You may not consider marshalling points associated with a company 
at an Under-deeps site for the purposes of calling the Free Council 
or the Audience with Sauron. 



• Normally, when you successfully play an item, faction, ally, or 
informatio n at a si te, the site card is tapped and one additional 
character may tap to play a minor item. At an Under-deeps site, you 
can play any item playable at the site instead of this minor item. 

Example: Asternak taps and plays High Helm (a major item) at The Under­
grottos and the site taps. Al this point, Dorelas could only tap to play a minor 
item at a non-Under-deeps site. But The Under-grottos is an Under-deeps 
site, so Dorelas can tap to play anything playable at The Under-gronos: a 
minor item, a major item, or a gold ring. He taps and plays a Gold-ring that 
Sauron Fancies. 

Under-deep Site Movement 
O ne of your companies that begins its tum at the surface site of an 

Under-deeps site can move normall y or it can move to its adjacent 
Under-deeps site "(i.e., the company moves to an Under-deeps si te 
from it s surface site). One of your companies tha t begins its turn at an 
Under-deeps site may onl y move to one of the adjacent sites listed on 
the Under-deeps si te card. 

Each adjacent site is followed by a number in parentheses-thi s 
number indicates how difficult it is to move from the Under-deeps site 
to the adjacent site . When an adjace nt site is revealed by one of your 
companies whose site of orig in is an Under-deeps s ite, you must make 
a roll (2D6). If the result is greater than or equal to the number in 
parentheses following the adjacent site as listed on its site of origin, 
the movement/hazard phase proceeds normally. Otherwise, the com­
pany returns to its site of origin (no cards are drawn) and the 
movement/hazard phase proceeds as if the company had not moved. 

Note: A company moving from a surface s.ite to its Under-deeps sire does not 
need to make a roll. 
Example: A minion company that starts a, Carn DUm can move normally or it 
can move to The Iron-deeps-The Iron-deeps lists Cam DUm as an adjacent site. 
Similarly, a minion company that stans at The Iron-deeps may attempt to move 
to any adjacent site listed: Cam DUm (0), The Under-leas (5), or The Under­
vaults. (6). However, after committing to movement, the moving player must roll 
a 5 or better to suc~essfully move to The Under-leas or a 6 or better to 
successfully move to The Under-vaults. 



MIDDLE-EARTH:'" 
THE WHITE HAND 

Not/or the Free Peoples, not for the Dark Lord-For Yourself!!! 

Middle-earth: The White Hand is an expansion set of I 22 cards 
for the Middle-earth Collectible Card Game.™ It is fully compatible 
with both Middle-earth: The Wizards™ and Middle-earth: The Lid­
less Eye. TM In fact, this set focuses on a "Fallen-wizard" player using 
resources from both The Wizards and The Lidless Eye. 

This insert provides expansion rules and clarifications for use with 
all Middle-earth Collectible Card Game products. 

INTRODUCTION 
During the Third Age, the Valar sent five Maiar to Middle-earth to 

help the Free Peoples resist Sauron. However, they were forbidden 
to dominate the peoples of Middle-earth or to match the power of 
Sauron with power. They were known as the five "Wizards:" Alatar, 
Gandalf, Pallando, Radagast, and Saruman. 

In The Lord of the Rings, Gandalf was the only Wizard to remain 
true to his mission. Saruman was corrupted by power, Radagast "went 
native," and Alatar and Pallando disappeared into the East to pursue 
their own goals. 

Middle-earth: The White Hand allows you to play one of these 
"Fallen-wizards." As a Fallen-wizard, you can pick and choose the 
good and evil resources you will try to utilize-you will use any 
means to achieve your ends. However, you can only exert your in­
fluence and control over the weaker heroes and minions-the more 
powerful characters can sense your greed and weaknesses. 

Each Fallen-wizards is driven by a different obsession reflected in 
his abilities and goals: 
The fallen Pallando (Master of Doom) is the master of peoples and 

fate. He rules and dominates peoples. He is obsessed with building 
his own empire and defeating Sauron by fo rce of arms. 



The fallen Alatar (Lord of the Hunt) is the master of animate na­
ture- he is a hunter. He likes to do things personally. He is more 
likely to dominate individuals rather than peoples. He is obsessed 
with defeating Sauron by turning Middle-earth into a well-ordered 
game-preserve. 

The fallen Gandalf (the Careworn) is the friend of peoples, fate, 
and Middle-earth. He manipulates peoples and their rulers rather 
than dominate them- he is not an empire builder. He has lost hope 
of defeating Sauron. He just wants to delay the Dark Lord's final 
victory as long as possible, and to save as many of the Free Peoples 
as possible. 

The fallen Radagast (of the Greenwood) is the friend of animate 
nature. He looks at Middle-earth as a big garden with people as the 
gardeners. He persuades but doesn't dominate. He plans to help 
nature protect itself from the Dark Lord. 

The fallen Saruman (of Many Colours) is the master of inan imate 
nature. He gathers knowledge and makes inanimate objects. He is 
obsessed with using his own personal power, items, and abi lities 
to contest Sauron. 

Note: In the terms of ME: The Wizards, a Wizard that has failed a corruption 
check by l or •2 has become a Fallen-wizard (the Wizards in MEWH are all 
Fallen-wizards). 

USINGMEWH 
When you play a Fallen-wizard, assume that your Fallen­

wizard is a METW "Wizard." All of the normal METW 
rules apply except for the specific exceptions outlined 
in these rules. The MELE rules that concern Wizards also 
apply to Fallen-wizards. 

You should read the following section to get a general 
idea of how to play a Fallen-wizard. Then read the rest of 
the rules for more specific details. 



Wizards - When the rules and cards refer to a Wizard, they apply 
to your Fallen-wizard. 

Wizardhavens - When the rules and non-site cards refer to Ha­
vens and Darkhavens, they apply instead to your Wizardhavens. 
The special effects of METWHavens (i.e., healing, bringing char­
acters into play, etc.) do apply to your companies at your 
Wizardhavens. These same effects do not apply to your compa­
nies at MELE Darkhavens and METW Havens. 

Stage Points -Certain cards give your Fallen-wizard "stage points." 
Stage points reflect how far your Fallen-wizard has deviated from 
his original mission. You must keep track of your accumulated stage 
points. The number of stage points that a card gives is indicated by 
one of the following symbols: 

©0©©@ 
Stage Resources-MEWH introduces a new type of resource card 

called a stage resource card. Such a card is actually a "Fallen­
wizard-only resource card"---only Fallen-wizard players may in­
clude them in their decks. Stage resources have a green-colored 
(i.e., tarnished copper) background. Most stage resource cards give 
stage points. 

Characters - You may use both hero and minion characters. How­
ever, you may only use a character if his mind attribute is 5 or less. 
All of your non-Orc/froll characters are considered to be hero char­
acters. You may only use up to two of each non-unique character. 

Ores & Trolls - Because most Fallen-wizard characters will not 
be Ores and Trolls, specific rules concerning Ore and Troll charac­
ters are collected in one section at the end of these rules. 

Hero/Minion Resources - You may use both hero and minion re­
sources. However, you may only include up to a total of two of 
each non-unique hero or minion resource in your play deck and 
sideboard. 



Sites-There are four Fallen-wizard site cards: Isengard, The White 
Towers, Rhosgobel, and Deep Mines. These site cards have a light 
gray background. Unless stated otherwise on a card, a Fallen-wiz­
ard player may use these sites instead of the hero/minion versions. 

Mos.t Fallen-wizard companies use hero site cards when moving 
to non-Fallen-wizard sites (see the Movement section for excep­
tions). 

Marshalling Points - Marshalling points for stage resource cards 
are handled normally (i.e., as printed on the card). However, a11 
other marshalling point cards are only worth I marshalling point 
each to a Fallen-wizard (regardless of their printed value). 

These MPs can not be modified by a hero or minion resource 
event (e.g., Rumor of the One, Tribute Garnered, Sentinels of 
NUmenor, etc.). However, Fallen-wizard abilities and stage resource 
cards can modify the number of marshalling points certain cards 
give. 

THE VICTORY CONDITIONS 
As a Fallen-wizard you may win in the same way a METTVWizard 

wins: your opponent is eliminated or you recover The One Ring or 
you have the most marshalling points at the Free Council. The 
following.exceptions apply: 
• In order to win by recovering The One Ring at least one A New 

Ringlord card must be played and the conditions outlined on that 
card rpust be met. 

• The Free Council is handled nonnally, and victory is determined in 
the standard way by comparing marshalling points. However, to 
you (a Fallen-wizard) it is called your Day of Reckoning and your 
marshalling points reflect how far you have progressed towards 
completing your own personal agenda. 

• You do not receive marshalling points for cards stored at non­
Wizardhaven sites. 
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GETTING READY TO PLAY 
A Fallen-wizard player prepares for play just as a Wizard does, 

with the following exceptions: 

Declaring That Your Wizard is Fallen 
lf you are playing a Fallen-wizard, you must te11 your opponent 

which Fallen-wizard you are playing before choosing starting com­
panies. If your opponent has normal hero Wizard character cards in 
his play deck and/or sideboard that correspond to the Fallen-wizard 
you have declared, he may replace those Wizard cards with an equal 
number of other Wizard character cards that he has available. Your 
opponent may also add IO cards to his sideboard (these cards should 
be preselected for a Fallen-wizard opponent). 

Note: This rule means that when you declare that you are playing a specific 
Fallen-wizard, your opponent may not play the corresponding hero Wi7.ard 
(i.e., that Wizard has already fallen). You and your opponent may still both 
declare and attempt to play the same Fallen~wizard, but lhe gllllle will probably 
be won by the first player to get his Fallen-wizard into play. 

Your Location Deck 
Your location deck may include multiple copies of the Fallen-wiz­

ard site cards: lsengard, The White Towers, Rhosgobel, and Deep 
Mines. However, your location deck may only include one of every 
hero site and minion site. 

Your Play Deck 
The resource half of your play deck (and your sideboard) may 

include hero, minion, and stage resources. But, you are limited to: 
• One of each unique card (including cards with the same name) 
• Three of each non-unique stage resource card 
• Two of each non-unique character card 
• Two of each non-unique hero resource card 
• Two of each non-unique minion resource card 
• You may not include stage resource cards that are "specific" to 

another Fallen-wizard (e.g., if you declare that you are Alatar, you 
may not include "Gandalf specific." cards). 



• You may not include any of the following cards: 
The Balrog Messenger of Mordor 
Cracks of Doom News Must Get Through 
Favor of the Valar News of the Shire 
Gollum's Fate Old Road 
Hour of Need The Windlord Found Me 
Kill All But Not the Halflings Wizard Uncloaked 
The Lidless Eye Use Your Legs 
The Sun Unveiled 
Glamour of Surpassing Excellance 

Starting Stage Cards 
You must attempt to start with one, two, or three (your choice) 

stage resource permanent-event cards in play. These cards must have 
a combined total of 3 stage points. At least one of these cards must 
be non-unique. You may not start such a card if the conditions re­
quired to play the card do not exist. These cards should be revealed 
as if they were starting characters with duplicate unique cards being 
discarded. 

Starting Characters 
Your starting characters (up to 5) may include hero characters and 

minion characters, but you may not start a character with a mind 
greater than 5. However, you may not start Ore and Troll characters 
unless you start with an appropriate stage resource card (e.g .. Bad 
Compony). 

Starting Site 
Your starting company may begin play at The White Towers or at 

any Ruins & Lairs site in Rhudaur or Arthedain. If you start at a 
Ruins & Lairs site, one of your starting stage resource cards may be 
a Hidden Haven played on your starting site. 
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THE PLAYER TURN 
The Player tum proceeds normally with the following exceptions: 

• You may discard one of your stage resource c~ds already in play 
during your organization phase. You may not discard such a card 
if it would reduce your stage points below 3. 

• You may only play stage resource permanent-events during your 
organization phase (unless a specific card states otherwise). 

• Fallen-wizard companies may attack Ringwraith companies (see 
MELE rules, p. 80) and vice versa. However, non-overt Fallen­
wizard companies and Wizard companies may not attack each other. 
(Overt Fallen-wizard companies may attack any company con­
trolled by another player, see the section on Special Rules for Ores 
and Trolls). 

CHARACTERS AND COMPANIES 
All of your non-Ore and non-Troll characters are considered to be 

hero characters. Thus, a company consisting of only such characters 
is treated as a hero company. Such a company is covert for the pur­
poses of playing minion resources. 
• Your Fallen-wizard may only start at his home site. 
• You may not start or bring into play any character with a mind 

greater than 5. 

I Note: See the section on Ores and Trolls for more details. 

MOVEMENT 
Fallen-wizard companies must use region movement. When one 

of your Fallen-wizard companies moves to a site, you and your op­
ponent draw cards based upon the site being moved to. This applies 
even if moving to one of your Wizardhavens. 

The METW Havens (i.e., Grey Havens, Rivendell , L6rien, 
Edhellond) and MELE Darkhavens (i.e., Minas Morgul, Dol Guldur, 
Cam DUm, and Geann a-Lisch) are not considered to be havens for 
a Fallen-wizard player. 



The following exceptions for using sites can be modified by the 
play of certain hazards and stage resources. 
• A Fallen-wizard's non-overt companies must use hero sites for sites 

that are not Ruins & Lairs. 
• A Fallen-wizard's companies may freely use either minion or hero 

Ruins & Lairs sites on a site per site basis (subject to the restriction 
below). 

• If your hero (or minion) version of a site is in play or in your 
discard pile, you may not use your minion (or hero) version of the 
same site. 

• The play of certain cards can change the type of sites that your 
companies may use (e.g., Plotting Ruin, Heart Grown Cold, etc.). 
When this happens, immediately exchange any affected site cards 
already in play with the corresponding site cards of the proper type. 

CORRUPTION CHECKS 
Corruption checks are handled normally with these exceptions: 

• Corruption checks for a Fallen-wizard are handled as if he were a 
minion character. That is, if the roll for a corruption check is equal 
to a Fallen-wizard's corruption point total or one less, he is tapped 
instead of being discarded. He is not considered to fail the cormp­
tion check in this case. 

• Corruption checks for a Fallen-wizard's non-Ore and non-Troll 
characters are handled as if the player were a Wizard. 

• Corruption points given on all non-item stage resource cards apply 
to your Fallen-wizard. 

PLAYING AND USING RESOURCES 
Playing resources is handled normally with these exceptions: 

Testing Gold Rings 
Whenever a Fallen-wizard player tests a hero gold ring item, the 

roll is modified by-I. 

Note: The restrictions below do not apply to Spells and Magic. 4 



Targeting Site and Resource Cards 
A hero resource card may not target/affect a minion site card or a 

minion resource card. 
A minion resource card may not target/affect a hero site card or a 

hero resource card. 

Playing Resources at a Site 
In order to play a non-Fallen-wizard resource that would normally 

tap a site, either the site and the resource to be played must both be 
hero cards or they must both be minion cards. For these purposes, a 
Fallen-wizard site card (or any Wizardhaven) is both a hero site and 
a minion site. 

This applies to all factions, allies, and items; as well as other cards 
played during the site phase that tap the site. 

Note: When the test ofa gold ring indicates that a specific type of ring may be 
played, you may play either a hero or a minion ring of the appropriate type. 

Using Items 
All non-Orcffroll characters may freely use both hero and minion 

items. 

When Your Fallen-wizard Leaves Play 
If your Fallen-wizard leaves play, discard all of your stage resource 

permanent-events in play that are specific for your wizard (e.g., if 
you are Alatar and play Sacrifice of Form, you must discard all of 
your stage resource permanent-events that say "Alatar specific."). 
As is normally the case, all hazard permanent-events on such a wiz­
ard are discarded. 

Using Sites for Agents 
When moving an Agent hazard, a Fallen-wizard player must use 

hero site cards. If the minion version of a site card is in play or in 
your discard pile, your agents may not use or reveal the hero version 
of that site. 



SPECIAL ORC & TROLL RULES 
A company with any Ore or Troll characters is an overt company. 

In addition, a company with any of the following allies is an overt 
company: Great Bats, Great Lord of Goblin-gate, Last Child of 
Ungoliant, Regiment of Black Crows, Two-Headed Troll. Any other 
company is a hero company. 
• Ores that are "Half-ores" are special-if a Half-ore is in a com­

pany with only Half-ores and Men, the company is not overt (i.e. , 
the Half-ores appear to be ugly men to the casual observer). Half­
ores cannot take trophies. However, for all other purposes a Half­
ore is an Ore. 

• You may not play Ore and Troll characters until you have played 
the appropriate card (e.g., Bad Company). 

• Unless at a Wizardhaven, an Ore or Troll cannot be in the same 
company as an Elf, Dwarf, DUnadan, or Hobbit. 

• A Fallen-wizard overt company may attack any company controlled 
by another player and vice versa. 

• A Fallen-wizard's overt companies must use hero sites for Shadow­
holds, Dark-holds, and minion Darkhavens. They must use minion 
sites for Border-holds, Free-holds, and hero Havens. 

• Overt companies are not minion companies for the purposes of the 
detainment attack guidelines in the MELE rules (p. 31). Overt com­
panies are minion companies for hazards that can only attack/ef­
fect minion·companies (e.g., Sons of Kings). 

• Corruption checks for an Ore or Troll character are handled as if 
he were a minion character. That is, if the roll for a corruption 
check for an Ore or Troll character is equal to his corruption point 
total or one less, he is tapped instead of being discarded. He is not 
considered to fail the corruption check in this case. 

• You may not play a hero resource permanent-event on a company 
with an Ore or Troll in it. 

• A hero resource may not target an Ore or Troll character (e.g., Ore 
and Troll characters may not use Block, Escape, etc.). 
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• A hero resource that requires a character with a specific skill may 
not use an Ore or Troll charactet' to fulfill that requirement (e.g., 
Concealment, Many Tums and Doublings, etc.). 

• An Ore or Troll character may not tap to initiate an effect from a 
hero resource (e.g., Praise to Elbereth, Great Ship, etc.). 

• An Ore or Troll character may be the bearer of a hero item, but all 
bonuses and special abilities are ignored (all restrictions to move­
ment and playability still apply). 

OPTIONAL RULES 
Company vs. Company Combat 

Nonnally, non-overt Fallen-wizard companies and Wizard com­
panies may not attack each other. 

lf using this optional rule, a company containing a Fallen-wizard 
with more than 10 stage points may initiate company vs. company 
combat with any of his opponent's companies. Similarly, any of his 
opponent's companies may initiate combat with a Fallen-wizard's 
own company if that Fallen-wizard has more than 10 stage points. 

Wizard to Fallen-wizard Conversion 
You (as a Wizard player) may include stage resource cards, min­

ion resources, minion characters, and up to two Fallen-wizard char­
acter cards in your sideboard. 

If the roll for a corruption check for your Wizard is equal to his 
corruption point total or one less, you may choose to become a Fallen­
wizard player (if not, your Wizard is eliminated and you lose). If 
you choose to do so and have the appropriate cards in your side­
board, you must follow this procedure: 
• Immediately, replace your Wizard with the corresponding Fallen­

wizard from your sideboard. Place your Wizard card in your side­
board. 

• Take one playable stage resource permanent event card giving 3 or 
fewer stage points from your sideboard. Play the card. 

• Normal play resumes with all of the Fallen-wizard rules applying 
to you. 



TOURNAMENT RULES 
Starting Stage Cards 

When the Character Draft is used, treat the starting stage cards as 
if they were characters. 

Sideboard Size 
The sideboard size is increased to: 

• 30 cards for the I -deck game and the 2-deck game. 
• 35 cards for the 3-deck game. 
• 40 cards for the 4-deck game. 

Revealing Your Wizard 
In the general opponent format, you must reveal the identity of 

your Fallen-wizard before the game begins. 

Middle-earth: The White Ha11d is a set of expansion cards for Middle•earth: The Wizards and 
Middle-earth: lidless Eye, collec1ible card games produced by IRON CROWN ENTERPRISES, INC. 
(ICE), Charlottesville, Virginia USA, the e11clusive holder of 1he worldwide adventure games 
license based on J.R.R. Tolkien's The Hobbit and The lard of the Rings. 
Copyright 0 1995, 1996, 1997 TOLKIEN Em"ERPRlSl'.S, a division of THE SAUL ZAENTZCOMPANY, 

Berkeley, CA. Middle-earrh: The While Hand, Middle-eanh: The Wiwrds, Middle-earth: 
lidless Eye, Middle-earth: The Dragons, Middle- earth: Dark Minions. Middle-eanh: Against 
the Shadow, Middle-eanh, The Hobbit, The lord of the Rings. and The Return of the King, and 
all charac1ers and places therein. and the Burning Eye are trademark. properties ofTOLKJEN 
ENTERPRISES. All rights reserved. 

The Fellowship of the Ring - Copyright C 1955, 1965 by J.R.R. Tolkien. Copyrigh1 0 
renewed 1982 by Christopher R. Tolkien. Michael H.R. Tolkien. John F.R. Tolkien and 
Priscilla M.A.R. Tolkien. 

The Hobbit - Copyright 0 1937. 1938, 1966by J.R.R.Tolkien. 
The Two Towers - Copyright Cl 1954, 1965 by J.R.R. Tolkien. Copyright Cl renewed 1982 

by Chris1opher R. Tolkien. Michael H.R. Tolkien. John F.R. Tolkien and Priscilla M.A.R. 
Tolkien. 

The Return of the King- Copyright 0 1955, 1965 by J.R.R. Tolkien. Copyright O renewed 
1983 by Christopher R. Tolkien, Michael H.R. Tolkien, John F.R. Tolkien and Priscilla M.A.R 
Tolkien. 

Unfinished Tales - Copyright 0 1980 by George Allen & Un win (Publishers) Ltd. 
The characters "Alatar" and "'Pallando" appear in Unfinished Tales. They appear here with 

specific pennission of the Estate of J. R. R. Tolkien. The copyright to Unfinished Tales is held 
by HarperCollins Publishers, in succession to George Allen & Un win (Publishers) Ltd. and on 
behalf of Christopher Reuel Tolkien and Frank Richard Williamson, the Executors of the 
EstateofJ.R.R. Tolkien. 

The charac1er symbols ( I ', ), regiornymbols ( -1 0 /fl lj l ,1 ({) ), and site symbols 
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MIDDLE-EARTH: THE BALROG" 
Rules Summary & Play Tips 

INTRODUCTION 
There are two different 

Middle-earth: The Balrog 
(M£BATM) boxes-The 
Shadow-deeps (reddish) and 
thcBalrog's Host (bluish) 
Together. these two boxes 
contain at least onecopyof 
cachofthc 104M£BA 
expansion cards. So. if you 
ha\·c purchasedbothboxes, 
youhavcacompletcsetofthe 
MEBA cards. 

Each MEBA box contains all 
ofthccardsfora precon­
structcdMiddle-earih 
Collectible Card Gmne1 M 

(M£CCGTM) deck-everything 
younccd,exccpt fora pair of 
dice,tochallengeany 
opponent to a fun and 
competitive match of MECCG 

This rulesbook has four parts 
• The specific ru les for MEBA 
• The play tips and deck lists 

for the two preconstructed 
M£8Adecks 

• The MECCG rules summary 
• The card diagrams and 

Middle-eanh map 
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SPEC! FIC RULES FOR 
MIDDLE-EARTH : 

THE BALROG 
Th,s 1.s an expansion 5C1 of over 100 cards for the 

M11Mlr-r<mh Collrcublr Card Gamr. While it is fully 
companblc wuh bolh Middlr -rurth : Thr 11-birdJ and 
MuJJ/,.r,mh: Thr f,ulltSJ f>·t. /lfiddlr-rar1h: Tht 
B"l"'JI focuses on aplaycrusmgresoorccs fromTht 
UdlrHEyr . 

The Balrog is supn,mc,l y confiden1 of hi s own im­
mcnse pcrsonal po•••cr. Afte1 al1,j1m liltc Sauron, he 
\l/3SQnCOf MOfgod1'schidlicuh:nanu.11lc Bnlro,:t.:nds 
1on:lyunbrutcfon:candd,rcctconfron1ationrathcr 
1h.:Lo11KJ«subtlcapproochcsoflcnu,.,dbyRingwrai1hs 
andWizartls. H,sgoalsarcb:isicandsimplc-:iccurnu­
lalcpowa:inddcstroy hiscn.:rnirs. lfhe c:indo 1his.he 
""' bt."omc a donun;un 1x111ocr in Middle-earth-a fac-
1or 10 which 001h 1he Dark Lord and thc Frec Peoples 
willbcforcedreocl 

No1e: /lfuf,//r-r«rlh· Thf BIJ/rox introdu«s a new 
cbssi ficat,on ofcrca1ures called "Spawn.H These 
111nns1ruuscn:a1un:swcn:cru1cdby Moq:orhoroth,,,r 
fa!kn sp1ms. L,kc lhc ll alrog. a few Spawn survi,·cd 
1h,,,War of 1hc:Wr:1thandhiddecpundcq?round 

A Bt\LROG PLAYER 
A lla!rog player xu as a Rmg,.-r:uth player.Any card 

:tndrulcstn13Jlflly1ng1oaRingwr:1.11halsoappl~s10 
Th< lfalrog(c .g .. ifacardn:fcrs loa Ri ngwr:li1h.i1now 
awhn1n·"aR1ngwr:u th orThe8alro1"'). 

l lowcver.1 ns1eadnfusing 1hc special rolesli5lcd on 
p;,gc 19 of this bookie, (or Ofl p;ige ~9 of the MELE 
rolcs).a Ralrog playeruscs thc:following spccialrulcs: 
• An y nnginThell:t.lrog"scO<l1panya1thebcginningof 

lhe cnd-of•lum p~ is automalieallytestcd.Any ring 
lest in The Balrog"s company is a modified by -2. 

• The IJalrog may carry i1cms (,nduding rings) bu r may 
not use 1hcm(i.c. :mi1crnh:ls no effect on The Balro&"s 
companyoron hisa1tribu1csand:ibili1ics) 

•Thcllalrognc.-crrnalr:escorruptiondw,eks :mdcor­
ruptiOflcards maynotbcplaycdooThcBalrog 

• Normally. The Balrog may 1101 use s1:uicr :ind region 
movement (as st:Ucd OIi his card). Howc~r. the pby 
ofccn:r.inn:wun:escanupandhismovcmi:ntc:ipa• 
bihllC!i 

• Thcllalrog"soompanyisal"·aysovcn . 

V ICTO RY CONDITIONS 
As a B:t.lrog playcr. you may win in the same way a 

MELE Ringwra,t h wins: you r opponent is eliminated 
o r you n:cove r T/r,e 011,e Rm/{ or you have the mmt 
marshalling points at th,,,Audicncc v,·i1h Sauron. The 
followinge:,.<:e[Kion s apply: 
• Jn ordcrto"·inbyn:co,·cringT/rrO,,rRin,r. arlcasr 

oncC/r<1/ltngtrhrPu-..-ucard mustbcpla)·cdand1hc 
cond11ion>ou1hned on1ha1 c:irdmus1 be met 

•TheAud,rncc w11hSaufl)fli1l1;uwllednormally.and 
victory1sdctermincd inthc5landardwaybycomiw­
ing mar:sh.:tllin1poin1 s. Howc,·cr.10yoo(Thc8alrog) 
iliscallcdynur Dayof!mision andyoorrnarsh.:tl ­
ling poinu n:flcct how far you have progressed 10-
wanls t:t.l<mg your I rue plxc in Middlc-i:anh. You mus1 
play.SuddcnCall tocall your Dayof lkc1smn 

GETTI N G READY TO PLAY 
Allalro1playcrpn:parcsforplayjus1;,s~Ringwr:u1h 

player docs.wi1h1hcfollow1ngexcepuons 

Dtdarlng that \'ou A~ a Balroii; Player 
lf)'OuindudcThcBalroge:u-d(lhccharacterrnrdwnh 

thc spcc i:t.lre<ld1shb.1ckground)inyourdcckor side­
board.youan:a··1Jalrogplayer.""ln1hiscase.youmus1 
1ell youropponen1bcfore choo~ini;: ~1anini.oo rn~i<:£. 

Note: You and your0f!poncn1 may bolhbc 8:t.lrog 
playcrs.bu11k"·innc, .. ·illprobab ly 1hcfimplayer 
1oge1his 8alrog intoplay 

\'ou ri,oc:a tionDn:k and Si li,s 
Yourloca1iondcckuiayi11dudc onccopyofeachof 

thcmmio n si tc tartls " ·nhthcfollowinguccptiOfls 
•ln5lcadofchcoomlalminionsitctardsuscthc8almg 

spccificrnccardsfor: 
"Moria. Calm Diim. Dol Guldur. Minas Morgul 
DA1lUndcr-dccpss11c cards 
DAil Dark-holds (Band-dilr. Cinth Ungol. Cirith 

Gorgor) 
•Si~thcyan:yoo r onlyDarkha,·cns.TlieUndcr-gates 

andMoriaan:1hcon!ysi1ecardstha1youmay indudc 
multiplc copiesofinyourlocationdcck. 

• ~anna-Li§ehisaRuins&LairswithnoDarkha,·cn 
effects 

\'ou r Starlin~ Company, Play Drck, and Sideboard 
Yours1:uiingcompanyandplaydcc\; (and your sidc­

boan:IJ may be con!lructcd like any other Ring .. ·rJi lh ·r­
wi1h 1he followingc~ccptions 
• Only Ore. Troll . Dragon. Wolf. and Animal factions 

2 mayhcinc ludcd. 



• Only Ore and Troll minion characters may be included 
•Un!esstheyare"Balrogspccific,"onlyOrcand Troll 

characterswithamindkss than9maybeind11ded 
• "Balrogspccific"cardsmaybeind11ded.Such cards 

mayon!ybeincludedinaBalrogp!ayer'sdeck. Play­
ing"Balrogspccific"cardsdoesno1requiretha1The 
Balrogbeinplay,only thatyou area Balrogplayer. 

•Agentsonlycount ashazards.notascharacters 
• ~!~rog player may nOI include any of the fo llowing 

::;:~u~ebys, ~ ~i~i~: ~~T the Halning• 

E~i;~~~::::I ~::~:~::~n. 
Slack Hoo,:: OrdcrsFromlugburz 
Black Ride, PaddingFttt 
By the Ringwrai1h's Word TI>e R;ng Luvcs ;15 Mark 
CrearureofAnothc,World Ring,.-rai1h cards 
Fell Rider Ringwrai1h UnlcashcdcarJs 
TI>e fiery Blade Sauro,, 
Helm of fear TI>eyRidcTogcthcr 
Heralded Lord Use Your Legs 
Durin',Ban,e WhilctheYc!lowf:,,:eS loeps 

Starting Site 
You may have up to two starting companies-1hey 

maybeginplaya1Moriaandfor ThcUnder-gates 

MOVEMENT 
There are three types of basic movement in MECCG 

staner movement . region mo,·ement and Under-deeps 

• Balrog companies can never use starter movement 
•When one ofyo11rBalrogcompanies1no,·es1oasi1e. 

youand youropponentdraw cardsbasedupon the si te 
bcingmovedto. Thisappliesevenifmovingtooneof 
yourDarkhavens 

CHARACTERS AND COMPANIES 
• The Balrog must come into play at The Under-ga1es 

(i.e.,hc maynot comeintoplayat Moria) 
• Characters with a home site of"Any Dark-hold"" have 

a home site of"Any non-Dark-hold Under-deeps site" 
instead 

• During his organization phase, a Balrog player may 
bringintoplay(and/orremovefromplay)uptotwo 
characters-lhesecondcharactermustbe non-unique 
The normal requirements for bringing into play (or 
ri:moving from play) a character must sti ll be met 

• Whena Balrog playerbringsintoplaya non-unique 
character withamind ofJorless,thatcharactermay 
comefrom his hand,hisdiscard pile.orhissideboard 

•Agentsmaynotbeplayedascharactcrs 

MISCELLANEOUS 
• If you are a Balrog player, your opponent may not 

play any of the following cards: Tht &lro,i: (Ally). 
Tht Black Council, Durin J Bant, &/rug of Moria 
Rt/uc1amFinalPMtin,i: 

However,if a1anylimeyour opponen1hasoneof 
thesecaids in his hand, he may remove it from play 
andbringacardfrornhis sideboardintohisplaydeck 

• Ri ngsare notautomatically tesiedforaBalrogplayer 
atBarad-dQr 

•ABalrog playermaynotstoreany1hingatBarad-d0r. 
• Shtlob, Spidtr of M{1r/a1, and Balro,i: of Moria are 

Spawn 
• A non-Balrog player cannot use Balrog sites. How­

ever. for1he purposcsofplayingcen ain huards,a 
non-Balrog player's location deck may include one 
copy each of: Ancient Deep-hold , The Wind-deeps, 
The Drowning Deeps. The Rusted-deeps, and Remains 
ofThangorodrim(i.e .,lhe Bal rogsitesfor whichthere 
is nocorrespondingheroorminionsile) 

• lfThe Balrogisinplayorhasbeendcfea1ed,ignori: 
allBalrogau1oma1ic-attacks(i.e., atTheUnder-ga1es) 

DEFEATING A 
PERMANE NT-EVENT (Clarification) 
Cenain hazard permanent-events indicate 1h:u they 

give"kill'"rnarshallingpnints(e.g .. Dragon'"Ahunt"and 
"·At Home"" cards, the "Spawn'" hazards from ME: Tht 
Ba/mg.etc.). Eachofthesecardshasananackassoci 
atedwi thit. lf suchan anackisdefeated,treat theasso 
cia1edcardasadefeatedcreat11re 

CARDS WITH MULTIPLE 
ACTIO NS (Clarification) 
lfacard spccifiesthatmori:than oneactionoccors 

whenthecardis i1selfresolwdina chain ofeffec1s,all 
oftheseact ionsan:toberesolvedinthecard'schainof 
effects unin1errup1ed andin1he orderl istedon1hecard 
No actions may be declared to occur be tween these 
mohipleac1ions.Theactionslis1edon1he,;ardare con• 
sideredto havebeen dedaredinthereverseorderas 
theyareprinted.Asanexception.in oncofthecffccts 
of acard isanauack, cardsmaybeplayed1hat canccl 
1heat1ack,cancelone ofthestrikes.orthatotherwise 
areplayableduring thestrikesequence 



PLACEMENT OF CARDS 
"O FF TO T H E SID E. (Clarification) 
Cenaincardsandeffectsrcquireother cardsbc placed 

.. off101heside"(c.g.,Pn:11Gung).Cards placedoff10 
1hesidcareplaccdon1heplayingsurface.usuallyofflo 
thcsideofthc normalareaofplay.Suchcardsarekept 
with!heirhos1pennanen1-eventtha1cau~thise1Tec1 
Any such card absolutdycann01:bc1argc1edoro1her­
wiscaffectedbythegamcexcep1bycards that spedfi­
callyaffectcardsploced .. off 101heside" 

Canis placed off to the side are only in play for the 
purposesof uniqueness.Unlessstatedotherwisc,when 
ahostpcm1anent-eventisremovcdfromtheplaying 
surfacc.anycardsploccdoffto thesidcunderilare 
discarded. Usually the host card will state a mechanic 
tha1affcctsthccardsplattdoff101hesidewithit. Un­
lesssta!edothcrwisconitshostcard,acardplacedoff 
10thesidcwillgiveitsmarshallingpoints1o i1sowner. 
Asa majorexccption."lakingprisoners .. cards{prima­
rily from Middle-earrli: Dart Mill/011.1) yield negative 
marshllingpoimsforcha.racrerstaken prisoner. 

DISCARDING CARDS (Clarification) 
Whcna cardleaves activeplay(discarded.climinated. 

n:tumcdtohand. c!c.).discardallcardsplaycdonil 

TOURNAMENT RULES 
• Spawnhawrdpennanent--evcntscountashalfacrea 

tun: for 1hc Council of L6ricn 12-creamre minimum 
• ABa!rogplayerhasanex1ra+5gencralinfluencetha1 

cannotbeuscd1ocontrolcharacters 

THE UNDER- DEEPS 

Nole: Created by mcams of molten rock and cx­
pandedbygeothennal en.ipl ionsofsuper-hotgas. the 
Under-d~-t,psarearesultofacombina1ionofnatural 
and supcmatural forces . ThehandofMorgothjoirM:d 
whatwasonceacollectionof sundcredcavemcom 
plexe~ His greater servants used this maieofmn­
rM:lsamlchambers totravel surreptitiouslychrough­
ou1Endor. 

Although Endorchanged during the Elder Days. 
thccoreoftheUnder-deepssurvivc.Travdbetween 
1hcunderground si1esisnowdifficult.if n01impos­
sihlc.forallbutthe grea1cst(and luckicst)explorers 
Blockedortwistingawayfromtheiroriginalcoursc, 
1hcUndcr-dcepsseemhroken. Junctionsandstrong­
holdssecmlos1 . Manyappearassimplceavcsor sidc 
passagcs. Othersliehiddenhchindvcilsof rock 
Nearlyallarestillthere.though,awaitingdiscovery. 
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An Under-deeps site card has '"Under-deeps"" in the 
scctiontha1normallygivesthes ite'sregion. AnUnder­
decpssitcisjustlikcanyothcrsilewi1hthcfollo"''ing 
excepuons 
•Unlike01hersi1es,each Under-dcepssi teis not con­

sideredtobeinaregion-ins1eaditis locatcdbelow 
anothcrsite.calledtheUnder-deepssite'ssurfaasiu 

• lns1cadofancares1 Havcn.each Under-<Jecpssitelis1s 
all of its ""Adjacent Silcs.'"Each Under-deeps site is 
adjacenttoitsoncsmfacesiteandanumberofothcr 
Under-deeps sites. The first adjacent site li stedisal­
waysthcUnder-deepssite"ssurfaccsite 

• Eaglt-mounts and Gwailiir cannot be used 10 move 10 
orfromanUnder-deepssi te 

• A company moving to and/or from an Under-deeps 
si tehasnositepath.So,hazardsmayonlybeplayed 
keyed tothccompany"sncwsite 

•Anenvironmcntcardthatchangessi!etype (e.g.,C'1Qk­
i11g Slwdows. Quit / Lands. etc.) cannot be u~ed to 
cllange thc sitetypeofan Under-deeps si te 

• Unit.IS yau art a Ba/rog p/aytr. you may n(){ consider 
marshallingpointsassociatedwithacompanyatan 
Under-deepssitcforthepurposesofca!lingtheFree 
Council. Audience wi1h Sauron. or Day of Ixcision 

• Nonna.lly, when you successfully play an i1em, fac ­
tion. ally. or information a1asi1c.thc si1ecardis1appcd 
andanothcrcharactermaytaptoplayaminoritem 
A1 an Under-deepssite. youcanplayanyitemplay­
ahlcatthesitcinsteadofthisminor i1em 

• For the purposes of playing hazards. a Free-hold is 
never considered tobc !he surface site of an Under­
deepssite 

Example: Azog taps and plays High Helm (a major 
item) at The Gem-deeps and the si te taps. Then. a 
Hill-trollinAzog"scompanycould captoplayami­
nor item al a non-Under-deeps site. But The Gem­
deeps is an Under-deeps site, so the Hill -troll can lap 
lo play any item playable at The Gem-deeps: a minor 
item.amajoritem.oragoldring. Hetapsandplays 
ALiultGoldRing 

Undcr-deepSi te Movemen1 
Oneofyourcompanies tha!beginsi1s1umatthc sur­

face site of an Under-deeps si te can move nonnally or 
it can move 10 its adjacent Under-deeps site (i.e .. the 
company moves to an Under-deeps site from its surface 
si tc). Onc ofyourcompa.niesthatbeginsits lumatan 
Under-dceps sitemayonlymovetooneoftheadjacent 
sites listedonthcUnder-deepssitecard 
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IA_ .,.,..,. .......... _,,.._,)l""'"""""·"-•-<•••'"""'"',,_..,.....,._,_, 
Eachadjoccnt si tc bfollowcdbya numbcr inpan:n­

thcscs-1his numbcrindica1cs how difficul! ii is 10 nl()\'C 
fmmthcUnder-decpssi tc iothcadja.ccnt sitc . Whccnan 
adj.xent si1,: is n:vc:ilcdbyonc of your companicswhosc 
site or origin is an Undcr-dccps site. )'Ou must make a 
roll (2D6). lfthen:suh isgrca1er1hanorcqu:i.l to the 
number in parentheses foJlo..,·mg the adjacent site as 
listed oni1ssi1eoforigin. 1hemo,·emcnt/h:uardphasc 
proccedsoonnally. Otherwise. the company n:tums to 

Not,: A company moving from a surface si te 10 its 
Undcr-dccpssitedoesnotn«d lomakearoll . As an 
cxcep1ion to this. a 8:i.l rog company mo\'ing between 
the Blue Moun1ain Dwarf-hold and the The Drown­
ing-dccps (or bctwccn the Iron Hill l)v.·arf-holdand 
the The Rusted-deeps) must roll the number gi>i:n 
on the Under-deeps site. which is nonnally 13 ;uid 
impossible to roll 

Note: Movement bc1wecn an Under-deeps site and 
i1ssurfaccsi tc is notaffcctedbymodifka1ion s 1hat 
affect 1no\'crnen1 ~r,,·unadjocen1Undcr-d1,.-epssitcs 
Modifications to movcmcn1 ro adjacent Under-deeps 
siiesdoapply. 

its si!e of origin (no cards an: drawn) and the mQ\'C· 
ment/h:nardph:iseproceedsas if11lc eompanyhadnot 
rno,·ed 

Examplc: A B:i.lrogcompany that stans at Cam Dum 
can move normally or ic can move 10 The lron­
dccps~Thc Iron-deeps li sts Cam Dum as an 3dJa­
ccnt site. Similarly. a minion company thal st:irts at 
Thelron-dcepsmayanemp1ton10,·etoany3djacem 
site listed: Cam Diim (0), The Under-leas (6). or The 
Under-vaull s (7). Hov.-e,·ct". after commining 10 mo,·e­
mcnt, the mo,·ing player must roll a 6orbcuer 10 
soccessfull y mo,·e to TheUndcr-lcasora7orbcncr 
1osuccessfull ymove to The Under-vaul1s 

t:J1 ampk: A company is moving from The Under­
gronos 10Goblin-ga1ewi1h long llin1rr in play. /.11ng 
IVimtrJ"cffect ofrcluminga company 10 1he si1cof 
origin h.unocffcct.since itdependsonthecompany's 
si1e path. and the company has no si te path, Long 
IVin1rrJ"cffectof 1appingasi1ewillwork.sincc th:U 
cffectdcpendsonthc si1e 'ssi1c path, which still ex­
is1s. Finally, creatures can only be played kc>·cd to 
1hcShadow-hold ofGobl in-gatc 



THE SHADOW-DEEPS R;;:;-;:;:.~:";r,h;sdeck;mprnsesdramekrulyos;,g 
PLAY TIPS Gm,1 Sh,idaw'., ability lo recycle non-shon-evem n:-

sources andcharacters.Guiltlesslydiscard inconvcnien1 
This deck fca1un:s the Balrog's Great Shadow form- MP soura., s drawn early in the game, because: you can 

which is his stcallhicst and most reclusive-along with recycle and redraw them la1cr. Access ad_di1ional re 

::~~:!"~~:u~~t'L::~:n~:~:n;-;~;~ ~~ ~:1:~~i~~ ~~';;;'Jv~7~'~;:;i!cat;';;~;~/:y~~fi;~t2~:~s?n~ri~e:~ 
the lingering pown of Morgo1h. lhc creato r and Black Sh,idow :, abili ty. C)·clc and reqclc Ski~s of Fir~ to foil 
Enemy. The Balrog dispatches his Ores and Trolls lo an oppor1enc's Diwrs of Night strategy 
retric"c what 1hcy can here and from the strongholds The deck relies 011 on.: or more high prowess non-
above. T ile deck 's hazards center on Spiders and Ani- Balrog companies 1o roam the hcan of Mordor and bc-
mals and the horrible Spawn of Morgoth, newly un yond. There arc plenty of cards in the deck 10 make 
eanhcdfor1hisexpansion your characters colossal ligh1crs. f"I/Rt'pors Yuu(x2). 
S1ar1ing Company at Moria 8/(l(-k M11a(x2). and Descent Thmuf.!h Fi" are the main 
• Azog controls 1wo Mountain-maggols. Bilthrakaur ones, so take special care to play chese 

controls the Ore Ve1eran. lr1S1ead of two minor items. The only underground rouie 10 The Under-galleries 
s1an with Orders from rht Grtat Demo11 on the com- and The Under-couns- the t'-'"0 most imponant sitcs-
pany and G,mgwa>·s mu the Fi" goes Through The Sulfur-deeps. Therefore. avoid 1ap 

Suggested Sites for Resources ping The Sulfur-deeps until playing Desr:t'nt Through 
Hfock Mace (x2)-----Ciri1h Gorgor. Minas Morgul. Fire and tapping both taler si1es. Also. a,·oid tapping 

Barad-diir. or Remains ofTha11gorodrim (after The Under-leas and The Under-vaults too early 
tappingotllcrwisc) TheBalrog 

C<H"e ho/1-(tapped)Thc Sulfur-deeps. T he Iron- As soon as convenient. tap The Balrog 10 bring 10 the 
deeps. The Under-courts, or The Under-galleries discard pile Breach 1/ie Hold. R,,,,1s,,frhe Earth. Menw-

Dnalll 1/Jmugh Fire-The Undcr-couns or rits of Old Torti.rt. Flame of UdUn. and a sideboard 
The Under-galleries resource that ...-ac1., 1oyour opponcnt . Thcsccardsarc 

El'i/ Things Li11geri1111-The Under-courts. Remains nuw ready tu easily pop in10 lhc play deck using Gr-em 
of Thangorodrim. or The Under-galleries Slwd1JwS ability. and wi1hout rnxing play 

G!Y/l/ Troll-The Undcr-grouos. The Iron-deeps. The In Gr,eu/ Shadow form The Balrog should always be 
Undcr-vaul1s. The Under-leas. The Sulfur-deeps. or accompanied by his minions outside of a Darkhaven 
Th<: Drowning-deeps While waiting to draw Gm,1 Tm// and Desunt Thmugh 

"::;p:~:~~;;~j~~\~mu~;~tt:f~~i:. ~:ter :~:.C~e~hoa::~d :1~:i~~ ~:::~;~~;:,~~n!r.!'nri1~~6~: 
Barad-dilr of Muria faction shows up. snag ii for 3 MPs 

lr~~s~;~;;~~~o~~~~~~:;~~:~~!.otherwise) ~~;;;,;~1;;i~~?~~~i;~[[f;:E~:~~ 
!~,~i~~c:fl~:~n:~~~o;ning-dceps. or ;~;~~~r:~~ ~::~~c~;::nJ~g~~~~f~~~:.i~to:~ 

Al;;:~::=ri~~~1~1t::i::;~;:~~~ ~:, st:u~ae:c ar; ~~;~as~l:~~;~;u1!::C i~w~;i~e~ ~~ 
Ores •if Mirkwood- Sarn Goriwing game wears on if you have been recycling discarded 
Orn •if Moriu- Moria ones. Consider Ffome ofUdU11 10 m:uimize the Balrog"s 
Sable Shield-any major item Under-deeps site (after bank-readiness. though this minimizes playing addi -

tapping otherwise). Cirith Ungol. Cam Dilm. or tional MP cards 
Barad-dUr Eventually. Ou1 Ht Sprn11g will hit the table. allow-

S1inku-Goblin-ga1c i11g The Ba!rog to surface for company vs. company 
Temf>est of Fire- Dead Marshes combat against a hero opponent. To optimally prepare 
Bre.,ch the I/old (sideboard)-The Drowni11g-dccps for attacking. bring in Flu mt '.'f Ud,in . as Tile Balrog 
R,,,,ts ,,f /h t E,mh (sideboard)-The Drowning-deeps 

6 
cannOI move on the surface w11h Grt ut SJu1d,,w 



Hnardl'lay 
Thchaz.ardmixcontains pknty ofSpidcrs.a handfol 

of AnimalJ. and enhancers for both. A few h:mc uiili1y 
cardsan:includcd1oco'"erbhndspo1s. Cenaincnhanc­
ers--<:alledSpawn-forman.llur.llsub-1hemeof1hcir 
own. Thn:eof1hcdcck"s h:iurdsdcpc,ndon1hcnum• 
bcrofSpa,,.ninplay. Ttle spcdal '-"cwiththcSpawn 

Mmrsm,siry of Dfrtrst Shu~. h pro\"idcJ an abilny of 
which you will no doubl make cffic1cn1 use. However. 
nal50c,-.,a1esa,·iciousa,11om:mc-anacka1ThcDrov.n­
ing-dccps and Remains ofThangorodrim. You must be 
prcpan:Jtocilherdiscardthis h:i..zardyoursclf. canccl 
i1s anad. or s.acrificc wmc !.Cruh Ore.< 10 its horrihly 
t"'·istcd mas~. 

DECK LI ST 
Tot~l: 132 c;u-ds-Card~ in brackets[] an: from ear lier expansions 

AL..S1.lu:1(7) 
Gangw<l)'Jol"trlhtf",rt 
Ordu1/rom 

/ht Gffal Dtm11n 
Azog 
Biith1Uaur 
Mountain-maggoc (x2) 
[OrcVc1er.inJ 

~(10) 
ThcBalma;(.dJ 
fBUr.i1J 
!Gorbag) 
[0rc Tr.ictcr(x2)] 
[Sh;igratJ 
[TC.ma) 
[Wii!uagj 

~(lOJ 
Mona 
ThcUndcr-ca1es 
ThcDro,,,·nina;-dttps 
Thclron-dccps 
The Sulfur-deeps 
ThcUndcr-coum 
ThcUndcr-gaJleries 
ThcUndcr-grouos 
The Under-leas 
ThcUndcr-,·auhs 
S.arad-d ilr 
CamDiim 
Ciri1hGorgor 
CirithUngol 
DolGuldur 
Min.sMorgul 
Remains ofThangorodrim 
[Dead Marshes] 
[Goblin-gale) 
[SarnGori••:ing] 

~(32) 

Mf' So11rrts: 
ca .. cTroll 
Dc~n1throughFirc 
E\"1lThings Lmgcnng 
Great Troll 
M;iker"1, Map 
TempeS1ofFire 
IBlackMxe(x2)1 
IHighHclmJ 
flronShicldof01d(x2)] 
IOrcs ofMirkwoodJ 
!Ores of Moria) 
[Sable Shield! 
[Sunker) 

S"pf'(,rtingRtJ11u11·ts · 
Anckn1S.,c1cts(x2) 
Angband Revisited 
Cavem!iUnchokcd 
FocDisma>·cd 
Ci<>ingE\,:, r Undc rOark 
Great Fi s~ure (x2) 
GreatSh.ldow(x2) 
Out He Sprang 
Vangu;irJof Mighl 
\Bo1dThrust(x3)) 
ll"II RcportYou (x2)) 

.lim.cll1()2) 

c,~mu,,..,: 
BcomingSkin-changcrs 
CarrionFc.:dcrs 
Monmo~11 yof 

O.,·t,s.,Shape 
Shdob's lhood (x2) 
Sp,1wnofUngohan1 
UngohJnfli 

Foul l.>.<IIC 
Ungohan1's Progcny 
IG1an1Sp11:krs(x3 )] 
IHalf-trollso( 

F:u-Marad(x2)] 
[Le!iscrSpidcrs(xJ)I 
JNccker-brt."1: kcrs(x2)) 

fa·~ nu · 

~(28) 

Rts.,urrts 
Bn:ach1hc •told 
Clo:ikcdbyD:ukncss 
Crook-legged On, 
IJ:uknL-SSWicldcd 
FlameofUdUn 
11111-iroll 
McnioricsofOldTorturc 
R001s of1hcEar1h 
Tcrmr lkrJlds Doom 
[ I 'll Seal YourHl'Cl!i] 
[0rcVcrcmn(x2)J 
[PiercingAIIShatloM] 
[Skieli ofFirc(x2)] 
!Sudden Call] 
IThcUndcr-ro:.dsCx2)] 

Black Vapour Hu:u,dJ 
D:arkncsli Made By Malice lksm: All for They Be lly 
The Red GlanccofAricn 
Unab,ned1n Mal icc The Sun Shone Fiercely 
[FoofohWordstx2)1 [CorsairsofUmbar] 
[Fu ll offr01h [CO>'CtousThoughlS(x2)) 

andRagc(xJ)] IMu51crDisperscs(x2)J 
!Greed] IS1cnchofMordor] 
ILureofE!tpedicncc(x2)) [ThcWay lsShut) 
ITw1hgh1 (x2)1 

E..llH..6...Ca8(J) 
Longbol1omLeaf 
NoBcuerUsc 
Rumours of Rings 



BALROG'S HOST 
PLAYTIPS 

TheBalroguses hisS1ranglingCoilsfonnin1hisdeck 
tornaximiiedirectinnucnceandfac1ionrecrui1ing. He 
warns all Ore factions of 1he Misty Mountains in hi s 
Great Anny. Whl:n 1he time is right . the Balrog burrows 
into the Iron Hill Dwarf-hold from the Under-deeps 10 
claim the real m as his own-mt1ch as he took Khazad­
dUm. now called Moria. The hazards contain a mix of 
two sub-1hernes: Dragons/Drakes and roadblock 

Star1ingCompanyinMoria 
• UmagaurcontrolsBolg.OldTroll stansundergeneral 

innuence. lnsh! ad of two minor items, stan with Or­
das from the G~ m ~mon on the company and Gang 

,·u1/ · F 'rt 

Sui.:J.!cslcdSitesforRtsourccs 
A FewRecruits-Gondmai.:glom(tappcd) 
Brtud, tht I/old- The R11S1cd-decps 
Gobli11sofG,,blin-11111~----Goblin-ga1c 
Grt)' M"'mt<1i11 Gob/ins-Gondmacglom 
/nm Shield of 0/d-iafter tapping otherwise) 

The Undcr-lcasoranynon•Durkhavcn 
Unda•d~'CpS Ruins & Lllirs 

N,my Slimy Tl,inx- The Gem-deeps. The Pilkel­
dccps. The Under-vaults or The Under-grouos 

Orr I "f Anxnmr- Mount Gram 
Ore.< iJjGwrdabad-Motmt Gundabad 
Ora of Maria- Moria 
People Diminishtd- Eagle's Eyrie. Beom's House, 

Thranduil'sHall>.orWellinghall 
RoN.1 ,if the Earth- The Rus1ed-deeps 
Swbbi11x To11g" ~ of Fiu--{aftcr tapping otherwise) 

anynon-Darkhav,,r1Under-dccpssi1e 
Whip uf /I/wry Tl1m1gs-(af1er lapping otherwise) 

anynon-Darkha,·enUncler-decpssite 
Eddy in F,,uJ Tide (sidcboard}-Wcllinghall, 

Eal,'le's Eyrie, Thmnduil's Halls, Beom's House 
/,inu/eTh~irDomoin(sideboard)-­

lron HillDwarf-hold 
Um/ wul Usurpu (sideboard}­

lron Hill Dwarf-hold 

Resource Play 
YoumustrecJ\litatleastfour ofthcfiveunique Orc 

factionstoreccivc twomarshallingpointsfromGrta/ 
Army of tht Norrh . Therefore. do not di scard unique 
Orcfae1ionswi1houtanemp1ingtoinfluencc1hem. On 
1hc othcrhand.AFt,..R,crui1sisanexcelkntdiscard 
ehoice.unlessyouhavcGreyMoumllinGoh/insin hand 
orinplayandGondmacglomisavailable 

This deck contains two Out Ht Sprangs to help The 
Balrogreachan opponent'scompanyfor companyvs 
companycombatlfyouh.aveasitewhereanopponcnt's 
companyispresen1.auackthcmifatall con,·enien1.l1 
maybcwonhholdingGrtat Fissure inyourhandin­
definitclyasinsurancewaitingfor1hechance. Bringin 
Flame of Udim and Sco1.,xe of Fire from the sideboard 
ifyouropponcnt1mvelsatotaroundtheMis1yMoun­
tains.Againstaminionopponcnt.bringinProntto\/io­
lenuassoonaspossible 

Thedeck's rcsources lhreatenyour opponentasmueh 
asyourhazards. Spccifically,youhave thepotentiallo 
strip out MPs. Besidesthepotentialofcompanyvs 
company combat, you have People Dimini1hed 
Crowned wi1h Swrm, Edd)' in Fate J Tide, fo,·ade Thei r 
Domai11, Mint or No One J. and Scourge of Fire. which 
isprobablythcmostpowerful 

Ultimately. you wane to complete this expansion·s 
ul1ima1e quest- invading the Iron Hill Dwarf-hold 
Leisurely play Roors of 1he Ellrrh and BrtllCh 1he Hold 
asyourdr:i.wthem. They do no! have to be played in 
order.and each keeps The Rusted-deeps in play with­
out commit1ingacharac1ergarrison.Aftcryou have 
cycledabouthalfyourdeck.bringin/11\·ade T/ieirDo 
11minandUmlandUrnrper. Kecp acoupletact icalcards 
inhandtoinsuretheirsuccessfolplay 

1llconlyundcrground routcto1llcRusted-dccpsgoes 
through The Unckr• leas and The Wind-deeps. There­
fore. avoid lapping these two sites at least until The 

~:!~of~!;:ti::~sted-decps and prepared to play /n 

The811lrog 
1llcBalrogwithS1runxlingC,,ils recrui tsfac1ionsvery 

wellwithoutenhancem,,,nt-and usually requires rm 
1actical cards to remain un!appcd against creatures 
When he isnotattackinganopponent.TheBalrogis 
yournurnbcroneoptionforga1hcring1he GreatAnny 
You will need The Balrog to tap to bring a few cards in 
from the sideboard. Do not forget to bring in Sudden 
Callbcforethc fi rstdeck cycleends 



Hazard Play 
TOC h:uards fcalure scveral Dragon A hum rnanifcsla• 

tions. powerful Drakes. /,,.,,!/ IVimuto 1ap your 
opponcnt"s ctc.,p Wilderness s ites. and o,,,,,s of Ni}lht 
w make every thing funct ion efficicn1 ly. This dcck" s 
h:11.:1rdsslamopponcnts tr:wcllingaroundthc Mis1y 
Mountains andDragoncoun1ry. Unfonunatclytheha1. 
ards an: mthcr weak against Gondor Jeck~. and only 
mediocrc against Mordor and Under-deeps minion 
decks. Bring in Cmwou.< Thoui:lu .< as soon a.~ possible 
aga111starrnn1onopponen1 

Use A11 U11apec1td Outrm.m to recycle T1riU}IMs. 
Um}/ Wi,11.-rs. Doors "f Nii:111. and itse lf a.~ you (k1cr­
mine 1hcir ncccssi ty ag:1i11st cach opponent . You need 
toconsidc·r your own lll()\'C1nent when playing Vmi: 
\\'imer because ii taps your deep Wikkmess si1es too 
You m:.:d to consider your own movement when play­
ing tl>c Dragon Ahuru cards as your surface movem.:nt 
may1:1kcyou1hroughhunt111ggrounds 

DECK LI ST 
Total: 131cards - C:1rds inbr:J.tkc1s[] arcfrom c::trlicrcxp:msions 

Al..S.t;ia(5) 
G ,,,;.rn_ m·u·' r i·e 
Order.<fmm 1/1e 

Gret11De111011 
Bolg 
Um::tguar 
[Old Troll] 

~(9) 
Tl>c lhlrog(x3) 
(BUra1) 
(Tuma] 
(W\1lu:1g) 
(OrcTracker(x2)1 
(Ore Captain] 

5.iJJ:.:;(20) 
Mona 
TOCUndcr-gates 
Ancient lk-.:p-hold 
The Gem-deeps 
Tl>c Piikcl-dc-.:ps 
The Rusted•dttps 
ThcUndcr•gron os 
Tti.; Undcr-kas 
TOCUndcr-vaul! s 
ThcWi11d•dc~ps 
[Bcom 's House] 
!Eaglc"s Eyric ] 
[Goblin-gate] 
[Gondrna.,glom] 
[lron•hillD"·arf•hold] 
[1'-loun1Gram] 
[MoumGundabad) 
[Thranduil's Hall s] 
IWcllinghall] 
[The Wind Throne] 

~(31) 

MPSouT<"l'J 
A Fc"' Recruits 
Breachlhc Mold 
Grea1Armyof thc Nonh 
Nasty Slimy Thing 
PcoplcDiminish.t;d 
Root,of1h.t;Eanh 
Stabbing 

Tong,.c o fFirc 
Whipof 

1'fany Tongucs 
[lronShieldofOl<l] 
[Gobli11sofGoblin-ga1el 
iGrcyMoumainGoblins] 
[OrcsofAngrn:lI] 
[Or~sofGun(labad] 
[Ores of Moria] 

Supponhw Rt.wu,as 
AMoreE"il Hour 
AncicntSc-crcts 
AngbandRcvisi1cd(x2) 
CavcmsUnchoked 
FoeDisrnaycd(x2) 
Great Fissure 
Obey Hirn or Die 
Out lkSpr:mg(x2) 
StranglingCoi ls(x2) 
[CrcplAlongClc\'crly) 
[SwiftStrok cs(x2)1 
LVoiccsof Malicc] 

' 

l::l.ilz.lrlis.(31) 

Cell/I, 

[BairanaxAhun1] 
[Ghos1s(x2)1 
1Marsh•drake(x2)) 
[NamdcssThing(x2)] 
[Scllsword~ 

BctwccnCh:mcrs( , 2)] 
[ScathaAhum] 
[ScorbaAhunt) 
[SmaugAhum) 
[TrucFirc-drakc (x2)] 

/:>·ems 
[AnUncxpcc1cd 

Ou!posl(x.H) 
{l)wrsofNight(x.1) 
[Fooli shWords(x2)] 
lfromthc 

l'i1sofAnghand(x 2)1 
[LongWinln (x3)] 
IMordorinAnn~ I 
[Stc11chofMordorl 
[Twilight (x2J ) 

~ ( 11) 
Challenge the Power 
Crept Along Carefully 
ElvenRnpc 
Grond 
lrnprisons·dandMockcd 

Si!k.l!!!;,wl(25) 

Rl'Jol< 
Crook-kggcdOrc 
Cro 1cdw"1hS1unn 
EddyinF:11e's li(lc 
FlamcofUdiln 
Hc:lltofDarkFirc 
Hill -1roll 
ln,·ade TheirDomain 

~~~~ :nrdN~s~:-~ 

Mountain-maggot 
Prone to Violence 
Roam1hcWas1c 
ScourgeofFirc 
[Piercing 

AIIShado"'S(X2)) 
jSuddcnCalll 

1/,i~urJs 

~~~i~~~,',' ~~k-:,~:n 
OlogWarlords 
Press Gang 
[CovctousThough1s(,2)] 
IEarcar,1.,CAhuntl 
[Mus1crDisJJ<:rses] 
[S1cnchofMurdor] 
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MECCG RULES SUMMARY 
This is a general MECCG rules summary, so rcmc111-

bt,rtha1 ruksapplying10 Ringwrai1h.salsoapply 10Thc 
Balrog unkss specifically excepted to in the Specific 
Rules for MEBA (we p. 2-5) 

· PART!· 
BEFORE YOU PLAY 

This l\lkssurnrmryassun~syoual"\:playingthc2 
dcckgamcwiththcstandardruks. Whcn1hissum1nary, 
urahazardcard.rcfrrstoa Havcn/Darkhawn.rcadi1 
as Ha\'cnif youan:playingaWi1.ard ::mdDarkhavcnif 
youarc playinga Ringwr:i.ilh 

!· OVERVIEW 
In MECCG you play one of lhc Wi zards or 

Ringwrai1h,. 1rying lO innuencc The Fn_..:, Peoples or 
Sauronintokningyoukad1hcirannics 

" ;ontroloncor rnorccompan·c .. h·charcf,OU, 
ofchar:ictcrs. Tht:sccompanicsmovcarouml/\liddle­
carth from site lo si lc . At !he silcs they Call gain re ­
sources, which provide you with marshalling points 
(MPsJ. Thc/\H's foracard.ircinthcupperlef1 -h:md 
comer of the card. The accumulat:on of marsha lling 
poims is the primary way of winning the game 

l>uringtheganJ<:youmay··rcvea l"youn;.,lf.Todo 
thisyooplayaHingwraithorWizardcard. Thatcar(l 
n.,prcscmsyouin11k:ganJ<: . lfthatcard is eliminated 
through<:ombalorcorruption.1hcnyoulosc1hcgamc 

Whilcyouropponcn1ismoving,yougc1 1oplayha1. 
ardsonhisco1npanics. 1licscha,.ard.srcprcs.,ntthecrca-
1urcs andc,·cn1syouropponcnt mu5ldcal "'ithwhilc 
1ravcl inginMiddk--c:11ih 

2 · V ICTORY CONDITIONS 
Thcgameends whcnoncof1hcfo!lowingoc.;ursdur 

ing play 
l)lfyourWi1.ardorRingwraithis ••ctiminatcd."" lnthi s 
cascyouropponcmautomali<:allywins.Asane~ccp 
tion in 10uma111en1 play. the game contim1cs. llow­
cvcr, lhe player whose Wizard or Ri ngwrai1h is elimi­
nated loscsfil'el\H'soffhisfinaltotal.andcarm<Jl 
re,·calane"· WizardorRingwraith 

2) A Wizard pla)·crcalls the Frc.:: Council. The Free 
Council maybccallcdcithcr 

• After you havecxhaustcdyourplaydeck for the 
sc,ond1imc. youmaychoosc10call1he council 
Thc councils1artsatthccndofyour oppon<Cnl "s 
nc .~tlurn . Thisgil'csyouropponcntonc las1tum 
1ocatchoptoyou 

• Afteryouhavccxhaus1cdyourpbydcckforthc 
firs11imc.you111aychoose1oca!11hccouncilif 
you havcaccumula1cdatlcas125rnarshalling 
points. ThecouncilstartsattOCendofyour 
opponent"s ne~ttum 

•Wheneachplaydcckhasbeencx haustcdtwicc. 
1hccouncilstansatthec·n<lof1hccurrcnttum 

3)ARingwraithplaycrcallsthcAudicncewi1hSauron 
Thcaudicncemaybccalle<leithn 

• Whcnea<:hplay<le,khasbccne.,haus1c<ltwicc. 
theaudicncest:i.rtsatthccndofthccurrent tum 

•Aftcr youhal'ccxhaustcdyourplaydccktwicc 
yo u 111aychoosctoplayS11,Jde11 Cul/as a 
n:sourcc . Jfyoudoso, 1heau<licnccstartsatthc 
cn<lofyouropponcnt"s nexttum 

• Af1cryouhawcxhauste<lyourplaydcdfor1he 
fir:sttin'<'.you maychoosctoplaySu,Jde,a Cal/a.s 
aresourcc.ifyouhavcatlcas125marshalling 
points . lf you<loso.theaudicnces1ansatthecn<l 
ofyour opponcn t' sn<"Xltum 

• Afteryouropponcn1hasc.~haustcdhis<lc<:ktwi<:c 
you111ayplayS1u/de11C<1//:1sahazar<l. lf you do 
so.thcaudicncciscalledaftcr yourne~1tum 

• Aftcryouropponcnthascxhaustcdhisplay<lcck 
once,ifhehasallea.st25mar:sha!lingpoin1s,>'OU 
111ayplaySudde11Ci11/asaha1.:1rd. lfyoudoso 
thcaudicncciscallcdaf1cr yournex t1Um 

lf youropponcnthasnornar:shallingpointsinacat­
egory(bcsidcskillan<lmiscellancous).)"O umaydoublc 
yourpoin1sin that catcgory.Nomon.:thanhalfofyour 
positivcMPsmaycomcfromonccatcgory 

Thisisc:i.llc<lthc1wo-dcckfonn o fplay. Otherga11J<:s 
arc possible {MfiW Rules. p.49: MtoLE Rules. p.51) 

3 · THE DIFFERENT CARDS 
Then.· arc four different types of cards in MECCG 

sitcs. charactcrs.hazar<lsan<ln.:soun.:es. lmagesof lOC 
variouscar<ltypesarcshownontOC.:olorinscnsinthc 
ccntcrofthchook 

Sitccardshavcamapimageonthccar<lback.anda 
" 'hi1corgray parchment background. The site type is 
indicate<lbyasymbolinthcuppcrlcft-handcorncrof 
1hcc:i.rd. Akey1othi!scsyrnbolsisonthi!backofthis 
booklet. Havens for Wizard players. and Darkhavens 
for Ringwr.1ithplayer.;,arcspccialsi1es withastar icon 
in thcuppcr lcftcomcr. 

CharactercardshJvcablucbackgroundforWi1.ar<l 

12
Jccks.an<l:i.ruste<lpurplishironl:ackgroundfor 



Ring"'r:tilhdccks. Ch;,mctc15 in v,r,,.Md decks :ire called 
heroes, and characters m Rmgwmith decks :ire c:illed 
minions 

Hazardshavc:i darli:gmy metal b.ickground. These 
cardsreprescntotmaclesthatyourcompanicswillfacc. 

RcSQUrccs ha,·c acopJ>Cr b:w:kgmundinWi-urddccks. 
andagrey-blue stcdbackgroundinRi11g"T.li1hd,,<;ks. 
llicsccMdsarcyourmain soun:cofMPs.andthcyhclp 
youo"crcomc hazards. 

4 · G ETTING READYTO PLAY 
Bdon:youplay thegamc,youmu>lsepar.iteyoucanJs 

mto1hcappropna1cdecks Youal~needarairofs,~­
sidedd1cc. 

Lookin1hcPlayTips(f>. 6). Thcrewillbcalistof 
"'h:11cardsgoiny(K1rplaydcd ,si tcdcck,s1aning com­
pany. and s1dcbo,:mi.&J>Cmlcallofthcsccardsou1. J>u1 
yourstar,ingcomp;,.nyinfrootofyou.alongwithyour 
star1ings1tc. ForaWi;i.ardthc5larting si tci s R1\•cndcll. 
for a Ringwranh it is Mmas Morgul or Doi Guldur. and 
for1heBalmgitisMoriaorTheUndcr-ga1es.Shumc 
tllc:cardsth.llgo in1oyourplaydcd. Le1youroppo­
ncnlc111yourplaydcck.anddrawcightcard1 foryour 
staninghand. 

Onccbolhplaycrsh:ivcw,pantc:dtheirdccks,shufflcd 
1hcirplayd.:cks.anddra1,mtllc:iropeninghand.cach 
pla)·cr shouldroll 1"·od1cc.Thcplaycr"'ilhthchighcr 
rollmus1gofirs1. 

During the cou.-sc ofplly, ,;,:nam cards will bc dimi­
natcd. pamcularly diar;ictcrs. Thcw, c:irds :u-c remo'"cd 
fromactivcpbyandplaccdinan,,.,,.,,J.p/,.ypilc. Ccr-
1am canh you play for MPs will be placed in a m,.r. 
5/wl/ingpomrp1/c 

· PART II · 
TURN SEQUENCE 

Playcr's altcmalc lakingtums.followingthc~ueocc 
oullinedbdo"·· Youmayplayrcsourcc:;;anytimcdur­
ingyour 1um,unlcucardtext suuuothcrwisc. Youniay 
play h:i=ds only during your opponcnl's rno\'cmcnt/ 
ha,,ardph:iw, . lfbolhplayers"·ish1oplay c:irdsat1bc 
sarneurne.secp. 20. 

I · UNTAJ' PHASE 
During play, you will haw lo tap cards. usually to 

indicatcthatthcyh:l,·cbeenu:,,...Jthistum,To1apacard. 
rQlalcit90".so1hatitissidcwayson1hc1ablc 

During cort1ba1 (p. 16) charac1cr may become 
"·01mdc:d. Towounda char.:actcr.101atc hiscard 180'. 
so that111supsidedownoo1hc:t:iblc. 

Pcrformthc:followmg11eps.in 1hisorder: 
l )Untapyour1appedcharxtcrcards 
2) Hcalanywoundcdcharac1ersyouhavcata Havcn/ 

Darkhavcn. lncsccharactcrsmo,•c from"·oundcdlo 
tapped. 

3)Unlap)·Ournon-ch.'.u;w.:tcr, non-si1ccMds. Sitcs.1n­
cllf(/mg lh,·cnsfl)arkha\'ens. dono1untap. 

2 · O RGAN I ZATION PHASE 
Yourorganilalionphascis whcnyouas,ignyourchar 

act~s in10 companies, and plan yuur movement for the 
nc,xl 1um. During your organization phase, you may 
pcrform1bcfollo"·ing5lcpsinanyortlcr. 
• Bringancwcharactcrintoplaya1a Ha\'cnfDarkh:lvcn 
orthc,rhome s11c. orrcvcal yourWinrdor 
Ring"·ra,lh. A Wi=d may be revealed at lhvcndc:11 
or h,s home si te . A Ringwr;iith may be rc,·calcd at 
Mmas Moq:ul , l>ol Guldur. or his home site. 

• Reorganiicyourchar.lc1crsandcompanics, including 
changingfollo"·crsandcon1panycomposi11on 

• Transfcrands1on:,1cms. 
•Playall<!,,, si1ecardforcachcompany 1ha1youwant 

Notf:Allrompan ycomposition changcs,including 
n:organizingcompanicsandbnngingcharactcrsimo 
play. must all bcdonca11ho:samc timcduring lht: 
organiza1,onph:uc. Nooihcrxtionsm:,ybc taken 
while you are rnakmg romp:my composi1ionchangt1. 

BRll\'GING A CHARACTER INTO PLAY 
Tobringacharacterintopl:iyyoumustha,·ceoough 

in0uencctocontrolhim. Each playerhasapoolof20 
gcncralinnuencc"·ith"·hich 10controlchar:oc1cn. Each 
pointofgcncral 1nnucncccanbcuscdrncon1rolonc 
point of mind. A character's mind is shown in the while 
head symbol on the lcf1 side of the character card A 
charac1cr " ·ith cighl mind would usccighl poinls or 
rcneralinOucncc.lrachar.lcterisbll)Ught inundc:rgcn­
cralinnucncc,and1hc:rc isoo1cnoughinnucncc10con­
trolhimatthccndo(1bco'llaniz:u ionphas,,.1h:11char­
DC1eri1n:1u""'d'°yourhand 

Somccharactcrsalsoha,·c din:<t influcn.cc,shownin 
the black hanJ under their mmd. Characters may use 
d,rtcct mnucnce 10 conuol otbcr ch:iractcrs. Char.ictcrs 
mustbcfullycontrollcdbycithcrgcncralinnucnccor 
onccharactcr'sdircctinnucncc. Acharac1crcontrollcd 
by J irc"influencciscallcdafollo"·cr.Followersmay 
001con1rol othcrch:irac1crs. 



E.lcho.leckhasaWizardorRingwraithini1.Youmay 
play th is character witholll using influence to control 
him,asthecardrepresentsyouinthegame. Onceyour 
WizardorRingwraithisinplay,youmaynotplayother 
char:ictcrs unless either your Wizard/Ringwmith is at 
the site where you pfaythecharacter,oryoubringthe 
chara.cterin1oplaywi1hdircc1influence. lfplayinga 
Ringwraith.seep. 19 

REORGANIZING COMPANIES 
Characters are organized into companies. and each 

company moves together as a unit. A company's si~e is 
equaltothenumberofcharactersinit.Whericalcufat­
ing companysize. HobbitsandOrcscoutscountashalf 
acharacter(roundup).Acompany'shmard/imiriscqu:il 
totwoorthecornpany'ssize,whichcverisgreater.The 
haiardlirnitis thenumberofhazardsthatmaybeplayed 
onacomp,myeach1um,andisse1 attheeridofthe 
organization phase 

Any time two of your companies ffiO\'e to the same 
rion-Haven/non-Dart.haven site. they will combine. Any 
companymaysplitintomultiplecompaniesduringthe 
organization phase. Hov.·ever."ifthey are not at a Ha 
,•en/Darkhaven.thenonlyonecornpanymaystaya11he 
~ite.and:ill01hercompaniesmusttrytomovetodiffer­
entsitestha11um 

ponent which site the company is moving to. If you wish 
tornove acompanytoasitethatisfoceuponthetable 
(becauscanothercompanyisalsomoving tllere).tell 
youropponcntthecompanyismovingtoafaceup si te 

The new site you choose must meet cenain criteria 
You may reach a site by either staner movement. or by 
region movement. Ringwraiths may riol use region 

Starter Movement 
lfyouareata Haven/Darkhaven.thellCwsicemaybe 

a site that lists your current site as its nearest Haven/ 
Darkhavcn. ThcncwsitcmayalsobcariotherHaven/ g:~~::~~ that lists a site path to your current Haven/ 

lfyouaren<Xata Haven/Darkhaver1, the11Cw sitcmus1 
be the nearest Haven/Darkhaven as li sted on the site 
rnd 

RegionMoveruent 
If you are using region movement, the new site must 

bcwithinfourregionsofthe current site. Thisincludcs 
theregionscontainingthcncwsiteandthccurrcritsite. 
as listedon the si tecards. lnthemiddkoftllescrulesis 
acolormapshowingtheregionsofMiddk-canh.show­
ingwhichregionsarcadjaccnttoeachothcr. Ascriesof 
regionsconnectstwositesif 

TRANSFERRING/STORING ITEMS • The first region contains the current site. and 
Duringtheorganizationphase.youmaytransfori1ems • The secondregionisadjaccnttothcfirstregionontlle 

from one charaetcrtoanothcrchar;icler. Bothchar;ic- map(tworegionsareadjacentiftheyarcscparatcdby 
ters must be in the same company. and the charac1cr oneredlinecdge).and 
withtheitern mustmakeacorruptioncheck(p.19).lf •Thcthird regionisadjacentto thesccondrcgion,and 
1hecharacterdocs n01failthecorruptioncheck,theitem • Thcfourthregionisadjaccnttothethi rdregion.and 
maybe movedtoanotherchar:icter containsthcrn:wsi1c 

An item may also be stored at a Haven/Darkhaven • lfthe 1st. 2nd.or 3rd region containsthenewsite.do 
The char;icter must still make a corruption check. and if not worry about the other regions. Only consider re-
he does not fail. then the itcm is placed in your mar- gionscontainingthcsites,andany interveningregions 

sh;~~r;: ~~~tr~~l;~;~~sreia~e;;, :;1~:d~~~~~;:t!d Site Paths 
inthei r card1ex1 . Nocorruptionchcckisrequired. un- Asiie palhis thescqucnceofregionsbetwecna sitc 
lessotherwisespecificd onthccard and its nearest Haven/Darkhaven. Each region in the 

scquencc isindicatedbyi1stype.notbyitsname. For 
Pl,AYING A NEW SITE CARD staner movement a company"s site path is listed on the 

You must choose where each company is moving dur- Ide sidc of the non-Havcn/non-Darkhaven card they are 
ing1heorgani1.ation phase. byplacinganewsitecard moving toor from. or in the text box of the Haven/ 
with each company. A company does not have to move Darkhaven ifmovirig between Havens/Darkhavens. For 
lf you want to move a company. place the new site card region movement, a company"s si te path is detcnnillCd 
represemingthcirdestinationfocedownnexttothesitc by1heregionsmoved1hrough 
card representing their currem site. You may look Site paths are mostlyuscdtodetcnnine ifan oppo-
throughyourlocationdeckand pickthiscard.youdo nentcanplayapanicularcreaturconacompany.Some 
no1havetodrawitrandomly hazardsrefertotllesite'ssitepath,whichisalwaysthc 

If you wish 10 move a company to a site that is face one listed on the site card. Havens/Dart.havens have no 
downonthetablc (for anothercompany). 1ellyourop 

14
si!epath 



3 · LONG- EVE NT PHASE 
Durmg tlus phase do chc folio.,. mg 1n cius onkr 

l ) Dtsc:irdallof yoorrcsourcclong...-\·cnls 
2JD1!>Cardallofyooropponcn1'shazardlong-c\·cnts. 
))lfyouh.an:J11y r,:sourcelong-c,·cn1smyourhJ11d, 

youmayplaychcrnJtth1s11111e 
Rcwurcc long-c,·cnu m.1y only bl: played dunng chis 

phase You play h;nard loni-c,cntsdurmgyour 
opponcnl 0SfflO\CrllCRtllw::irdphasc 

4 · MOVEMENT/ HAZA.RD PHASE 
Thcr1lO,·cnicnll'ha1.artlphasciswhen)'0Ur compJ111cs 

nl0vcfroms1h:tosi1c.J11d1sal~.,.hcnyouropponcn1 
hasachJ11a:1opbyh.v.:irdsonyourcomp:uucs.E:lth 
of you comp:an1es has a mo,·crn(nl/h,n.artl phase. c,·cn 
1fndocsno1mo ,"1: Youchoose'1hcortler1or,:solve 
)·ourcomp.:m1es· 1no,·crnc,nt/h.a1anJ phases. For each 
company. follow 1hcscstcps1nordcr­
l ) lfthccompanyhasafaa:doY,nsncc:ird.1umnoner 

Th1s 1syoor comp:any'snt',.Jllt". :mdthcircu1TCnts11c 
l,ecomcs1hcirs11t"<ifor,,:m lf1licn:1snoncws11c.oo 
cards:ir..:-drawn. lfthcncw s,1c1sa lfa,·cn/Uartha,·cn, 
cach playc r m11ydrawth.:numbcrof cardsindkatcd 
on 1hcsitcoforigin. Otho.·N1.c , c:ichpla)~r m"1' dra.,.. 
the number of c:u-ds 1nd1e11cd on the ncw snc E:lch 
piJ)'crmustd~.,.:11k;iston,:c;ird 

2)Youropponcnt plays hazards on 1he company (liCC 
bclowJAnurnbcrofh:u::u-dscqu:i.l101lrcompJ11y's 
harartlhmn(p 14)maybcpla)·Cd lfanrdsmaynot 
bcpl:1ycdth:11targec anothcrcomp:tny,or:lllcn111y 
as~1a1cd .,.·nh JIIOlhcrcompany If a hazard rcqu1n:s 
1hc cornpanymn:tumtous s1te ofon gin.rc1um1hc 
ncws11ecardtothc locat10ndecl.\d1scardi1,f1app,:d) 
andproccc:d tost<"p4 (1hcs1tcor ongmbcconicsns 
cum:nt site). No addmonal hal.:1nh may be pl3)l-d on 
acomp.:my oncc 11rctums 10,i,~11eofor1¥m 

3) Rcn'IOn: 1hc company·s site or ongm D,sc:utl •he 
sue card ,r n ,s lapped :llld no1 a Ha,·cn/Darth.a,'1:n 
OlhcN•1se.rc1um1c tothclocauondcct 

4) You rnus1 d1s,;:ird any cards m ocos or eight in you r 
hand; your opporn:nt docs the s:imc for his h:lJld If 
youha,·cfcwcr lh:ln c1gh1cards.you mus1dr:iw cards 
un11lyourh.indha.se1ght cards .youropponcn1docs 
1hc s:imcfor h1s hand 
Once a.11 ofyour oornp.:inies ha,·c rcsol\·cd their rno\'c­

mcnl/hn:ird ph:iscs. :r.ny two of ) 'Ollf companies :II the 
- non-Ha,·cn/non-D:u1,;.h:l,·cn sue combine (compa· 
mcsa1H:1,·cnsll):utha,·cnsmaycomb1nc1f1hcy.,.1sh) 
Your companies an: now cons,dcrcd 10 be at 1hc1r new 
snc( tha1is. thcnew si1c b.:conicshscum:nt si1c) 

1-'I.AYING 11,\ 7.ARllS 
Whenyouropponcntnl0\'Csh1scompames.youmay 

play ha,ards on them. Ha1.ard cvcnu nuy b,: pl:r.ycd on 
anycompany.unlcssOlhcN'lSCSpcc1fitdon1hcc:utl 
Thc cr.:atun:hal!ll'dsyouc:r.nplay dcpcndonho"· thc 
com11.1ny1s1no,·11111 

Crc:r.turc hazards mus• bo:hycdmacompany'ss,tc 
path or sue This means you mus1 m:uch one oftht: sym• 
bols along 1hckf1 sMk:ofthc cn:arnn: 1o onc:of1hc)ym­
bols Ill the eompany"s IIIC path. or the S)'mbol n:pn:• 
sc:n11 ni:1hcir sitc1ypc Youoolyha,"1:to match1.,.oof 
1hc: symhols 1fasymbol1srepe:ucd on1hccn:a1un: card 
In 1h1) c:isc there muSI be ,.,.o of that p:ui icu lar symbo l 
inthccornpany'ssm:p.,.1 hm ordcr1o l. cy 1hat crcJIUre 
toth:it symbol. Matching S) mblxs hkc 1his is called 
kcy,n;acrcatun:byt)pe. Somccrcaturcsmaybc 
"played m'"ccrtamrce,onsb) namc.ors11esm 1hosc 
«:g10lls Matchingnarncs hl.c 1hisiscalk:dkeying:1 crc:1• 
turcby narne 

lfthccompany1s001mcw1ng.youm.1yonlytcycrc:1• 
1ures101hcircum:ms11c,byn:uncoc-1ypc 

1f1hc company1smo, mg.yoo may l.eycreaturcsto 
1he1rncwsi1c.bynanicor 1ype. Youm:1yl.cycn::11un:s 
bytypcm 10Crcgionsofthcir si1cp:r.1h. lf thccompany 
1s usm;s1:u,ermo,·crncnt,)'0U m.:iy tcycn:aturcsby 
nan1r101hcrcgionscon1.:umngchcs111.,ofongmand1hc 
ncwiuc 1f1hccomp;iny1s usmgrcg1011n'IO,·cmcn1.you 
m:i.yleyerca1un:sbyn:uncto:tnyrcg1ons1hccompany 
passcs1hrough 

l'l11dn11C11rdsOn -Gu11rd 
Dunnj;)'our opponcnt'smo\·c,ncnt/hazardphasc.you 

m.:iy pl;icconccartl(lll•/lu"rdforeachoryouropponcnr', 
compao,cs. Th1sc:ird 1s plaa:d race do"'" nc~t to the 
cornpany·soc.,.·s1tc(cum:ntsitcif1hc ~didnotn,u,·c) 
Any card can be pl:iccdon-guard.c,·cna resource . hut 
pl:icm&ac:irdon•1u:u-Jcoun1s:11ams11hchv.artlhrm1 

Thc carJ.,.·11lrcm:unoothcu1cunul c11hcr: 
• Tht' emnpany dt"Odt'J III f11u 1M Jllt''.I DU//lffl1JIU-•1JI· 

met ff1hcon-gua.rd c:ird1sa hJ1.:irdcrcaturclcycJ 10 
the site or a h:v.:ird 1hat c:in modify the nu1 omM1 c­
nnact. 1hcn it rnaybc n:\'calcd b.:forc lhc :r.u10111a11c , 
an:icl. 1s rcsoh·cd. llc\'Cakd h:i.1.:irdcrcacun:s:iltad 
:i.f1erthc:1utomauc-:111act 

• Tht' c11mpany p/11JJ ll rnrd 1h/JI p1•ft"'11rnfly ,mu/1/ 111/1 
,m un111p~dJr1t . lfthc on-guard ca.rd 1s anon-crca-
1urc h.ai:utl. it maybl:rc,·calcd1fi1is alu.zardthal 
affcc1s1hccompanyoraclw:iacr,nthccomp:r.nyth31 
sncph.:isc 

• Tht' ,,,,. phlllt' tnd1 Rc1um chc card to your hand 



Jfan on-guard card is re~c:iled , 1rea1 ii :u ifi1 had 
bttn pb)'Cd during 1hc 1novc 111Cnl/h;aa.rd phase. This 
rne:ins -..·ha.1c,·cr 111s pl:iy<-donmus1h:wcu1s1cddur­
ing thc 1no,·cmcnl/hazanl ptwc. 

Anon-guardcardannOlbcre>"Calcd1h:i1· 
• tt1ums:1company1011s sncoron,1n; 
• t:ipS:icompany·1s11<-. 
• po1am:illy renll)\"CS a ctwxtcr from arompany,Olhcr 

than through oomb3I or torrupnon, 
• ~s:ioompanytodo1"101h1n1tlunn1 thc 5ucph:isc: 

• dirrttlyt:ips11.ch:1111C1er 

C0:\18AT 
Comb:u consists or one or ltlOre fllturtr ill.it must be 

rcsoh·<-done:i1:i11mi: Anauxkconus11ofoncormore 
sml.:u. Ch:irac1crs and :ut:icks ha,·c prowcH (the num, 
bo:-r bcfore1hcslashin 1hc lowcrlcflofthc c:ird), which 
isLIS("dto dc1cr rmnc1hcou1cornc of s1 nkes 

Strikes :u-c ass ign~'(! in the followin& rn:umcr 
l )Thcdcfcndingpla)'Cr 111:iy1mi1n onc1,1rike <-:ithto 

any unt:ippcd charac1ershcwarm 
2JThca11ncJ.:in g playcrrn.'.ly~signmtkcs to any char­

a,1e rs tha.1arcno1 11lre:idyass igned striJ.:c s. 
3) 1f1hcn11ac\.:h:is 11100:s1rikcs 1h.an1hc:reari: char.x:-

1ers in the cornpany,c:ich charac1crb ass igned one 
~trike. and the cx~"CS!i 51 rikcs ;in: :issigned as -1 modi• 
fica1ions to 1hcprowcs5nof "h1chc,·c r ch.1r.ic1ct1 1hc 
:in:ic\.:erchooses 

Once 1hc stokes arc assigned. the dcfcndm& pla)"Cr 
n:M>1,·esthcstnkes1nanyordcrhcchootcs. 

RbOMngStrikei 
For e:ich s1n\.:e, follow the scqucncc be low; 

I ) lllc: :11.1:ickcr may play h:izanl cards th:il aff«t the 
Slnkc . These COUnl 10-..·ard !he~ lirrut 

2) l1ic an:ickcr may dcttde 10 use any or all o fh1s re­
mammg - I mod1flc:i11ons from utr.a stnkts 

3) If an un1appcd charxter 1S rac,n1 lhe s1nke. he mlHI 

1:ipor 1:ikca •J motl1fic111t1011IOpro,.cu. An aln:ady 
tapped ch:uxter 1cu -1 lo prov.-cu. and a woundl'd 
charJCtcr gc1s -2 1oprov,"CU 

4)Anun1app,:ddefl'nd1ngch:ir.acter1h:i11sno1 h1 msc lf 
thct:irgc1 of:isinke may mp101m:+l10 1hcprowcss 
ofadcfcndm1chamc1er. 

.'i) Thcdcfendmgplaycr may play n:KHJn:e cards th.11 
affcct 1h<: s1rike, bu1onlyonc 1ha1rcqu1n:1skill 

Nexl. the defender makes a roll , and adds hi1 modi­
fied prowess (:ipply weapon modifiers before all ocher 
modifiers) 
• lf1he result is grc:iterthan 1hc s1rikc"1 prowess, lhe 

stnkc/aib. Sucha suikeisdcfcatcdif itfailsa body 
chcck (scc bclow) 

• lfthc rcsul1 iscqualto 1hc si:rikc "1 pt"O-..'CU, lhcstrike 
-..·as111rff«tua/. NOlhinghappen1. 

• Othen,,•isc.thcstrikc-..-assur:nSJ/ul. Thcwzctehar­
acieris"'·oundedandmUS1makcabody chcck. lf1hc 
an:ack was detainment (sec below). the chancier is 
1:appcd, 1"101wounded.:111dmakcsnobodychcck. 

BodyChtcks 
If a. non-dctainmenl strike a,ainSI a charatler 1s WC• 

cnsful . thc charx1ermus1 make abodyclltd. To ~ 
:ibodychcck.thc attackermakesaroll : ifthisvlllucis 
grcatcrthanthc charactcr 'sbody, hci1 climina1cd. 

l f:1non -de1ainrncnt strikefailsa1ain111 char■ cttr, it 

is automaticallydefea1cdifi1sbodyis'"-"" or ifthcdc­
rcndn makes :i roll and the rcsull is hi ehcr than the 
attock'sbody 

lntainmenl Allacks 
Detainment al\acksmprothcrthanwound cha.r.acttn 

A1t11cks a.reonlydetainmcn1againsthcro companieliif 
it sa.yssoonthc card.Ananack111ainH1 minloocom­
fi~~~ is considered dc1ainmcnt in the followin1 1i1ua-

• lf it s1atcs thc auack is delainmcn1 on 1hc card. 
• AIINa.zgiil:ittocb 
•Any attackkeyedto aDark-domain, Sh■dow-hold,or 

Dan-hold. 
• Any Ore, Troll. Undead. or Man anack keyed 10 

Shadow-land 

Thc abo>"C paramcterupplyc~n ifthean1ek11ke)"Cd 
10 :ircgionorsitcbyna.rnewhichhasthcappropriatc 
type 

Defeating ID Alla.ck 
An auxk byah:u.:ardcrcarnrc isddcated ifir isnoc 

delainmcnt. and allofitsslrikcsarcdcfc:wcd(Slnkcs 
assigned as- I modiflersnccdn<Mbedefcaicd). Whena 
haz:inlcrc:u.un:isdefe:u.ed. 1hc card is placcd1n1he 
ddcndcr"sMPpilc 

lfahaz:irdcn::itun:hasmultiplcat11eks,e11eh mUJI 
bcdcfc:itcdin ordcrforthcdcfcnderton:cc1vc M PJ . 

lf one ofthc strikcs wascanccledorineffcctual.thc 
a11ockis not dcfea1ed. lftheattackwas cancclcd, it is 
not defeated 



A Ringwraith player may only receive MPs from crea­
tures with a• next to the MPs. A Wizard player may 
~~~ receive MPs from creatures without a • next to the 

lfanOrcorTrollcharactcrfaces a strikefromanat­
tack from an opponent's card 1hat was defeated, you 
may place 1he crca1urc'scardundcrhiscontrol as atru­
f'hy. Trophiesareconsideredminoriternswithzero cor 
ruptionpoints. Trophies may nOlbetr.msfem:dor scored 
Discarded trophies 1hatarewonh marshallingpo in1s to 
you an: placed in your marshalling point pile. other• 
wise, theyarl;':placedinyouropponem'sout-of-playpile 

Trophiesgivethefollowingbonuscsbascd onthc'-1P 
valueprin1ed onthe card,with orwi1houta• 
• I MPwonh oftrophies givcs+ I dim:1influence 
•2MPswonhoftrophiesgives+ l directinfluence and 

+I prowess(toa maximum of9) 
• 3 MPs wonhoftrophiesgives +2dircctinfluenceand 

+lprowess(toama.,imum of9) 
•4+ MPs worth oftrophiesgivcs+2direct influence 

and +2 prowess (to a maximum of 9) 

5 · SITE PHASE 
Each of your companies has a sitephase, and youmay 

resolvctheminanyorderyouwish. tn orderto doany-
1hlngduring the si1ephase,youmus1firstenterthe sne 
and then face any and all automatic-anacks lis1ed on 
the site card (a character at hi s home site may tap to 
caned one automatic-allack ai his home site ). Sec Com­
bat, p. 16 

Onceyouhave en1 ercd1hesitc.youmay 
•Play anitem,faction. ally,orany resourcepl:iyablcat 

the site. ltcms. factions,andi)]licscan onlybeplayed 
atan untapped si1e unless specifically allowed at a 
1apped sitesontheircard 

•lnflucnccyour opponeni's resources atthe site 
• Attackyouropponent 'scompanyatthe si1e 

PLAYING AN ITEM 
Toplayanilem, theitemmustcithers1ateitis play-

ableatthesite,orthe si temus1state1hatitcmsof1hat 
typean:playableatthe site. You may tap an uncapped 
charac1erinacompany at anumapped si teandplacc 
theitemwiththat characta. This taps the sitc 

PLAYING AN ALLY 
Playinganally issimilar1oa ni!em. Tapanontapped 

character a1anuntappedsi1c andplace theally withthe 
charac1er. This taps the site. Allicsdonotcountaschar­
ac1ers.exccptfor combatandplayingskill cards. Thcy 
do not countfor companysize 

PLAYING A FACTION 
Toplayafaction.1aponecharacterin1hccompany lo 

make an influence anempl . Roll the dice. add the 
charac1er' s unuseddirectinflucnce.any s1andardmodi­
ficationsforthe character 's race(heroes)orotherfac­
tionsinplay(minions).andanyo1herrnodifica1ions from 
01hercards.tfthen:suhishigher thanthenumberlisted 
onthi,faction. putthefactioninyourMPpilc. and1ap 
1hi,sitc.Thesitcdoesnot 1ap o1hcrwisc 

PLAYING Jl,HNOR ITEMS 
After playing a n:sourcc1hat 1aps 1he site.you may 

tapanother characterinthc companyto play aminor 
item. This may be done even if minor items are not nor­
mally playablc at thc sile 

INI.-LUENCl1'G AN 
OPPONENT'S RESOURCES 
If you arc atthesamcsi1easanopponent·sresource 

or characccr. you may tap a character and attempt to 
intluencchiscard . tf successful.theresourceorcharac-
1cris discarded. You may reveal an identical card and 
playit 

You may make one influence attempt against your 
opponent per tum.you may not makeoneonthcfirst 
tum. and your Wi 1.ard o r Ringwr.lith may not make one 
on th<.: 1um he is n:n;akd. You may not make an influ­
ence attempt against your opponent 
•if you have declared company vs.company combat 

this1um : 
• againsthis Ringwr.iith or Wizard 
• against an item, ally. or follower controlled by his 

Ringwr.iith or Wizard 

lnflucnd ngCharacters 
Toat1emp11o intluenceachar.ic1er. makcarolland 

•Add the intlu.cncingcharac1er's unused direct intlu-

• Subtr.ie1youroppoocm·s unused generalinfluence 
•lf thet:u-ge1characierisafollowcr.sub1r.icthiscon-

1rollingcharacter' s unuseddirect influence 
• Subtr.ictthercsult of arollbyyouropponent 
•Addanyolher modifications from specialabili1ics and 

cards playedbcfon:theroll 
•lf youarcaRingwrai1hand youropponcntis aWi1.­

ard,or vice,·ersa,subtractfive 

lfthemodifiedresult isgrcaterthan1he1arget's mind. 
the target character and all of his non-follower cards 
are di scarded 



lfyourcvealaniden1icalch:irxtercardfromyour 
handbeforcrnakingtheroll,the1argetsmindistreated 
asifi1 were zero. If the attempt is unsuccessful.you 
rnustdiscardtht:charactercardyourevealed. lftheat­
temptissuccessful.inaddi1iontodiscardinglhelarget. 
you may immediately play your card al that site, re­
gardlessofhishon-.esite.Youmusthavecnoughinflu­
t:ncctocontrolthecharactcrinordertoplayhim 

lriflucndnga Faction 
Toinfluenccafaction.yournustbea1thcsitewhere 

thefactionisplayable. Makeaninfluencecheckasfor 
acharacter,cxcep1 
•Instead of mind.tile result mustbegrcatcrthanthe 

numbernomtallyrequiredtoplay1hefaction 
• Applyanyrelevamstandardmodifications 
•Revcalinganidcn1icalfactionreducesthenurnberto 

bring the fac1ionintoplay,ozero,andallowsyouto 
playthatfactionifrheaucmp1issucccssful 

Influencing an Ally 
Toinfluenceanally.makeaninfluenceancmptasfor 

a chara~ter. except 
•Use theally 's mindinsteadofthecharacter's 
•Subtracttheunuseddirectinfluenceofthccharacter 

controlling11leally. 
•Revcalinganiden1icalallycardreduces theally 's mind 

to zero and allows you to immediately p!aythe ally 
wi ththeinfluencingcharacterif1heinfluenccchcck 
·ssuccess' : 

Influencing an Item 
Toinflucnccanopponent's ilem, make an influence 

an empt a.~ for a character. except 
• Themindofthccontrollingcharacteris used 
•Subtract1hcunuseddirectinfluenceof1heitem'scon-

1rollingcharac1er. 
• Youmus1revealanidenticali1cmcardinordertornake 

aninfluencca11crnpt. lfthcinfluenceat1cmp!issuc• 
ccssful.youmayplayyourcardwi1hthcinfluencing 
character 

COMPANY VS. COMPANY COMBAT 
lfyouarea1thcsamcsiteasanopponcnt'scompany. 

and ha,·e not madcan innuence aHernpt against him 
1his1um,you may engage that company in company 
vs. company combat. This anack is declared and en­
acted followingallotheractionsyourcompanytakes 
duringthesitcphasc.Cornpanyvs.com)Xlnycombat 
muslbc:Ringwraithvs.Wizardorvice\'ersa 

Companyvs. companycornbatistreatedlikeana1 
tackwithanurnhcr ofstrikesequaltothenurnberof 

characters intheartacking company.Each strike hasa 
prowessequal 1o theattackingcharacter corrcsponding 
to the strike 

Cards lhat Affect Company vs. Company Combat 
Ei1herplayermayplayresourcestha1affectthecorn­

bat. However, onlythedcfendermay playcardsthat 
affecttheanackasawhole.Hazardsrnaynotbeplayed. 
andhave noeffectduringcompanyvs. companycorn­
bm 

The attack maybe canceled likeanordinaryanack 
However.cardsthat cancelattacksfrom speci ficrace 
typesonlyworkifeachcharacterintheattackingcom­
panyha.soneoftheraceslisledonthecard 

Ass igning Strikes 
Forcompanyvs.companycombat.assignstrikesas 

follows 
l) The defender chooses which of his untap~dcharac­
tcrs wi!l bc: thc targets of given strikcs 

2)Thca11ackerchoosewhich otherdefendingcharac­
tersnotyetassignedas1rikewillbethe1argetofany 
rernainingunassignedstrikescorrespondingtohis 
w11app,edcharac1ers 

3) The defender assigns any remaining strikes to his 
charactersthathavenotbecnassigned strikes 
If there are more strikes than defending characters. 

1hcauackermayassigne~cessstrikes as -1 modifie.-sto 
prowcss.duringthcstrikesequenceoutlinedbelow 

T heStrlkcScqucn« 
S1rikesarercsolvedoneatatimc in theorderchosen 

by the defending player. Foreachstrike,followthese­
qucncebe!ow 
!) The attacking player may play resource cards that 

affectthestrike(uptoonecard thatrequircsskill) 
2) Theanackermaydecide touseanyorall ofhisrc­

tnaining -I modifications from e~tra strikes 
3) An anacking un1apped character may take a -3 modi­

fication to pro"·css so ihat he will no1 automatically 
tap.An a!readytapped character gets- I to prowess. 
andawoundedcharactergets-2 toprowess 

4) A defending untapped character may take a -3 modi­
fication so that he will notautornaticallytap.Anal­
ready tapped character gets -1 to prowess, and a 
woundcdcharactergets -2 toprowess 

.'i)Anuntapped clefcndingcharacterthatisnothimsclf 
thetargetofastrike maytaptogive+ l to the prowess 
of a defending character. 

6)Thedefendingplaycrmay playrcsourcecards that 
affectthestrike{uptoonecardthatrequiresskill) 



Next, the attada,r makes a rol! and adds his modified 
pro,,,ess1ogctthcstrikc'sfi1wlp1un·n.< 

Then. the dekndamakcs a rollandaddshismodi­
ficd pro•••cs> 
•l fthisrcsul!isgrcatathanthcstri kc',finalprowcs> 

the stnkc/ml.<. The charac1cr corrcspondinl! 10 the 
strikciswoumkdand musl make a bodychc·ck (p 

16) 

• lfthisrcsultiscqual lOlhc slrik.:'sfina l prowcss,lhc 
strike was i11effe, ·11wl. No1hinl! hapl"-'ns 

• Othem·isc, thcstrikcwa.s .,uffe.<.efi,I . The1argctchar­
actcriswoundcdandrnuS1111akcaboJycheck 

If a character is de feated III company ,·s. company 
combat, thcopposingplaycrrcc·c i\'cS kill rnarshalhnl,\ 
pointsasindicatcdonthecharac1cr'scanl 

6 · END-OF-TURN PH.i\SE 
Duringthccnd-of-tumphasc, ynu may discard one 

card. Then you must Jraw nr Ji,card ,·ards un1il you 
ha\'ecightcardsinhaml. Youmus1dis.·ardthccard})<'. 
foreyourcsct1ohandsizc.Notc1h:uson1Ccffcctscan 
·ncreaseordccrcascthenumb,;,ofc;ls 'nyourhand 

· PART Ill· 
SPEC IAL SITUATIONS 

Ccrtainsi1uationsoccuratmuhiplcpoinL<in1hctum 
scqucnc,.Jarcc,::rcdhcrc 

l · CORRUPTIO N C HEC KS 
Eachcharac1crhasacorruptionpointtotal.Thiss1am; 

at zero.bu t certain cards will change this 101alJur111i; 
play.Onlyonecorrnptionharnrd mayhcplayedona 
gi\'Cll charact<·r each tllm Nonnally. a character must 
tap to rcmo,·c a corrupuon card.,\ charackr may al 

tempt IO rr movc a conuplion l'ard without tapping, at -
J 10 the roll. If 1h,s opcion is used, only one attc· mpl to 
rc111ovetha1corruptioncardmaybcmadc1ha11Um 

CORRUMION C H EC KS 
Whenacard orothcrcffcc11ndicatcs1hatonc·ofyour 

charac1crsrnustrnakcaconup1ion,·hcck.yournustmak.: 
a rolland addanyappmpnalc modifications 
NothingHapJ>l'n.,._lf1hcrnodificdrcsultisgrcatcrthan 

thccharac1cr·scorTUpl 1on pointlola l. not hinghappcns 
rheCharacleris Di.~cardcd orTappcd- lf1hc modi­

fied n:su lt is l-qual to thc charJCicr's corrup1ion point 
total or one less than thc1oml. ahcrocharactcrf,1i/.1 
1hccorTUpt1 on chcckandyou mus1discardhimalong 
with any non-follower cards he mntrols. A Wiwnl 

failingintlusmannai s climinatcd. lfthccharactc r is 
arninion.hcisnot,·onsida.:d1ohavcfoikd1hc1:hcck 
andistapl"-'d1fno1alrcadytappcd 

!'he Ch~ru tcr i, Elim inatcd- Jf1hc modified result 
1s lcss 1han1hcch:,r:1<.:tcr"scorrupuonpoin1101alby 
1"oormorc.1hccharactcrfi 11/., thccorrup1iond1C<:k 

~:~l~~tninatcd. D1~card any non-follower canls hc 

If a Wizard fail sacorrupoonchcck, hcis irnn1Cd1 -
atdych111inat-·d . Rmg"r;inhs never 111:, l ccorruplU>n 
checks 

2 · RI NC WRt\l T H S 
r··~i.rrg~·~;hs h;l\'C mau y >IJCci:11 effects, which arc sum-

• A R,npna,th may only hem" <:ornpauy with non 
Rmgwranhchar:Jctcr~ ifhcis a1 al)arkha\'cn 

• Anyrmj!inthcRrng"rairh·,cornp:myat1hchq.111-
ningoftl1Ccnd-of-t11rnphascisautomatica\l y1c,tcd 
Any test iu a Ringwraith"s rnmp:my ha.< a modifi,·a· 
tlonof -2 

• A Ringwrai1h may carry i1c ms. hu1 such i1cm> have 
nol'ffr,·t 

• R.-n
0
:···11c" ·rrnakcc1rr , fon'··cb.andc ·,r• 

mp!ion halards may nol hc played on Ringwraiths 
• A RingwrJ1th 111:,y not us..· a ,it<: palh that ~on1a111s 

Coa.<lalS.:arq;ions 
• A Ringwrait h's com1>any may not use rcgio1, move 

• lfabodychcckag3in,1:1RingwrJi thisuacllycqual 
107or ~.1hco RmgwrJnh is returned 10 your ham! 
You Jo not lose 111<· i;anJC 1fyour Ring"ranh is rc-
1110,·cd in lhi s fashion - you may hring such a. 

~;','.~gwraithha.,·k into play 1hc sa111C wa.yyou rc,·calcd 

• The full Middle-r.mll: l.idlr.u Eye ruks include pro 
visionsfor Ringwraiihfollowcrs( p.58) 

3 · RI N G ITEM S 
King "P'-'~ial iwms ar<: more rnmplicalcd to play than 

normal i1crns. Firs1, you musl play a gold rini; item ~t 
~nappropriat.:sil.: . Th.en you 111us1 ha,·cacarJorcffcct 
1h.1t 1r.<1.< thcgoldring.Whcnyou tcs t al!oldnng,rnakc 
a rol1.0n1hci;oldringitcmwillhcalistofrcsults.3nd 
wha1ring>pcciali1crnsyoucanplay. lfyouhJ\'COllcUf 
thc indica1cdspccialri ngitcmsinynurhand.yournay 
rcplaccthcgoldringi1cmwiththcspcci3l ringi1crn . ln 
anycasc,d iscardt l1Cgoldringi1c111wheniti>lc>t<ed 



4 · SID EBOARDS 
Your sideboard allows you to make minor modifica• 

tioos toyourdcckduring play. 

Using Your SidehoardWhen 
You Exhaus t Your Deck 
Whcncvcryou exhaust yourplaydeck. youmayex-

change(before reshufmng) up l05cards be1ween your 
sideboard anddiscardpik.Each cardtnkcnfromyour 
sidcboardmustbereplaccdby a cardfromyourdiscard 
pile 

Us ing YourSideboardWhen 
You Tap Your Ringwralth or Wli.ard 
During you organ ization phase. you may tap your 

Ringwraith or Wizardto bring upto 5resource am1/or 
character cards from yo ur sideboardintoyourdiscard 
pile 

Al1emative ly,i f yourplaydeckhasatleas1Scards. 
yournay tapyourRingwraith orWiz.anl to bring one 
n,sourceor charactcr cardfrom your sidcboardintoyour 
play deck (reshufne) 

Using Your Sidcboard When 
Your O pponent 's Wizard or Ringwraith is in Play 
At 1heend of your opponent's untap phase. if your 

opponent 's Ringwraith or Wiu,rd is in play, you may al 
thispoi111bring upto fi vc hazard cardsfromyour side­
board 10yourd iscardpile; or. if yourplay dcckha.sat 
kast Scards, youmay bringoneha1..ard cardfrom your 
sideboardintoyourplay dcck (rcshufflc) 

[f you mo\'Ccards fro m your sidcboardinthis fash­
ion,thehaz:u-dlimit for each of your opponem·scom­
panics is reduced to half of normal for the rest of the 
tum (roundup) 

S· TI M ING 
You and your opponent may both want to perfonn 

ac1ions at1hesamc timc oractions thatarc sequc: nced 
wi1h respec11001her ac1ions.Suchactionsoftenin clude 
playing a card. tapping a characteral ready in play. and 
revcal ing an on•guard card 

Your opponent may always declare an action in re ­
sponscbcforeyouraction isresolved. Youmay respond 
10each other 's actions unt ilneitherplayer can,orwants 
to,perfonnan action 

Youmust givcyour opponc111a chance 10 respondto 
everyaction. and viceversa. lf youperfonnan action 
andmoveon1o an 01 her action without giving your op­
ponema chancc to n:spond,youmust "back-up .. if he 
wan1s to respond 

A series of declared actions is called a chain of ef­
fects. Youalways have the optionofdcclaringthefirst 
action ina chainof cffects duringyour tum. Theac­
tions in a chain of effects arc resolved one at a time 
from!astdedan:dtofirstdedarcd. Thatis,thcla.stde· 
dan:dactionis resolvcdfirst.andthe firstdeclaredac­
tion is resolved last. This is called last in firstou1, or 
LIFO.order of resolution 

An act ionina chain of cffects is negated ifthe condi-
1ions rcquircdto perfonn it arcrn:gatedby another ac­
tionthat is resolvedbeforeitinthechain ofcffects 

Creatu re hazards may not be played in response to 
other actions. They mus1alwayss1anachain of cffccts 

6 · UNIQ UE, 
CANNOT BE D U PLICATED, 
& MANI FESTATIO NS 

lfa card states that itis"uniquc" orthatit "cann(l{bc 
duplicated.'' onlyoncsuch card (orits effects)may bc 
in play at a time. Cards in the marshalling point and 
out-of-play pilesan:inplayfor this purpose. Tllefirsl 
cardplayed1akespreccdence (innuenccchccksmay 
change 1his). This restrictionapplies toall cards in play 
(bothyoursandyour opponcnt's) 

Some cards may nOI bcduplicatcdonaspecific tar­
get. Multiplc copicsor such a card can bc in play, so 
long as each applies to a differen t target. A card that 
cannotbcduplicatcdmay bcplayedwhenacopy isal­
ready inplayonly ifthe copy inplayiscum:nllybcing 
1argctcdbyaneffecttha1willdiscardi1 

Certainentities haveseveraldiffcreot mtmiftJ/af/ons, 

20 

eachreprescnted byadiffen:nt card. lfonc manifcsta-
1ionof suchan entity is inplay, you mayno1 playan­
other manifestation of the same entity. If one manifcs­
ta1ion of such an entity is in 1he out-of-play or marshal · 
ling poinlpiles,youmaynotplayany furthermanifcs-
1acio11s of1hat entity 

Certain herorcsources andminionresourccs havc 1he 
same name. These resources are considered manifes1a-
1ions of each 01 her. 

7 · EXHAUSTI NG 
YO UR PLAY DECK 

You exhaustyourdeckwhen youdrawthefinalcard 
from it. Discardanycards that arcdiscardcdwhena 
deck is cxhauslcd, andmakc any exchanges with the 
sidcboard {seeabovc). Then shuffle yourdisc:ard pilc 
This becomes your new play deck. Place all of your 
discardcd sites back intoyourlocationdeck 



Collected Rulings File #15



Introduction

This is version 15 of the collected clarifications to the rules for the Middle- earth:

Collectible Card Game, up to May 29, 1999; including up to digest 578 of the

mailing list. Some of these clarifications are considered errata to the rules or

cards, and are noted as such. The Turn Sequence and Rulings by Term sections are

specifically considered clarifications to the rules, and are therefore overridden by

card text that specifically does so. A complete list of errata is included. There will

be periodic updates to this file, and items marked with a "@" are new or changed

since the last version.

New rulings that clarify ambiguous situations take effect immediately. Reversals of

old rulings, changes to the rules, and new rulings not covering ambiguous

situations will not have an effect on tournament play until two to four weeks after

they are made. Every other Monday, starting November 3, 1997, will be a Rulings

Monday. On a Rulings Monday, delayed rulings that have been made will be

announced on the internet, and rulings that were announced on the previous

Rulings Monday will take effect.

The main thing to remember, when making rulings based on the rules and the

cards, is that if it isn't there, then it isn't there. If a card says a site counts as a

Haven for purposes of healing, that does not mean the site counts as a Haven for

any other purposes. If a card says it can be played as a resource, that does not

mean it counts as a resource at any time except when it is being played.

Remember: If it isn't there, it isn't there.

Tournament rules for MECCG differ slightly from the rules for casual play. Rulings

marked with a "#" differ from those in tournament play. When playing in a

tournament, be sure to check the Tournament Rulings section.

If you have any further questions concerning MECCG, you can either:

● Write Iron Crown Enterprises at P.O. Box 1605, Charlottesville, VA, 22902.

● Email the official rules representative, Van Norton, at:

mailto:vnorton@mindspring.com

● Post the message to the Usenet news group rec.games.trading-cards.misc,

with "[MECCG]" in the subject line.



Turn Sequence Rulings

Beginning of the Game

● # If a character is put in the deck due to duplication in the starting company,

then it does not count against the 10 character limit.

● # You should either draw numbers for the whole game or roll dice for the

whole game.

● Your starting company can only contain 20 points of unmodified mind.

● Non-character cards duplicated in the character draft may not be placed into

the play deck.

● Your starting hand is eight cards, regardless of what characters you have at

particular sites.

Untap Phase

● Corruption checks triggered at the end of the untap phase happen after

everyone untaps.

Organization Phase

Choosing a New Site

● Rules Erratum: When a company splits, any of the resulting companies can

move with region movement. Region movement is not limited to one

company of a split.

● Any single site path cannot have more than one copy of a particular region.

● Any company may declare as its new site a site already on the table. That site

will remain on the table at least until the end of that company's

movement/hazard phase.

● Two companies may not start at the same site of origin and move to the same

new site.

● Effects that are played during the organization phase, and depend on the site

or site path of a moving company, create an effect which is not declared until



the new site is revealed. If the site or site path is not of the appropriate type

when the effect resolves, the resource has no effect. If the company has

multiple movement/hazard phases on the same turn, the card applies

separately to each phase, having an effect only if the correct conditions are

met.

Followers

● A character cannot use a bonus to direct influence against "Blue Mountain

Dwarves" to control characters with the home site Blue Mountain Dwarf-hold.

The bonus only applies to the faction.

● Bonuses to direct influence against characters apply only once, not for each

character.

Organizing Companies

● When a company splits up, its player chooses which characters are the

original company and which characters are a new company, unless otherwise

directed by a card. All resource permanent-events played on the original

company stay with the original company.

● Company composition changes that you choose to make, including bringing a

character into play, must all be done at the same time during the organization

phase. During this time no other actions may be taken.

● If a company splits, all but one of the split companies must attempt to move

to a different site this turn. The company may not rejoin in the same phase.

● You may transfer a character from one company at a site to another, without

creating a third company.

● See also Company and Influence.

Playing Characters

● Rules Erratum: You may play a character if you do not have enough influence

to control them. However, if there are any characters you do not have the

influence to control at the end of your organization phase, the character you

brought into play this turn must be returned to your hand.

● If you play a Ringwraith at a non-Darkhaven site where there is one of your

non-Ringwraith companies, one of the companies must move that turn. If



both companies are still there at the end of the movement/hazard phase,

discard the non-Ringwraith company.

Storing Items

● Minions who roll equal to or one less than their accumulated corruption when

storing an item are only tapped.

● A minion who taps from a corruption check for storing/transferring an item

still successfully stores/transfers that item.

Long Event Phase

Movement/Hazard Phase

General

● Annotation 25: A company is considered to be at the site given by its site card

at all times except from the moment their new site card is revealed during

their movement/hazard phase until their old site card is discarded during the

same movement/hazard phase. During this period a company is considered to

be en route between sites and not at any site.

● Annotation 25a: A company's movement/hazard phase is concluded when a

moving company removes its site of origin and both players agree to reconcile

(discard down to/draw up to) their hand sizes. No resources (and obviously no

hazards) can be played, and no resource effects can be activated, until the site

phase or until both players have drawn cards for the movement of a following

company.

● Annotation 25b: Players drawing cards when a new site is revealed is

synonymous with the resolution of the new site being revealed. It happens

immediately, not in the following chain of effects.

● Annotation 26: If at the start of a player's movement/hazard phase, there are

multiple effects in play such that their net effect depends on the order they

are applied, the player who is currently not taking his turn (i.e., the hazard

player) decides the order in which they are to be applied. Once this

interpretation is established, all further actions are applied in the order they

are resolved for the rest of the turn.



● Once the effects of an environment card have been applied to a target during

a given movement/hazard phase, that effect is not applied again to that target

during the current turn.

● When you draw cards for movement, you may continue drawing cards until

you either want to stop, or have drawn the number of cards allowed for the

movement.

● Companies at the same non-Haven/non-Darkhaven site must join at the end

of all movement/hazard phases, before the site phase starts. Companies at

the same Haven/Darkhaven site may join at this time.

● If companies would join at the end of the movement/hazard phase such that

the company composition rules are violated, one company of the hazard

player's choice must return to its site of origin.

● If two companies join at a site, cards affecting one of the companies now

affect them both.

● Removing the site of origin and resetting to hand size are simultaneous

actions, and they are the last actions in any movement/hazard phase. This

means a moving company is not at a site until the site phase.

● The same region (as in region card) may not occur twice in a single site path.

● A non-moving company's current site is considered its new site for card play.

Movement

General

● If a company does not move, it still has a movement/hazard phase. No cards

are drawn based on the company's movement, and the only hazards that can

be played on the company are creatures that can be keyed to the company's

site and events.

● Lebennin and Ithilien are not adjacent, even though they look that way on

some maps.

● If a company moves twice in one turn, resources played during the

organization phase, like Secret Passage, are reapplied to the company at the

beginning of each of their movement/hazard phases, if the conditions of the

card are met.

● If both players have access to region movement, then neither player may be

stopped from using region movement. Access includes region cards or an

appropriate map.



Playing Hazards

● Some hazard permanent-events allow you to tap or discard them for an effect,

and this does not count against the hazard limit unless specified otherwise on

the card.

● Hazards may only be played on a company whose movement/hazard phase is

being resolved, or on the site they are moving to. Long-events and

permanent- events may affect more than one company even though they are

only played "on" one company.

● If a card must be keyed to two or more instances of a region type, those

region types do not have to be consecutive in the site path.

● If you say you are done playing hazards and your opponent plays a resource

before the movement/hazard phase ends, you may then resume playing

hazards, assuming you have not yet reached the hazard limit.

● If a company is moving from a surface site to an Under-deeps site, hazards

may not be played keyed to the region of the surface site.

● Angmar Arises, In Darkness Bind Them, and Reaching Shadow may not be

used to play creatures keyed to double shadow-lands.

● A creature "played at" a site is the same as being "keyed to" the site.

● A creature "played at a site in" a region is the same as being "keyed to" the

site by name.

● For the purposes of interpreting hazards, no Darkhaven or Haven has a site

path except for Geann a-Lisch.

● You check the hazard limit at declaration and resolution. At declaration there

must be less hazards already declared than the hazard limit. At resolution

there must be no more hazards declared than the hazard limit.

Returning to Site of Origin

● If a company returns to its site of origin, its site path immediately disappears,

and its movement/hazard phase immediately ends.

● An effect that returns a company to its site of origin may not be declared in

the middle of an attack.

● Rules Erratum: If a company returns to its site of origin, it may do nothing

during its site phase. A company failing it's underdeeps movement roll is not

effected by this rule.



Combat

General

● Side effects of losing a character are resolved immediately after the character

is lost, before other characters resolve their strikes.

● All strikes of an attack must be assigned before any are resolved.

● See also Ally and Body Check; and Turn Sequence, Site Phase, Company vs.

Company Combat.

Attack

● Annotation 12: An attack is considered to be resolved and concluded when

the final strike, all special actions resulting from the final strike, and the

associated body check are resolved.

● Annotation 13: An attack may not be canceled once its strikes have been

assigned. A strike may not be canceled once the dice-roll for the strike has

been made.

● Annotation 14: A canceled attack has no effect on its target company, except

that the company is considered in its history to have faced the attack.

● Annotation 15: An attack must be the first declared action in a chain of

effects, i.e., a creature card may not be played in response to another card in

the same chain of effects. Revealing an on-guard creature is an exception.

● In order to cancel an attack or to directly affect an attack, the character doing

so must be in the company facing the attack. Note that the region/site type a

hazard creature was keyed to can be affected otherwise.

● Cards only modify attacks if they say they specifically mention attacks.

● When a minion company defeats an attack with no * by the MPs, the creature

goes to the out-of-play pile belonging to the person who played the attack.

They may still be taken as a trophy, but go to the appropriate out-of-play pile

when the trophy is discarded.

● Excess strikes applied as -1 modifiers do not have to have their body defeated.

● If an attack states all characters in a company face a strike, then effects which

allow a character to face more than one strike have no effect against the

attack. Similarly, effects that change the attack's number of strikes have no

effect. As an exception, effects which reduce the number of strikes to a

specific number do work.



● Any effect that would change the number of strikes for an attack may not be

played after strikes are assigned. This includes cards that have other

additional effects, and cards that only indirectly change the number of strikes.

● Attacks created by events are not keyed to anything unless specifically stated

as being keyed to something on the card.

● There are three levels of cards which reassign strikes. Alatar is the top level,

and overrides any other conflicting card which changes the assignment of

strikes. Cards which say they "always" or "in all cases" change the assignment

of strikes are the next level, and override any other conflicting effects except

Alatar. Cards which say they change the assignment of strikes "regardless of

..." certain factors are the third level, and are overridden by all other effects

from conflicting cards. If two effects on the same level conflict, the resource

overrides the hazard.

● If an attack can not be cancelled, strikes from the attack may still be cancelled.

● An attack is considered faced by a company if it successfully resolves in its

chain of effects.

● Attacks or strikes keyed by name to a region or site cannot be cancelled by

effects which refer only to the type of the region or site.

The Strike Sequence

● Annotation 16: When a wounded character becomes unwounded, he is

considered in his history to have been wounded and must face any special

actions the wounding strike presented him.

● Annotation 17: The only actions that may be declared during a strike

sequence are those outlined in Annotation 18.

● Annotation 18: When a defending player chooses to resolve a strike against a

particular character, the only actions that may be taken by either player until

the strike dice-roll is made are the following: playing hazard cards that affect

the strike, the attacker may decide to use any or all of his remaining -1

modifications due to strikes in excess of the company's size, a target untapped

character may take a -3 modification so that he will not automatically tap, and

the defending character may play resource cards that affect the strike. An

action that has the condition that a target character tap, but which otherwise

has an effect not outlined here, may not be declared at this point. This is true

even if the recipient of the strike would be the target character tapping and

thus receive -1 to his prowess.

● Annotation 19: Following each successful strike or failed strike, a body check

must be rolled (unless the failed strike has no body). However, if the strike



calls for any special actions to follow it (e.g., a character wounded by

"William" may be required to discard his items), these special actions are

resolved before the body check. The body check is the first declared action in

a nested chain of effects that immediately follows the strike dice-roll and

special actions resulting from the strike. Other actions may be declared in

response to a body check, in the same chain of effects, but these are limited

to those actions that directly affect the body check dice-roll. E.g., Tookish

Blood could not be declared in response to the body check caused by Giant

Spiders wounding a Hobbit. No action may be declared in response to a

special action resulting from a strike unless the special action is a dice-rolling

action, i.e., a special action is generally considered synonymous with the strike

dice-roll. If the special action is a dice-rolling action, an action may be

declared in response to it if the action directly affects the dice-roll.

● Annotation 20: If more than one special action is to follow a strike, the

defending player decides the order they are resolved.

● Annotation 21: A successful strike against a character is synonymous with that

character being wounded, i.e., inverting a character card on the playing

surface is not a separate action from the successful strike.

● Wounded characters only suffer a -2 prowess. In general, wounded characters

are not considered tapped.

● Non-item prowess bonuses are applied in the order the player controlling the

character decides.

● If a character is facing two strikes, and the first strike kills the character, the

second strike is considered successful.

● There is time between the strike sequences to take actions that are otherwise

legal.



Site Phase

General

● Items, factions and allies must be played during the site phase.

● There is no one resource card per site phase rule. However, the tapping of the

site usually limits you to one card per site phase.

● The site taps upon successful play of the resource that would tap it.

● A company may not play any resource during the site phase until they have

faced all automatic-attacks, unless that resource directly affects an

automatic-attack. Removing an automatic-attack does not directly affect it,

although cancelling does.

● You may only play a free minor item after playing an ally, faction, or item that

taps the site.

● See also Item.

● Play of an ally, item, faction, or resource card which will normally tap the site

must be after the company resolves all automatic, agent, and on-guard

creature attacks.

Company vs. Company Combat

● The defender may take actions that affect the attack or any of the strikes. The

attacker may only take actions that affect individual strikes.

● True Fána and Sacrifice of Form cannot be used in company versus company

combat.

● Rules Erratum: Hazards effects in play that affect attacks have no effect on

company vs. company combat.

● Only the defender is considered to be facing an attack, but all characters are

considered to be facing strikes.

● Tapped defending characters choose their strikes after untapped attacking

characters have assigned their strikes.

● Minion and hero companies can attack each other. Hero companies may not

attack each other. A Fallen Wizard covert company is considered a hero

company.

● See also Card Rulings, Swarm of Bats.



the company that site phase. Note that this clarification is looser than the rule

printed on p.61 of the Unlimited Rules book

● A successful ring test does not allow an on-guard card to be revealed.

● You may reveal a card in response to an influence attempt against a faction

even if the on-guard card only has an effect if the attempt is successful. You

may also reveal a card in response to such an attempt that affects the actual

influence attempt.

● Only declared or on-going cards and effects can be considered when

determining the validity of revealing an on-guard card. Potential effects that

have not been triggered cannot be considered.

● A card cannot be revealed that:

○ Returns a company to its site of origin.

○ Taps a company's site.

○ Potentially removes a character from a company, besides combat or

corruption checks.

○ Forces a company to do nothing during its site phase.

○ Directly taps a character in the company.

● A card that potentially removes an ally from the company can be revealed, so

long as it otherwise is legal.

● The on-guard card is not considered to be in any player's hand.

● When an on-guard card is revealed, it immediately ceases to be considered an

on-guard card.

● Creatures may only be revealed on-guard if there is an automatic-attack at the

site.

● If two companies are at a Haven, on-guard cards played on one company can

only be revealed against that company, and can only affect that company

(unless the hazard states it affects all versions of the site).

● If the site an on-guard card is played on leaves play before the site phase, the

on-guard cards are returned to their owner's hand.

● See also Burglary Attempts.

End-of-Turn Phase

● End-of-turn effects are triggered by the ending of the End-of-Turn phase.

Once both players are done with all actions in the End-of-Turn phase, all

End-of-Turn effects are declared and resolved in the order chosen by the

current player. No further actions may be declared that turn.



● Cards may be played during the End-of-Turn phase after hand size has been

reconciled.

● Replacing one site with another at the end of the turn counts as movement,

without a movement/hazard phase.

End-of-Game

● These rulings apply to any end game, whether it is the Free Council, the

Audience with Sauron, or the Day of Reckoning.

● Characters may tap to aid corruption checks, if they are in the same company.

● Long- and permanent-events still in play will still have an effect.

● Only resources that directly affect corruption checks may be played during the

Free Council. This includes cards that reduce a character's corruption point

total or prevent a character from being discarded.

● When determining if more than half of your marshalling points come from

one type of marshalling point, ignore negative marshalling points. The easy

way to do this is if one category is more than half of your positive marshalling

points, reduce that category to equal all of your other positive marshalling

point categories combined.

● To calculate marshalling points at the Free Council, follow these steps:

1. Total up the marshalling points for each category. The modifications from

My Precious, factions played on a leader, and eliminated characters apply

now.

2. If your opponent has no points in a category double your points in that

category. Doubling does not apply to the Miscellaneous or Kill categories.

3. If one of your categories accounts for more than half of your positive

marshalling point total, reduce it so that it has the same number of points

as the rest of your positive categories combined.

4. Subtract any points that are subtracted from your total, including points

from unique resources your opponent has duplicated in his hand.

5. See also Under-deeps.

● Marshalling points that minions have at an Under-deeps site do not count for

calling the Audience with Sauron, but do count at the Audience with Sauron.

● You may only call the Free Council if you have met the deck cycling and

marshalling point requirements, not only if your opponent has.

● You may not receive kill MPs from a card you played.

● MPs from special and minor items count as item MPs.



Rulings by Term

Actions

● Tapping a resource can only be done at a time when you could otherwise play

a resource event.

Active Conditions

● An active condition must be in play or established when the action requiring it

is declared. Active conditions serve as the price of an action. They are

restrictions on the player invoking the action.

● Annotation 5: If an action requires an entity to tap as a condition for the

action's main effect, that entity must be untapped when the action is

declared; else, the action may not be declared. Tap the entity at this point;

this is considered synonymous with the action's declaration, i.e., it is not a

separate action. When it comes time to resolve the action in its chain of

effects, that entity must still be in play and tapped or the action is canceled.

● Annotation 6: If an action requires an entity to be discarded as a condition for

the action's main effect, that entity must be discarded when the action is

declared; this is considered synonymous with the action's declaration, i.e., it is

not a separate action.

● Annotation 7: If any other active condition for an action does not exist when

the action is resolved, the action has no effect; if the action was playing a card

from your hand, it is discarded.

● Annotation 8: An action that requires a target is considered to have the active

condition that the target be in play when the action is declared and when it is

resolved. An action may not be declared if its target is not in play. However,

dice-rolling actions may always be targeted by other actions declared later in

the same chain of effects.

● Your opponent's resources may be the active conditions for your resources,

but may not be the targets for your resources.

● If an "alternative" or "additional" effect does not have any "playable ..."

conditions, then the "playable on ..." conditions from the primary effect of the

card apply. The following cards are exceptions to this rule: Gloom, Good Sense

Revolts, Half an Eye Open, Heedless Revelry, Here is a Snake, In the Name of



Mordor, Inner Cunning, Nobody's Friend, Withdrawn to Mordor, and Wolf-

riders.

● See also Target.

Agent

● Rules Erratum: A tapped agent may take an action to untap (i.e., move from

tapped status to untapped status).

● Rules Erratum: An agent may tap to play creatures at a site if the company is

moving to the site.

● Rules Erratum: Agent attacks against minions are always detainment.

● Playing a card that makes an agent attack is considered the attack's

declaration.

● Agents are not creatures.

● Rolls made by agents during combat are done simultaneously with rolls made

by characters during combat, after step 4 of the strike sequence.

● Only face-up agents are considered for uniqueness.

● While in play agents played as hazards may not become minion characters,

and agents played as minion characters may not become hazards.

● An agent played as a character in a Ringwraith deck can only be played at his

home site.

● When constructing a Ringwraith deck, agents are always considered

characters. The maximum of 36 mind of agents in your sideboard and play

deck combined still applies.

● Agents count as both characters and hazards during the game in a Ringwraith

deck.

● To wound an agent you only need to defeat the prowess of one strike. To

eliminate an agent you must defeat the prowess and body for all strikes.

● Revealed agents may return to their home site, even if they are at one of their

home sites.

● Cards played on an agent remain face up when the agent turns face down.

● Agents may not move to any version of a hero Haven, unless they have a

special ability allowing them to.

● Fallen-wizards use minion rules for agents, except where specified by the

White Hand rules insert.

● Only Elven agents can move to a site that is a Wizardhaven.

● Agent attacks are not keyed to anything.



● When an agent is revealed, only the site he is at will be affected by

environment cards.

● Agents do not get the -5 penalty for influencing across alignments.

● If you are a Ringwraith, your agents may move as if Dagorlad and Udûn are

adjacent.

● The rules on agent movement do not apply to revealed agents, since they

refer to the first site card played, which is discarded when the agent is

revealed the first time.

● When you flip an agent face down, leave it's current site face up with the

agent. That now counts as a legal first card "played" for when you reveal the

agent again.

● Agents in starting companies count against the 36 mind limit.

● An agent may only attack once per site phase.

● See also Card Effect Limitations.

Ahunt Manifestations

● If one Ahunt is out and you move through two or more of the regions listed on

it, then you face the attack once.

Ally

● Allies may tap to cancel attacks from Slayers and Assassins.

● Allies cannot be targeted to be taken prisoner, and otherwise cannot be taken

prisoner.

● If an ally may not be attacked by certain attacks, he may still tap to give +1

prowess to characters facing such attacks.

● Playing an ally is not an influence attempt.

● If an ally's controller leaves play for any reason, that ally is discarded.

● Allies can be healed as if they were characters. Otherwise, allies are only

considered characters for the purposes of combat and playing skill cards.

● Allies count as characters for the purposes of combat, including performing

actions in combat that characters do (getting assigned strikes, tapping for +1

to prowess) and for the play of cards that directly affect the attack.



Balrog

● Erratum: Balrog players receive no MPs for heor items played at their

darkhavens.

Burglary Attempts

● After a successful burglary attempt, another character may tap to play a minor

item.

● The character who fails the burglary roll must face the automatic-attack as

though he were a one-character company. He can receive no combat support

other than what he himself can provide.

● On-guard creatures are faced by the whole company after a Burglaring

attempt, regardless of the success of the attempt.

Body Check

● Annotation 22: When a character fails a body check, his items may be

immediately reassigned to unwounded characters in his company, one item

per character. Reassigning of the eliminated character's items is considered to

be synonymous with his failed body check, i.e., no action may take place

between the failed check and reassigning the items. Unassigned items are

discarded.

● Effects that modify a character's body also modify the number an Orc or Troll

would be discarded on. A maximum to body applies equally to the discard

number.

● If an Orc or Troll could be discarded and eliminated by a result, discard them

instead of eliminating them.

● "Affecting the body check" includes modifying the die roll or the body of the

character making the check.

● See also Movement/Hazard Phase, Combat, General.

Cannot be Duplicated

● Annotation 11 (modified from its original version): Some cards cannot be

duplicated in limited cases -- generally on a specific target. Multiple copies of

these cards or their effects may be in play normally, so long as each applies to

a different target. A card that cannot be duplicated can be played when a copy



is already in play only if the copy in play is currently being targeted by an

effect that will discard it.

● Short-events that cannot be duplicated cannot be played if a card of the same

name is currently having an effect on play.

Card Effect Limitations

● You may not play the following cards if your opponent is a Ringwraith or

Sauron. Additionally, if you are not a Ringwraith or Sauron, a Ringwraith or

Sauron opponent can play these cards against you and not be affected by any

of their global effects.

○ All hazard events that require an agent*

○ Bane of the Ithil-stone

○ The Black Enemy's Wrath

○ Foul Fumes

○ In the Heart of His Realm

○ Mordor in Arms

○ Mûmak

○ Worn and Famished

○ * Near to Hear a Whisper and Sudden Fury from Middle- earth: Against

the Shadow and Great Need or Purpose may be played because they do

not target a specific agent.

● The following cards are also listed in the MELE Rules book as having no effect

on a Ringwraith/Sauron player, but this interpretation has been modified.

● Chance of Being Lost and Winds of Wrath: You may play these cards against

any opponent who is using the same type of location deck (hero sites or

minion sites) as yourself.

● Great Secrets Buried There: This card may be played against a Ringwraith or

Sauron player.

● The Nazgûl are Abroad: This card may be played against a Ringwraith or

Sauron player. The only restriction is that the first two paragraphs are ignored

when you play Nazgûl creatures against a Ringwraith or Sauron opponent. Any

player can recycle Nazgûl hazards as stated on the card.



Challenge Decks

● Page 12 should say that companies must join at non-Haven sites. Companies

at Havens at the end of the movement/hazard phase may join or not as they

choose.

● The end-of-turn phase was left out of the rulesbook. During the end of turn

phase you may discard one card, then you must reset to hand size.

● In the Dwar deck (H) and the Indûr deck (J), the Arkenstone should have the

icon for a play deck card, not a sideboard card.

● Old Forest should read "healing effects," not "healing cards."

Character

● A character enacting an effect counts as a character in his company, and may

affect himself as a character in the company.

● A character in play must always be in one of three independent states:

untapped, tapped, or wounded.

● You can have three of a non-unique character in your deck.

● Prowess modifications due to tapped and wounded status apply only during

the strike sequence.

● See also Turn Sequence, Organization Phase, Followers and Playing

Characters.

Command Cards

● Command cards return other command cards of the same name to your hand.

Company

● If all characters in a company are removed from the company, all resource

permanent-events played on the company as a whole are discarded.

● If all characters in a company leave play, the site goes to the location deck or

discard pile, depending on its tapped status. If this happens during the

movement/hazard phase, the site card stays in play until the end of all

movement/hazard phases. In this case, on-guard cards may still be played on

the site.



● The following allies make a company overt: The Balrog, Creature of an Older

World, Great Bats, Great Lord of Goblin-gate, Last Child of Ungoliant,

Regiment of Black Crows, and "Two- headed" Troll.

● Entities associated with a company include the characters, allies, and items in

the company, and any events played on the company or on another entity in

the company. The new site and site of origin are not entities associated with

the company.

● A hero company is Wizard player's company, or a Fallen-wizard's company

that has no Orcs or Trolls. A minion company is a Ringwraith player's company,

or a Balrog player's company. An overt company is a company with Orcs

and/or Trolls in it. Note that some allies can make a company overt, but

Half-orcs do not.

● See also Turn Sequence, Organization Phase, Organizing Companies; and

Influence.

Corruption

● Rules Erratum: Corruption cards must always start a chain of effects.

● Annotation 23: When a character fails a corruption check, the standard effects

of this (i.e., the character being discarded or eliminated and his items being

discarded) are implemented immediately and are considered synonymous

with the failed check. A card causing the corruption check may modify the

standard effects of a failed check (e.g. The Precious), but this timing would not

be changed. Certain cards, e.g., Traitor, which do not cause a corruption

check, but specify an action that results from the passive condition of a failed

check, take effect as the first declared action in a chain of effects immediately

following the chain of effects that contains the corruption check.

● Characters with 0 corruption points must still make corruption checks.

● A character may attempt to remove a corruption card without tapping. The

roll is at -3.

● You can not attempt to remove a corruption card without tapping if you have

attempted to remove that card already this turn. You may not tap to remove a

corruption card that you tried to remove without tapping already this turn.

● The resolution of a character tapping to give +1 to a corruption check happens

when the corruption check itself resolves.

● If an effect is in play that prevents a character from being discarded, the

character is not considered to fail his corruption check if a result is achieved



that would discard him. A Wizard would not be eliminated and his player

would not lose the game.

● A character attempting to remove a corruption card on another character may

ignore the tapping requirement and receive -3 to the roll.

● See also Turn Sequence, Organization Phase, Storing Items.

Darkhaven

● Rules Erratum: Attacks keyed to Darkhavens are detainment.

● Whenever a hazard affecting heroes refers to a Darkhaven, interpret it as

referring to a Haven instead.

● Attacks at Darkhavens are canceled only if the company is at the Darkhaven.

● Darkhavens count as their own nearest Darkhaven.

Detainment Attacks

● When a strike from a detainment attack succeeds, the character who was

facing that particular strike must tap.

● Attacks that have special effects when they wound a character do not have

that effect when they are detainment attacks. This is because detainment

attacks never wound a character.

Discard

● A discarded non-Wizard/non-Ringwraith character may be brought into play

again by any player.

● When a card is discarded, so are all permanent-events on that card.

● Cards discarded from a player's hand must be discarded one at a time. This is

mainly to allow a Pallando player to see each card as it is discarded.

● Whenever a character is discarded, all non-follower cards played with that

character are also discarded.

● If a card leaves active play, including being returned to a player's hand, it

immediately ceases having an effect on play.

● Cards in the discard pile do not remember how they were played.

Dragons

● Dragon automatic-attacks are not considered manifestations of any unique

Dragon.



● If a manifestation of a unique Dragon is defeated, then the automatic- attack

at the associated site is removed, and that site therefore loses its hoard

status.

● If you defeat the attack from a Dragon manifestation, you get kill marshalling

points from the manifestation as if you had defeated a creature.

Eliminated

● When a card is eliminated, all permanent-events on that card are discarded.

Exhausted

● Permanent-events discarded when the play deck is exhausted are shuffled

into the new play deck along with the rest of the discard pile.

Fallen-wizard

● The white hand symbol on the Fallen-wizard card is that Fallen-wizard's

general influence once he is revealed. Prior to that, his general influence is 20.

● A Fallen-wizard may use a minion resource to cancel the automatic-attack at a

hero site, and vice versa.

● Fallen-wizards may not play characters with more than five mind, but if they

have one in play the character is not discarded.

● A Fallen-wizard is at -5 for influence attempts against a Ringwraith, but not

against a Wizard.

● Fallen-wizards may not use starter movement, but they may use any other

form of movement.

● Fallen-wizards use Ringwraith rules for agents.

● You may not declare yourself as a specific Fallen-wizard unless you have his

card in your deck.

● Fallen-wizards can have a character with more than five mind, they just can't

start with one or play one.

● For starting companies, minor items come into play after characters, so they

cannot affect a character's mind for the purpose of playing him.

● When a site is replaced with a site of the opposite alignment, the new site

comes into play in the same orientation as the other site.

● You may use minion or hero resources to affect the automatic-attack at a site,

regardless of the site's alignment.



● If any version of a site is in play or in your discard pile, you may not play

another version of that site.

● Fallen-wizards may receive one extra MP for factions played on a leader.

● Fallen-wizards may not play Bade to Rule

● If you reveal your Fallen-wizard, and no longer have enough influence to

control your characters, discard other characters until you can control them

all.

● None of a Fallen-wizards MPs may be modified by non-stage resources.

● See also Specific.

Gold Ring Item

● When a gold ring item is tested, the ring is discarded and its marshalling

points are lost whether or not you are able to play a special item.

● Ring special items played as a result of storing a ring at a Darkhaven come into

play stored.

Hand Size

● Effects which increase your hand size or allow you to hold one more card in

your hand mean that you draw up to your new hand size or discard down to it

at the appropriate points during the game.

● Effects which increase hand size are cumulative.

● See also Card Errata and Rulings, Favor of the Valar.

Haven

● Havens can tap. Whenever a hazard affecting minions refers to a Haven,

interpret it as referring to a Darkhaven instead. Havens count as their own

nearest Haven.

● If two companies join at a Haven, cards played on the discarded version of the

Haven transfer to the version of the Haven that stays in play.

Hobbits

● If a Hobbit is a starting character and leaves play, then it may only be brought

back into play normally at Bag End.



Influence

● Restricted direct influence is limited in its use, usually to characters and/or

factions of specific races. Unrestricted influence has no use restrictions.

● When a character suffers a minus to direct influence, it must come from

unrestricted direct influence first. If there is no unrestricted influence and

there are multiple instances of restricted direct influence, the player may

choose which restricted direct influence the minus is applied to.

● A character removed from the control of direct influence outside the

organization phase does not need to be controlled by general influence until

that player's next organization phase.

● Changes to general influence take place immediately, with a minimum of zero

free general influence.

● See also Turn Sequence, Organization Phase, Followers and Organizing

Companies; and Company.

Items

● The "free" minor item may only be played immediately after playing the

resource that taps that site.

Leader

● Factions played with a leader are worth two extra MP per group of factions,

not per faction.

Manifestations

● A Fallen-wizard (nor any other player) may not have two resource

manifestations of the same unique resource in his deck.

Marshalling Point Pile

● Under standard rules, no more than half of your marshalling points can come

from any one type of marshalling point. Do not round up. The easiest way to

deal with this is to set the category with the most marshalling points to equal

the total of all other categories of marshalling points.



● You may not target hazards in your opponent's marshalling point pile for

removal.

● You may not gain marshalling points from a hazard you played yourself.

May not Untap

● Nothing may untap a character who is the subject of an effect that states the

character may not untap.

MELE vs. METW

● Hero items may not be used as conditions for minion resources, and minion

items may not be used as conditions for hero resources. Note that a Fallen-

wizard may play special ring items regardless of the alignment of the gold ring

item tested.

● # If you are playing against a deck with three Wizards in it, you may play any

combination of three Ringwraiths, except one each of three different

Ringwraiths.

● You may not have both the minion and hero version of a unique item in your

deck.

Minion characters

● Minion characters are not affected by cards that target agents.

Modes

● When one mode effect is applied to a Ringwraith, all other cards applying a

mode effect to that Ringwraith are discarded.

● When a Ringwraith is in a mode, only apply the effects listed on the mode

card, on the Ringwraith, and in the rules for that mode. Do not worry about

cards that are not in play.

● If an ally giving a mode is removed from play during the movement/hazard

phase, the Ringwraith immediately stops being in that mode, but continues to

move to his new site.

Multi-player Games



● Only the moving player, and the hazard player drawing cards based on his

movement, may take advantage of drawing cards, including cards drawn for

events like The Nazgul are Abroad and From the Pits of Angband. These two

players are also the only ones who may discard a card at the end of the turn.

● All players reset their hand size when any turn or movement/hazard phase

ends.

● In multi-player games the following hazards count as 1/2 a creature: hazards

that can be played as events or creatures, Ahunt Dragon manifestations, and

At Home Dragon manifestations. Agents in a Wizard deck also count as 1/2

creatures.

● You may only play The Lidless Eye if none of your opponents are Ringwraiths.

● Twilight may only be played by the moving player and the hazard player. As an

exception, a player who's own environment will be discarded by an

environment may play Twilight to cancel that environment.

● For Spying out the Land and Here is a Snake, each hazard player shows

hazards immediately before he draws and/or plays hazards, and then can only

play those hazards. Players who are not playing hazards are not required to

show hazards.

● Actions taken during the movement/hazard phase, against a specific player,

must be done against the moving player.

Normal

● Normal means as written on the card, not considering other card's effects.

Note that this definition only applies to effects referring to card texts.

Nazgûl

● If a Nazgûl is tapped to become a short-event as printed on its card, it turns

into a short-event upon declaration. At this point, the Nazgûl is a short-event

just as if had been played as such from your hand.

● The body referred to in the text of female characters with combat bonuses

against Nazgûl is the body of the Nazgûl.

Off to the Side

● Host cards of cards off to the side can be targeted normally.



Optional Rules

● If a character is facing two strikes, and the first strike kills the character, the

second strike is considered successful.

● A character tapping to face two strikes is at -3 prowess against both strikes.

The character taps when resolving the second strike.

● For recently visited sites in multi-player games, the automatic-attack gets +1

for each player who has that site in their discard pile.

● See also Burglary Attempts.

Passive Conditions

● A passive condition causes an action to happen as stated on a card already in

play.

● Annotation 9: If a card specifies that an action is to occur as a result of some

specific passive condition, this action becomes automatically the first action

declared in the chain of effects to immediately follow the chain of effects

producing the passive condition. The passive condition must exist when this

resulting action is resolved in its own chain of effects, or the action is

canceled. Note that actions in the strike sequence follow a different set of

rules.

● Annotation 9a: If a card is required to be discarded by some passive

condition, the card is discarded immediately when the condition resolves, not

in the following chain of effects.

● Annotation 10: If more than one action is required to be the first action

declared in a chain of effects, the player whose turn it is chooses the order in

which they are declared. No other actions may be declared in this follow-up

chain until the multiple required actions have been declared.

● A card causing an action as a result of a passive condition must be in play

when the action resolves, or else the action is canceled.

Playing a Card

● Playing a card is the process of bringing a card from your hand into play.

● You may not play a card which has no effect on the game. Causing a dice roll is

considered to be having an effect on the game.



Reveal

● Any revealed cards are shown to all players.

Ring Items

● You should shuffle your deck after searching it for a Lesser Ring.

Ringwraith

● You may have any number of Ringwraiths in your sideboard, as long as you do

not duplicate more than one of them in the combined deck and sideboard.

● Characters with combat bonuses against Nazgûl also get those bonuses

against Ringwraiths. However, other effects that affect Nazgûl do not affect

Ringwraiths.

● Ringwraiths may not move from a non-Darkhaven site to another non-

Darkhaven site unless they are using Dwar Unleashed. This means a

Ringwraith may not move to Under-deeps sites that do not have a Darkhaven

for a surface site.

Ringwraith Follower

● Ringwraith followers may still use magic as printed on their card.

● When your revealed Ringwraith leaves play without being eliminated, you

have until the end of your next organization phase to bring your Ringwraith

back into play, and use him to re-control any Ringwraith followers. Otherwise,

all Ringwraith followers are discarded.

Sage Only

● Any card requiring a sage to play is a sage only card.

Short-event

● Short-events are discarded when resolved in a chain of effects, not when

declared. Thus, they can be targeted by certain special effects in the chain of

effects.



Sideboard

● The sideboard is increased to 30 cards for one and two-deck games, 35 for

three-deck, and 40 for four-deck.

● You can access hazards from your sideboard when your opponent's

Wizard/Ringwraith is in play. You must declare this at the end of your

opponent's untap phase and then access hazards as if you had tapped a

Nazgûl permanent-event to do so. The hazard limit against all of your

opponent's companies that turn is halved, rounded up.

● Tapping a Nazgûl to bring cards in from the sideboard does not turn the

Nazgûl into a short-event. It is discarded immediately upon declaration.

● You may have Wizards in your sideboard. You may have no more than three

copies of one Wizard, and one copy of each other Wizard, in your sideboard

and play deck combined.

● You may access your sideboard when your opponent plays The Lidless Eye as if

he had revealed his Ringwraith.

Site

● To untap a site the character doing so must be at that site.

● A permanent-event played on a site affects only the copy of the site it is

played on, unless otherwise specified. A permanent-event not played on a site

affects all versions of affected sites.

● Hero events cannot target or affect minion sites, and vice versa. News of the

Shire is an exception.

Site Path

● Certain cards refer to the site's site path. The site's site path is always the site

path given on the site card, regardless of how the company got to that site.

● Events can alter both a site's site path and a company's site path.

Skill Cards

● Two or more skill cards may be played by a single character outside of the

strike sequence.

● Two skill cards may not be declared by one character against a given strike.

● "(Foo) only" cards can only be played by characters with the (foo) skill.



Specific

● To play a name-specific card, you must have declared yourself as the character

with that name. That character need not be in play.

Stage Resources

● If your opponent is playing the same Fallen-wizard as you, and reveals that

Fallen-wizard first, you must discard any Fallen-wizard specific stage resources

that you have in play.

● Wizard specific Stage Resources may be played with the starting company.

● Stored stage resources give stage points, and may be discarded normally.

● If you start with Hidden Haven, you must bring out your stating site when you

reveal Hidden Haven.

Stored Cards

● Stored cards are not considered to be in play, except for uniqueness.

● Stored cards get no bonuses based on who bears them.

● See also Stage Resource.

Targets

● A target is an entity that an action is played out through. Entities are only

targets of an action if the action specifies those entities by number and type.

Note that "the foo" counts as specifying one "foo."

● Annotation 1: A card is not in play until it is resolved in its chain of effects.

When the play of a card is declared, no elements of the card may be the

target of actions declared in the same chain of effects. An exception to this is

a dice-rolling action, e.g. a corruption check.

● Annotation 2: A corruption check or any dice-rolling action can be targeted in

the chain of effects during which it was declared.

● Annotation 3: Long-events and certain other cards do not have targets

because they are not played out through one specific entity, i.e., they

generally affect an entire class of things.

● Annotation 4: An action may not target a face-down card nor any element of

a face down card. Face down cards include unrevealed new site cards and

on-guard cards.



● You cannot target an opponent's character or resources with your own

resources.

● A card that is played on a card continuously targets the card it is on.

● See also Active Condition.

Timing

● The validity of an effect, including the hazard limit, is checked upon

declaration and upon resolution.

● Annotation 24: If a card specifies that more than one action occurs when the

card itself is resolved in a chain of effects, all of these actions are to be

resolved in the card's chain of effects uninterrupted and in the order listed on

the card. No actions may be declared to occur between these multiple

actions. The actions listed on the card are considered to have been declared in

the reverse order as they are printed.

● (amendment to original version of Annotation 24): As an exception, if one of

the effects of a card is an attack, cards may be played that cancel the attack,

cancel one of its strikes, or that otherwise are playable during the strike

sequence--see Annotation 18 (Turn Sequence, Movement/ Hazard Phase,

Combat, Strike Sequence).

● Annotation 27 : If a card has optional effects, the player playing the card must

choose which will take place. He must do this at the time the card is played,

not when it is resolved in its chain of effects. When such a card is resolved, if

any active conditions for the choice of effects do not exist, the card has no

effect and is discarded. The player may not at this point choose to implement

an alternative effect of the card.

Trophies

● Creatures whose marshalling points are listed with an * give marshalling

points while used as trophies.

● Defeated Dragon manifestations can be used as trophies, including Dragon

factions.

● Trophies can be discarded to satisfy "thieving" attacks, and count as items for

all other effects.

● Characters may not be taken as trophies

● Trophies in Fallen-wizard companies give prowess and influence bonuses

based on the MPs printed on the card.



Under-deeps

● Marshalling points with companies at or moving from an Under-deeps site do

not count for the purposes of calling the Free Council. They do count at the

Council. This includes minion and Fallen-wizard companies.

● When a company's site of origin is an Under-deeps site and the company

reveals a new site at the start of its movement/hazard phase, the company is

declaring it will make a roll to determine if the movement was successful. No

cards can be played between the site being revealed and the roll except for

Reach of Ulmo. Neither player draws cards for this movement if the roll is not

successful.

● At an Under-deeps site, after a successful rescue attempt, a character can tap

for a minor item only.

● Automatic-attacks that allow the revealing of creature cards are not stopped

by Stealth or Secret Entrance.

● Creatures revealed as automatic-attacks do not count as creatures.

● With the addition of the sites in Balrog, Windthrone is now always a surface

site of an underdeeps.

Wizard

● # You may put two of the same Wizard in your deck, or you may put one copy

each of two different Wizards in your deck.

Wizardhaven

● A Wizardhaven is not considered to be adjacent to an Under-deeps site unless

Deep Mines has been played on it.

● Protected Wizardhavens do not allow you to move an extra region with region

movement.

● The phrase 'protected Wizardhaven' is just a keyword, and has no effect by

itself.

● If you are influencing against your opponent, and he is at a Wizardhaven

where you can not play cards that give MPs, you can reveal the card you are

influencing against to reduce the number you roll against to 0, but you may

not play that card afterwards (if it gives MPs).



Tournament Rulings

Tournament rulings are modifications and additions to the rules presented in the

Unlimited Edition of the Rulebook that are required for sanctioned Council of

Lórien tournament play.

General

● Dice must be used to obtain random numbers.

● There is a required 30 card minimum for both resources and hazards for

sanctioned tournament play.

● All Ringwraith/Sauron players always have +5 unused general influence at all

times. This bonus general influence can never be used to control characters.

● You may not shuffle your discard pile unless a game effect requires it.

● To randomly access a card or cards from your discard pile, shuffle it and draw

the required number of cards from the pile. The remaining cards become your

new discard pile.

The Character Draft

● The starting character pool consists of 10 characters.

● Each player reveals one character at a time from their pool, simultaneously

with their opponent. Non-duplicated characters go into the starting

companies, duplicated characters are put aside and not allowed in either

starting company. Each player continues until they want to stop, they have 20

points of mind in their starting company, or they have five characters in their

starting company.

● Ringwraith players may start with 6 characters in the character draft

● If one player stops revealing characters, the other one may continue to reveal

characters.

● No player may reveal a character that would bring his starting company's total

mind over 20.

● When players are finished, each may put up to 10 characters into their deck,

including characters from his starting pool that did not end up in the starting

company.



● Characters left over from the character pool may be placed either in the play

deck, or out of play, but may not be placed in the sideboard.

Deck Construction

● Cards that can be played as either hazards or resources may count as either

for purposes of deck construction.

● Each deck must contain at least 12 creatures.

● The following count as 1/2 a creature for deck construction: hazards that can

be played as creatures or events, At Home Dragon manifestations, Ahunt

Dragon manifestations, and agents. Note that agents count as characters in

Ringwraith decks, not as 1/2 creatures.

● Up to 3 copies of one Wizard or Ringwraith is allowed in a play deck, or up to

2 copies of one and 1 copy of another. One copy each of three different

Wizards or Ringwraiths is not allowed.

● You may place Ringwraiths or Wizards in your sideboard, as long as only one

of them is duplicated in the deck and sideboard combined, and you have only

Ringwraiths or only Wizards in the deck and sideboard combined.

● You may include hero items in a Ringwraith deck even in a Ringwraith vs.

Ringwraith game.

● A Fallen-wizard may only count two Twilights as resources, the third must be

counted as a hazard. The same goes for other hazards that may be played as

resources.

● The two starting minor items must be chosen before the character draft, and

must be the same for every game in the tournament.

Freeze the Flesh

● If used on your Ringwraith or Fallen-wizard, it will remove the -5 MP penalty

for having them eliminated.

Great Secrets Buried There

● If you play this card as a hazard on your opponent, you must be able to

provide your opponent with a copy of any uncommon Under-deeps sites if he

does not have a copy in his location deck.



● If you give an Under-deeps site to your opponent, it will return to your

location deck when he is done with it, unless you have also used the site, in

which case it returns to your discard pile.

Movement

● Maps of the regions of MECCG may be used in place of region cards in Council

of Lórien tournaments. If two or more companies move on the same turn,

then each company does not have to determine the site path to its new site

until the beginning of it's movement/hazard phase.

● Wizard companies cannot use starter movement to or from sites in

Gorgoroth. If using region movement to or from sites in Gorgoroth, they must

move from a site in Imlad Morgul, through either Nurn or Udûn, or use a

movement enhancer like Ash Mountains or Eagle-mounts. Such sites may be

reached normally with Under-deeps movement.

Sites

● If you play a hazard forcing a Fallen-wizard to change site alignments, and he

does not have the other version of the site he is moving to, you must provide

it for him. After that it is his responsibility to provide sites.

Starting Companies

● Ringwraith/Sauron players may have starting companies at Dol Guldur and/or

Minas Morgul. A Ringwraith may also be brought into play at Dol Guldur,

Minas Morgul, or his home site.

Victory Conditions

● Eliminating a Wizard or Ringwraith does not end the game. An eliminated

Wizard or Ringwraith is placed in the out-of-play pile, and gives -5 MP to the

final total. That player may not reveal another Wizard or Ringwraith. This

includes Wizards who fail corruption checks.

● The -5 MPs apply immediately, and affect your MPs for calling the end of the

game.



● If your Fallen-wizard dies, you may not play cards specific to that

Fallen-wizard, and you do not count as that Fallen-wizard for card effects such

as Gatherer of Loyalties.

The Weakest Link Method

● If there is a tie at the Free Council, add one corruption point to each

non-Wizard character in play. All characters then make corruption checks.

After all corruption checks, recount marshalling points.

● Continue this until there is no longer a tie or until all non-Wizard characters

are corrupted away.



Card Errata and Rulings

A Strident Spawn

● Card Erratum: Add "Unique."

Abductor

● Does not affect Ringwraiths.

Aiglos

● Would not get the bonus for Doors of Night when used in company vs.

company combat.

Akhôrahil

● Card Erratum: Change "...gives -1 penalty to one..." to "...modifies any one

character's body by -1 for the rest of the turn.

● See also Nazgûl.

Alatar

● Card Erratum: Change "he must tap and make a corruption check immediately

following the attack." to "he must make a corruption check immediately

following the attack, and, if untapped, he must tap."

● Alatar can force someone to draw 0 cards when he moves.

● When Alatar uses his special ability he must face a strike. Alatar overrides all

other effects pertaining to the assigning of strikes.

● Alatar must teleport and declare he is facing a strike before any other strikes

are assigned.

● Allies Alatar controls are discarded when he teleports.

Align Palantír

● Card Erratum: Add "May not be duplicated on a given Palantír."



● Align Palantír can be stored.

Ancient Stair

● Replacing the site card is considered movement, without a movement/hazard

phase.

Anduin River

● The "otherwise" on this card should be read as "alternatively."

Angmar Arises

● May not be used to play creatures keyed to double Shadow-lands.

Arkenstone

● Card Erratum (minion version): Change "and all cards he controls" to "and all

non-follower cards he controls.'

Army of the Dead

● Card Erratum: Add "May not be influenced by an opponent."

Ash Mountains

● The "otherwise" on this card should be read as "alternatively."

A Short Rest

● This card only allows the extra card draw for moving companies that actually

have a site path. It cannot be used with Under-deeps movement, or special

movement cards like Belegaer.

Assassin

● Card Erratum: Gives 2 MP, not 1.



● If an attack from Assassin is given more than one strike, each additional strike

becomes an excess strike (-1 prowess modification) against the attacked

character. An Assassin can never assign strikes to more than one character.

● You may decide to cancel one of the attacks after facing another attack.

● As a special case, you may cancel the first attack of an Assassin by tapping a

character, after strikes are assigned.

A Strident Spawn

● Allows you to play Half-orcs without Bad Company in play.

Await the Advent of Allies

● Read "is wounded" as "becomes wounded."

● "Playing a resource at the site" means playing a resource that taps the site or

a resource that requires the site.

Aware of Their Ways

● Consider sites to be unique cards for the play of this card.

Baduila

● Read "If Baduila is discarded" as "If you choose to discard Baduila."

Bad Company

● Does not allow you to start with a character that says he cannot be in the

starting company.

Bade to Rule

● Bade to Rule may only be played if you are playing an actual Ringwraith deck,

not a Fallen-wizard or Balrog deck.

The Balance of Things



● The Balance of Things may be revealed as an on-guard card so long as at least

one character in the company during whose site phase The Balance of Things

is revealed carries at least one corruption source.

The Balrog

● Makes a company overt.

Balrog of Moria

● You cannot get the MP from a Balrog of Moria that you played.

Bane of the Ithil-stone

● Bane of the Ithil-stone will only cancel effects outside of normal play as

outlined in the rules.

● If a card has multiple effects, Bane of the Ithil-stone will only cancel those

effects that concern searching through decks and discard piles.

● See also Card Effect Limitations.

Beater and Biter

● Beater and Biter increases the bonus the weapon gives, so maximums on the

weapon still apply.

Bill the Pony

● Card Erratum: The body should be 10, not 6.

● Bill the Pony's special ability may not be used at an Under-deeps site.

● Replacing the site card is considered movement, without a movement/hazard

phase.

● For a Fallen-wizard the nearest Haven is the site listed as the nearest Haven

on the hero version of the site you are currently at.

Blackbole

● May tap to give +1 prowess to another character facing an automatic- attack,

or hazard keyed to his site.



● Blackbole may attack in company vs. company combat, but he may not

defend.

The Black Enemy's Wrath

● See Card Effect Limitations.

Black Rain

● A Fallen-wizard may use this to play a hero ring item, but a Ringwraith player

could not.

Book of Mazarbul

● Card Erratum: Replace "tap the bearer during the organization phase" with

"tap Book of Mazarbul during your organization phase."

Bridge

● Reset to hand size before moving to the second site.

Burglary

● If you fail the roll for Burglary, you cannot then play an item.

● See also Burglary Attempts.

Chance of Being lost

● Chance of Being Lost will change your site path.

● See also Card Effect Limitations.

Chill Douser

● Does not receive benefits from itself, although it is affected by other Chill

Dousers played previously in the turn on the same company.

Círdan



● Cancels creatures keyed by region type, not by name.

Corsairs of Umbar

● Card Erratum: Add "May also be played at any sites in Elven Shores, Eriadoran

Coast, Andrast Coast, Bay of Belfalas, or Mouths of the Anuin."

Cracks of Doom

● Card Erratum: Add "Only playable during the site phase." Remove "Otherwise,

discard The One Ring."

● Pledge of Conduct played on the bearer of the One Ring for this check will

discard Cracks of Doom without effect.

Creature of an Older World

● Makes a company overt.

● This card will not put a Ringwraith into Fell Rider mode if there are any other

allies in the company.

Cruel Caradhras

● Card Erratum: Replace "Minas Morgul" with "Imlad Morgul."

● This card can be played on a company using region movement to leave a site

in an affected region.

Deeper Shadow

● Card Erratum: This is a short-event, not a long-event.

● Deeper Shadow can cancel hazards by reducing the hazard limit to the point

where the hazard resolving is no longer playable. If this is done to an on-guard

card, the card is returned to the player's hand.

● The character must be moving to the site to change the site type. This works

even though the site is not technically part of the site path. The character

must also be moving to lower the hazard limit.



Deep Mines

● Card Erratum: Add "Cannot be duplicated on a given Wizardhaven."

Deftness of Agility

● The extra strike is dealt with in a separate strike sequence.

Despair of the Heart

● The corruption check occurs before the body check.

Dodge

● Card Erratum: Replace "his body check is modified by -1." with "his body is

modified by -1 for the resulting body check."

Double-dealing

● You may only play items as listed on the card in front of you, although they

may be of the other alignment.

Doubled Vigilance

● Can be revealed on-guard.

Dragon's Blood

● If the body check forced by Dragon's Blood fails, the character is not

wounded.

Dragon's Desolation

● Playing Dragon's Desolation to make a Dragon playable at a Ruins & Lairs does

not necessarily require you to play a Dragon later in the turn.



Dragon's Hunger

● Card Erratum: Replace "Otherwise, the attack is canceled." with "Otherwise,

the attack is canceled and the opponent must reveal his hand."

● This card can be played regardless of how much of the hazard limit is used up,

and may also be played against an automatic-attack. The opponent must

discard a hazard creature from his hand if he has one.

Drowning Seas

● Card Erratum: Remove "Cannot be duplicated."

Dwar of Waw

● See Nazgûl.

Dwar Unleashed

● Dwar must already be in a mode to use this card.

Dwarven Rings (all)

● Give +7 to direct influence to Dwarves.

Dwarven Ring of Barin's Tribe

● The site has to be untapped to use this ring.

Dwarven Ring of Bávor's/Drúin's Tribe

● Card Erratum: One "reshuffle the play deck" is sufficient.

Dwarven Ring of Thélor's/Thrár's Tribe

● Card Erratum: Values in parenthesis and brackets apply to Dwarf bearer. The

prowess/body modifications should read: "+2(4)/+1."



Elf-song

● When Elf-song saves a character from being discarded it also saves that

character's items.

● Elf-song will effectively stop influence attempts against characters.

Elven Cloak

● Can cancel a strike keyed to two or more Wilderness.

Emerald of the Mariner

● Emerald of the Mariner is considered a source of 0 corruption points.

Enchanted Stream

● Enchanted Stream stops you from moving in the first place, so effects that

keep your company from being returned to their site of origin do not stop it.

Ent-draughts

● Card Erratum: Replace "as a minor item" with "in addition to an ally or faction

which has been successfully been played at Wellinghall."

Escape

● Cannot be played on a wounded character.

Evenstar

● Can be played even if there are no Wilderness in play.

● Does not affect attacks.

Fair Sailing/Fair Travels cards

● See Turn Sequence, Organization Phase, Choosing a New Site.

Fate of the Ithil-stone



● Fate of the Ithil-stone must be tapped before entering Barad- dûr, in order to

rotate it 180 degrees.

Favor of the Valar

● Favor of the Valar requires you to draw 8 cards, not to your hand size.

Fell Beast

● This card can be played and resolved before any Nazgûl is played with it. A

Nazgûl must be played as the first declared action in the chain of effects

following the resolution of Fell Beast, or else this card is returned to its

player's hand. This card can be played on an existing Nazgûl attack, but the

extra playability this card provides would not apply.

Fever of Unrest

● The Dragon played is not considered keyed to anything.

Flatter a Foe

● Against attacks with two of the types listed, use the harder number.

Focus Palantír

● Will not allow a Ringwraith to use a palantír.

Foolish Words

● All versions cannot be duplicated on a given character.

● Card Erratum: Add "Cannot be duplicated."

Foul Fumes

● Will tap all sites in play that meet the requirements.

● Foul Fumes will not continually keeps sites tapped, it is only applied once to

each site each turn.



● See also Card Effect Limitations.

Freeze the Flesh

● Freeze the Flesh will stop your opponent from gaining kill marshalling points

from a character he eliminated in company vs. company combat.

● # Cannot be used on your Ringwraith to keep you from losing the game.

Fortress of Isen

● Card Erratum: Remove "A company moving to or from Isengard is not

considered to be moving through Gap of Isen (including one less Borderland

in their site path."

Fortress of the Towers

● Card Erratum: Remove "A company moving to or from The White Towers is

not considered to be moving through Arthedain (including one less

Wilderness in their site path."

Fury of the Iron Crown

● Orc and Troll characters may use a creature enhanced by Fury of the Iron

Crown as a trophy.

● A player only gains marshalling points from the creature if he would have

received them normally.

Gandalf

● Must be in the same company as the ring he tests.

Gates of Morning

● Gates of Morning discards hazard environments when it resolves, even if Peril

Returned is in play.



Giant

● Card Erratum: Add "Giant."

Girdle of Radagast

● Does not affect the regions in starter movement, except for the starting and

ending regions.

Gloom

● The "playable on ..." conditions of the first paragraph do not apply to the

second paragraph.

Goldberry

● You may tap Goldberry to cancel an effect declared earlier in the same chain

of effects that would return Goldberry's company to its site of origin.

● Goldberry cannot prevent a company from returning to its site of origin that

failed its roll to move to an adjacent Under-deeps site.

● May tap to give +1 prowess to another character facing an attack.

Gollum

● The text on Gollum is an ability that you can choose to use.

Gollum's Fate

● This card is considered to target both The One Ring and Gollum. This means it

cannot be played on your opponent's The One Ring or Gollum.

Golodhros

● He may use his special influence ability only during an opponent's

movement/hazard phase. His tapping to use his special ability does not count

against the hazard limit.

Good Sense Revolts



● The "playable on ..." conditions of the first paragraph do not apply to the

second paragraph.

Gothmog

● Gothmog is not keyed to anything, the Orc or Troll he is played after must be

keyed to a Shadow-land or Dark-domain.

Great Bats

● Makes a company overt.

● May tap to give +1 prowess to characters in combat.

Great Goblin

● Card Erratum: "Unique. Orc. One Strike"

Great Lord of Goblin-gate

● Card Erratum: "Unique."

● Makes a company overt.

Great-road

● Card Erratum: Replace "opponent draws twice" with "opponent draws up to

twice"

● If you have two movement/hazard phases on the turn you played a Great

Road, you return to the Haven at which you started the turn.

● Replacing the site card is considered movement, without a movement/hazard

phase.

Great Secrets Buried There

● The item must be normally playable at the Under-deeps site.

● See Tournament Rulings, Great Secrets Buried There and Card Effect

Limitations.



Great Ship

● Card Erratum: Add "Tap a character in target company during the organization

phase to play Great Ship on that company." Replace "...contains a coastal sea

region..." with "...contains a coastal sea region and no consecutive non-coastal

sea regions..."

● Allows the canceling of one creature or the canceling and discarding of an

event that targets the company in question or an entity associated with that

company.

Greed

● Is triggered by a special ring item being played, but not by items being

transferred.

Guarded Haven

● You may not use this card as a starting stage resource.

● Card Erratum: Remove "A company moving to or from this site is not

considered to be moving through the region containing the site (including one

less region in their site path."

Gwaihir

● Card Erratum: Should read "you may discard Gwaihir during the organization

phase to allow his company..."

Half an Eye Open

● The "playable on ..." conditions of the first paragraph do not apply to the

second paragraph.

Halfling Strength

● If used to heal a Hobbit when healing effects affect all characters in a

company, Halfling Strength will heal all other wounded characters in the

company.



Healing Herbs

● Cannot stop a body check.

Healing of Nimrodel

● See Turn Sequence, Organization Phase, Choosing a New Site.

Heedless Revelry

● The "playable on ..." conditions of the first paragraph do not apply to the

second paragraph.

● Card Erratum: Change "after the successful play" to "in response to the play."

● Does not interfere with the playing of the card it is revealed in response to.

Helm of Her Secrecy

● You can play multiple Helms of Her Secrecy in one chain of effects. The player

should make sure that he does not take the option of playing Eowyn out of his

hand until the first copy declared is resolved.

Helm of Fear

● Has no effect on a non-Ringwraith.

Here is a Snake

● Here is a Snake does not prevent the use of hazards already on the table.

● The "playable on ..." conditions of the first paragraph do not apply to the

second paragraph.

Here, There, or Yonder?

● The ally does not have to be chosen or played until after the dice are rolled.

Hermit's Hill

● To play a major item here, Hermit's Hill must be untapped



Hidden Haven

● If both players reveal this as a starting stage card, on the same site, at the

same time, it is set aside, and may not be played on that site by either player

until the game begins.

Hidden Knife

● Hidden Knife is effectively an attack.

Hoarmûrath of Dir

● See Nazgûl.

Hold Rebuilt and Repaired

● Card Erratum: Add "Playable during the site phase."

● See also Turn Sequence, Site Phase, General.

Horses

● Card Erratum: Add "Playable only at the end of the organization phase."

Hour of Need

● May not be played in the Under-deeps.

The Hunt

● The discarding and revealing of the card do not have to be in any specific

order.

Huorn

● Card Erratum: Add "Awakened Plant."



Ice-orcs

● Card Erratum: Change the Shadow-hold symbol into a Ruins & Lairs symbol.

Icy Touch

● If two of these are in play, they both trigger at the same time, and the second

one is discarded without effect.

Incite Denizens

● When copying an attack put on the site by another card, Incite Denizens will

not copy any other effects of the card.

● When copying an attack put on the site by another card, the Incite Denizens

attack will disappear if the other card is discarded.

In Darkness Bind Them

● May not be used to play creatures keyed to double Shadow-lands.

Indûr Dawndeath

● Only one wounded character has to discard an item, and the hazard player

chooses which character and which item they bear.

● See also Nazgûl.

Inner Cunning

● The site type for the agent's home site is the one you would use if you went to

visit the site.

● The "playable on ..." conditions of the first paragraph do not apply to the

second paragraph.

In the Heart of His Realm

● See Card Effect Limitations.



In the Name of Mordor

● The "playable on ..." conditions of the first paragraph do not apply to the

second paragraph.

Ioreth

● Card Erratum: Replace "Healing card" with "Healing effect."

● Will not duplicate the untap portion of a healing effect on tapped but

unwounded characters.

Iron-road

● Replacing the site card is considered movement, without a movement/hazard

phase.

Iron Shield of Old

● Card Erratum: Add "Shield."

Khamûl the Easterling

● The number of cards discarded is set at the time of declaration.

● The cards are discarded from your opponent's hand.

● See also Nazgûl.

Knowledge of the Enemy

● Removes cards from the game, not just from play.

Last Child of Ungoliant

● Makes a company overt.



Leaf Brooch

● The item being replaced by the Leaf Brooch being discarded must be in play to

satisfy any targeting restrictions. When it comes time to discard that item,

discard Leaf Brooch instead.

● If used to replace a gold ring after a successful test, the bearer of the gold ring

item gets the special ring item, not the bearer of the Leaf Brooch.

Leaflock

● Allows the canceling of one creature or the canceling and discarding of an

event that targets the company in question or an entity associated with that

company.

● May tap to give +1 prowess to another character facing an automatic- attack,

or hazard keyed to his site.

The Lidless Eye

● Playing this card discards its player's Bade to Rule and prevents him from

subsequently playing Bade to Rule.

● You may only play this card if none of your opponents are Ringwraiths.

Long Dark Reach

● The creature does not count against the hazard limit.

● A creature must be played if there is one available.

Long Grievous Siege

● There must be an eligible borderhold for this card to be played.

Long Winter

● Will tap all sites in play that meet the requirements.

● Long Winter will not continually keeps sites tapped, it is only applied once to

each site each turn.



Lucky Search

● Card Erratum: Replace "Discard all revealed cards except the item." with

"Reshuffle all revealed cards except the item back into the play deck." Add at

the end of the first paragraph "Discard item if the scout is wounded by this

attack."

● You are not allowed a minor item after the Lucky Search item.

● A Noble Hound does not face the attack instead of the character that played

Lucky Search, because the strike is never assigned.

Lure of Expedience

● Will trigger when a gold ring item is tested and a special item is successfully

played.

● Will trigger when an item is transferred.

● Can be played on-guard and will trigger a corruption check when revealed in

response to an item played.

Lure of Nature

● Card Erratum: Replace "at the end of each movement/hazard phase" with

"after all other hazards have been played."

● Corruption checks from Lure of Nature do not trigger if its bearer's company

returns to its site of origin.

● The corruption checks caused by Lure of Nature happen at the end of the

afflicted character's movement/hazard phase. Of course, the character's

player can play resources to modify the corruption checks. The hazard player

is allowed to play hazards in response, if the hazard player has enough hazard

limit remaining. Hazards so played must directly affect the corruption checks

caused by Lure of Nature. The hazard player can play no other hazards, no

creature, no new corruption cards, etc.

Lure of Power

● Two Lure of Powers only force one check at -4, and both are discarded.



Lure of the Senses

● The corruption checks happen at the end of the untap phase.

Magical Harp

● Can be used at the Free Council.

Mallorn

● Card Erratum: The first sentence should read: "Playable at Bag End only if

Earth of Galadriel's Orchard is stored there."

Many Turns and Doublings

● If Gates of Morning is in play, Many Turns and Doublings can cancel hazards by

reducing the hazard limit to the point where the hazard resolving is no longer

playable. If this is done to an on-guard card, the card is returned to the

player's hand.

Marvels Told

● May be played during the site phase by a character in another company, as if

he were in the company resolving their site phase.

Memories Stolen

● This card is played after strikes are assigned, and the skills are lost as long as

this card is in play.

Messenger to Mordor

● Cards stored with Messenger to Mordor must be storable at a generic

Darkhaven, not a specific one.



Mind Ring

● May not be used by a Fallen-wizard to play a six mind character.

Mistress Lobelia

● May not retrieve minor items unless they are listed as playable on the site or

the item.

Misty Mountains

● The "otherwise" on this card should be read as "alternatively."

Morannon

● Card Erratum: Should read "This card is used as a Dark-hold site card in the

region of Udûn that is moved to..."

Mordor in Arms

● See Card Effect Limitations.

More Alert than Most

● The minimum of one strike still applies while Gates of Morning is in play.

More Sense than You

● If there is only one character in the company, the attack is discarded without

effect, but not canceled. The attack is still considered faced.

Morgul-horse

● To bring a Nazgûl permanent-event back into your hand, Morgul- horse must

be declared after tapping the Nazgûl is declared and before it resolves.

● The alternative effect of this card can be played and resolved before any

Nazgûl is played with it. A Nazgûl must be played as the first declared action in

the chain of effects following the resolution of the alternative effect of



Morgul-horse. If a Nazgûl is not played immediately following the resolution

of this card, this card is returned to its player's hand. This card cannot be

played for no effect just to discard it.

Morgul-knife

● The corruption is received immediately following the attack.

Morgul Night

● Morgul Night is not discarded if Doors of Night leaves play.

Mountains of Shadow

● The "otherwise" on this card should be read as "alternatively."

Mount Doom

● If the site type of Mount Doom changes, creatures may be keyed to the new

site type, but not to the old site type.

Mouth of Sauron

● Card Erratum: Add "Man."

Mûmak

● See Card Effect Limitations.

Muster

● Card Erratum: Replace entire text with: "Warrior only. An influence check

against a faction by a warrior is modified by adding the warrior's prowess to a

maximum modifier of +5."

Muster Disperses

● Muster Disperses cannot be revealed as an on-guard card.



My Precious

● Does not count as Gollum for the purposes of Gollum's Fate or any other card

that specifically calls for Gollum.

● May not be played as a character.

● Does not give -1 MP to minions.

● Must be face-up to gain two actions.

● His attack is successful if all of the strikes are successful. His attack fails if any

of his strikes fail.

Narya

● Because of the way that timing rules work, characters tapping in support have

no effect on the corruption check, since they will be untapped when the

support resolves.

● See also Corruption.

The Nazgûl are Abroad

● See Card Effect Limitations.

Neeker-breekers

● Card Erratum: Add "Does not effect Wizards."

Nenseldë the Wingild

● May tap to give +1 prowess to another character facing an attack.

New Friendship

● The influence bonus from New Friendship applies only to the diplomat, but

the corruption check bonus applies to any character in the diplomat's

company.



News Must Get Through

● Cards stored with News Must Get Through must be storable at a generic

Darkhaven, not a specific one.

News of the Shire

● Affects all versions of Bag End.

Night

● The bonuses for Men and Dúnedain do not apply to attacks.

Noble Hound

● Card Erratum: Add the sentence: "If Noble Hound is tapped or wounded, treat

it as though it were untapped for the purposes of assigning strikes."

Nobody's Friend

● The "playable on ..." conditions of the first paragraph do not apply to the

second paragraph.

No Escape From My Magic

● Card Erratum: Change "Playable on any faction in play" to "Playable on any

unique faction in play."

Not at Home

● Cannot cancel any attack or automatic-attack except one from a Dragon,

Drake, or Troll.

Old Forest

● Card Erratum: Replace "healing cards" with "healing effects."



Old Friendship

● The influence bonus from Old Friendship applies only to the diplomat, but the

corruption check bonus applies to any character in the diplomat's company.

Old Man Willow

● Card Erratum: Add "Awakened Plant."

Old Road

● May be used to influence an opponent's faction only when you are attempting

to bring your copy of the faction into play.

The Old Thrush

● Card Erratum: Add "Cannot be duplicated on a given attack."

● Cannot be used against agents, since none of them have a listed prowess of

13 or greater.

The One Ring

● Can be used multiple times in a turn if the corruption checks are successful.

● "Starting prowess" refers to the prowess printed on the character card.

● If the bearer is a Ringwraith, The One Ring does not provide corruption to the

characters in the company.

● Cannot be played after a test from storing a gold ring.

Open to the Summons

● Card Erratum: Replace "minion company" with "company."

● Does not allow you to start with a character that says he cannot be in the

starting company.



Orc Mail

● Cannot be played on a company with allies in it, as there are no Dwarf or

Hobbit allies.

Padding Feet

● Card Erratum: Replace the first sentence with: "Playable during the site phase

on a lone scout minion (no other characters or allies in his company) at the

same site as an opponent hero company containing a hobbit."

Palantír of Amon Sul

● Discard immediately if its company contains less than two characters while

moving.

Palantír of Elostirion

● Card Erratum: This item does not give MPs to a Fallen-Wizard regardless of

other cards in play.

Palantír of Orthanc

● Cannot be used on site cards.

● Card Erratum: This item does not give MPs to a Fallen-Wizard regardless of

other cards in play.

Palantír of Osgiliath

● Discard immediately if its company contains less than four characters while

moving.

● Only copies tapping effects of other Palantíri, not continuous effects.

The Pale Sword

● The corruption is received immediately following the attack.

● You must control both the Pale Sword and the Nazgûl it is played on.



Pallando

● Can only see the top card of an opponent's discard pile.

Panoply of Wings

● The Radagast bonus applies if you have a character manifestation of Radagast

in play, or if you have declared you are playing Fallen-Radagast.

Peril Returned

● Will not stop Gates of Morning from discarding hazard environments when it

resolves.

Plague

● Card Erratum: Change "At the end of the target's movement/hazard phase" to

"At the end of your opponent's turn."

Praise to Elbereth

● Nazgûl events discarded by Praise to Elbereth have no effect.

● Which characters are tapping to discard which events must be declared when

Praise to Elbereth is declared.

● Nazgûl permanent-events that are targeted by Praise to Elbereth may not be

tapped in response to its play.

Prophet of Doom

● "Number of regions between" includes the region of Pallando's site and the

region the faction is played in.

Pûkel-men

● Card Erratum: Add "Pûkel-creature."



Quiet Lands

● Card Erratum: Replace "is reduced to half its original prowess (rounded up)."

with "is reduced by half (rounded up)."

Quickbeam

● May tap to give +1 prowess to another character facing an automatic- attack,

or hazard keyed to his site.

Radagast's Black Bird

● This is a two mind ally.

Rats

● Only an unwounded character may be wounded by this card.

Rebuild the Town

● Card Erratum: Replace "Playable on" with "Playable during the site phase on."

● See also Turn Sequence, Site Phase, General.

Reforging

● You can use it on hoard items.

Reaching Shadow

● May not be used to play creatures keyed to double Shadow-lands.

Ready to his Will

● Note that cards like Rank Upon Rank are applied as a passive condition, once

an attack of the right type is in play. Therefore you can play and successfully

resolve Ready to His Will in response to the declaration of Rank Upon Rank's

effect.



Regiment of Black Crows

● Makes a company overt.

● May tap to give +1 prowess to characters during combat.

Reluctant Final Parting

● Card Erratum: Add "Determine nearest Haven using site cards of the same

alignment (minion/hero) as the ally."

● Reluctant Final Parting has no effect on The Balrog.

Ren the Unclean

● If you tap Ren, then you cannot play resources to aid your character's

corruption checks. Your characters may tap in support.

● The moving player makes corruption checks first. Each player decides the

order of the corruption checks for their characters.

● See also Nazgûl.

Rescue Prisoners

● Card Erratum: This cards gives 2 marshalling points, not 3. Add "You receive

the marshalling points for this card only when it is stored."

Returned Beyond All Hope

● Returned Beyond All Hope "un-eliminates" a creature, allowing any

manifestations of that character to be played.

● This card may target creatures still in play as trophies.

Rhosgobel

● Card Erratum: Remove "A company moving to or from Rhosgobel is not

considered to be moving through Southern Mirkwood (including one less

Dark-domain in their site path."

● Card Erratum: Replace "healing cards" with "healing effects."

Ride Against the Enemy



● Hazards have no effect on the attack, and any resource effects that benefit the

attack are cancelled. The attack may still be cancelled.

● You may not use a Wizard your opponent has played Sacrifice of Form on.

● The character gets any appropriate combat bonuses list on his card.

Ringlore

● Card Erratum: Add "Playable only during the site phase. Tap the sage and the

site."

The Ring's Betrayal

● The ring must be chosen at time of declaration if the character bears more

than one.

River

● Card Erratum: Should read "Playable on a site. If a company that has moved to

this site this turn does not tap a ranger, it must do nothing during its site

phase."

● You have until the beginning of the site phase to tap a ranger, and you may

tap the ranger at the beginning of the site phase without entering the site.

You must tap one ranger for each river played on the site.

Röac the Raven

● Card Erratum: Replace "no modifications to the influence check are required."

with "treat this influence check as if it was made by a diplomat."

● His special ability may only be used during the site phase.

● He can make the attempt by himself.

● Using this ally to make an influence attempt does not tap a site, and may be

done if his company is at a tapped site.

Rumor of Wealth

● Can be played on-guard.



Ruse

● If Ruse is played by a scout who is the only character in the company, the

attack has no effect. If there is a creature card it is discarded. The attack is

considered faced but not canceled.

Sable Shield

● A bearer who did not tap while facing a strike will not tap if the strike is

successful.

● A detainment strike will not discard the Sable Shield.

Sack over the Head

● Affects any Hobbit or Dwarf wounded by the attack, not just those wounded

by the Troll.

Sacrifice of Form

● Card Erratum: Replace "-3 to any body checks" with "+3 to any body checks."

● After Sacrifice of Form is played, you may not play a different Wizard and your

opponent may not play the Wizard you sacrificed.

● This card is played after strikes are assigned.

● See also Turn Sequence, Site Phase, Company versus Company Combat.

Secret Entrance

● Can be played on a company that does not move.

● See also Turn Sequence, Organization Phase, Choosing a New Site.

Secret Passage

● Does not work if the site type changes.

● See also Turn Sequence, Organization Phase, Choosing a New Site.



Siege

● Card Erratum: Change the Border-land symbol in the first line to a Border-hold

symbol.

● Goes away when the site it was played on is discarded.

● If you move to a site with Siege played on it, any effect which can give you a

second movement/hazard phase that turn will allow you to avoid the effects

of Siege.

Sentinels of Numenor

● Sentinels of Numenor will not give an extra marshalling point to Army of the

Dead.

Shadowfax

● Card Erratum: "an additional site card may be played and an additional

movement/hazard phase."

● Cannot use his special ability if another ally is in the company.

Silent Watcher

● Card Erratum: Gives 1 marshalling point, not 0. Add "Pûkel- creature."

Skinbark

● May tap to give +1 prowess to another character facing an automatic- attack,

or hazard keyed to his site.

Slayer

● Card Erratum: Gives 2 marshalling points, not 0. Add "Slayer."

● Only one attack can be canceled by tapping a character.

● All of the strikes will go against the same character.



Sly Southerner

● This is a two mind character.

Snaga-hai

● Can be influenced at any site they can be played at.

Sneakin'

● Will still affect the company if its size rises above 2 after resolution.

Something Has Slipped

● The -2 applies for each character that is wounded.

● Wounding an ally triggers this card.

● You cannot "become wounded" if you are already wounded before the strike.

So You've Come Back

● If two companies join, and both companies have a So You've Come Back

played on them, the hazard player chooses which one to discard.

● A character in a company with just allies is by himself for the purposes of this

card.

Spider of the Morlat

● Spider attacks from Spider of the Morlat played as a permanent- event are

considered detainment vs. minion companies.

Squint-eyed Brute

● This is a two mind character.

Star of High Hope

● Does not affect attacks.



Stay Her Appetite

● Card Erratum: Change "plus two" to "plus five."

● If Stay Her Appetite is played on an ally with no prowess, there is no attack,

but all other effects of the card apply.

Stealth

● Prevents the revealing of a creature on-guard.

Sudden Call

● You may not shuffle Sudden Call into your deck while you are drawing cards.

Drawing cards is an indivisible action.

Summons from Long Sleep

● Card Erratum: Change "When the reserved creature is played, another Dragon

or Drake may be reserved." to "Discard this card after the reserved creature

attacks."

● Reserving the creature does not count against the hazard limit.

Sun

● Does not affect attacks.

Swarm of Bats

● Does not help an attacking company in company vs. company combat.

They Ride Together

● Company size is still limited to seven.

Thing Stolen

● Playing the item will tap the site if it is not already tapped.



Thong of Fire

● The prowess requirement only applies when transferring or playing Thong of

Fire, and includes modifications to the character's prowess.

Thorough Search

● Card Erratum: Replace "...to play any item normally found at its current site."

with "...to play a minor, major, or gold ring item normally found at its current

site."

Thrall of the Voice

● Does not allow starting with a character that specifies it may not be in the

starting company.

Threats

● For this card, your prowess is calculated when it resolves.

Tidings of Bold Spies

● Tidings of Bold Spies only copies attacks, not effects that allow certain

creatures to become automatic-attacks.

Tolfalas

● Card Erratum: Should read: "Playable: Items (minor, major, greater*) *Scroll of

Isildur only."

Tom Bombadil

● Card Erratum: Change "that targets a company" to "that targets a company, or

an entity associated with a company."

Traitor

● Card Erratum: Replace the last paragraph with "This card is discarded when a

character fails his corruption check."



● Two Traitors have no extra effect and are both discarded with the next failed

corruption check.

● Traitor cannot be revealed as an on-guard card.

● This is an attack with the same race as the character attacking, and a normal

prowess of ten plus the character's prowess.

● Characters facing a Traitor when it is not their turn may not play resources,

but may still tap for full prowess.

Treebeard

● Card Erratum: Replace "Redhorn Gap" with "Redhorn Gate."

● May tap to give +1 prowess to another character facing an automatic- attack,

or hazard keyed to his site.

True Fána

● Combat modifiers that modify prowess only against a strike do not count

when determining the Wizard's prowess.

● When this spell is used against an agent, the agent does not receive the two

6-sided dice bonus.

● See also Turn Sequence, Site Phase, Company versus Company Combat.

Twilight

● Card Erratum: Add "This card may be played at any time during any player's

turn."

● Can target a card that has not yet resolved.

● Can be played as a resource during your opponent's turn.

"Two-headed" Troll

● Makes a company overt.

The Under-galleries

● You cannot play Morannon at The Under-galleries. However, you can play

Ancient Stair from Morannon, move to The Under-galleries, and zip back to

Morannon at the end of the turn.



Ursiev of Treachery

● You may not use this item to assign a third strike to the character.

Use Palantír

● Card Erratum: Change text to "Sage only. Tap sage to enable him to use one

Palantír he bears for the rest of the turn."

Use Your Legs

● All strikes by the entire company count for capturing Hobbits.

● The characters placed off to the side are not considered prisoners for MP

purposes.

Veils Flung Away

● Card Erratum: Each body check is modified by -1, not +1.

Vilya

● Card Erratum: Vilya should now read: "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."

Voices of Malice

● May be played during the site phase by a character in another company, as if

he were in the company resolving their site phase.

We Have Come to Kill

● We Have Come to Kill may be used to bring in agents, but not Ringwraiths.

● You must have enough influence to control the character to play this card.



Were-worm

● Wounding an ally discards an item.

Where There's a Whip

● Only characters with a mind and prowess less than the Whip bearer's will

untap.

● The body check will discard Orcs and Trolls.

White Mountains

● The "otherwise" on this card should be read as "alternatively."

The White Tree

● Card Erratum: Add "Discard the Sapling of the White Tree."

Will of Sauron

● Long-events are only discarded if Will of Sauron ceases to be in play, not if one

particular card leaves play.

The Windlord Found Me

● Can be used to recover a Wizard discarded with Sacrifice of Form.

● You can play your Wizard at the Haven when you store this card even if Saw

Further and Deeper is in play.

● Card Erratum: Add "If you do not place this card with a character after the

attack, discard it."

Winds of Wrath

● See Card Effect Limitations.

Winged Change Master

● Only affects Radagast when using region movement.



Witch-king of Angmar

● Although he becomes a long-event when tapped, he is discarded when the

effect resolves just like other Nazgûl. The long-event effect will remain until

the appropriate time.

● See also Nazgûl.

Withdrawn to Mordor

● To discard an on-guard card with Withdrawn to Mordor you must do so before

the card is revealed.

● The "playable on ..." conditions of the first paragraph do not apply to the

second paragraph.

Wizard's Laughter

● Card Erratum: Change "Wizard only." to "Wizard only during opponent's site

phase."

Wizard's Myrmidon

● Can be played with another card, like Squire of the Hunt, that reduces the

influence required to control the character. Use the lower number to control

the character.

Wizard's Ring

● Card Erratum: Replace "Ignore any effect that would discard this item" with

"Cannot be stored, stolen, or transferred."

● This is not a ring item.

Wolf-riders

● The "playable on ..." conditions of the first paragraph do not apply to the

second paragraph.



Wolves

● Card Erratum: Change "Animals" to "Wolves."

Worn and Famished

● See Card Effect Limitations.

The Worthy Hills

● Since this site never taps, no free minor items may be played here.

● (minion) The Worthy Hills effect of not tapping does not interfere with the

satisfying of active conditions.

Woses of Eryn Vorn

● Card erratum (minion version) Change "Man faction" to "Wose faction.”



Complete Errata Listing
Rules Errata

● When a company splits, any of the resulting companies can move with region

movement. Region movement is not limited to one company of a split.

● You may play a character if you do not have enough influence to control them.

However, if there are any characters you do not have the influence to control

at the end of your organization phase, the character you brought into play this

turn must be returned to your hand.

● An on-guard may only be revealed if it could have also been played during the

movement/hazard phase. This means all targets of the card must have existed

during the movement/hazard phase in order for the card to be revealed.

● A tapped agent may take an action to untap (i.e., move from tapped status to

untapped status).

● An agent may tap to play creatures at a site if the company is moving to the

site.

● Attacks keyed to Darkhavens are considered detainment.

● Dragons Rules, Characters Facing Multiple Strikes: Change "are then

considered to be canceled" to "are then considered to be successful."

● Dragon Rules, Hoards: Change "Each site with a Dragon automatic-attack (i.e.,

each Dragon's Lair) contains a hoard" to "Each site which had a Dragon

automatic-attack at the beginning of the turn contains a hoard."

● White Hand Rules, Playing and Using Resource, Targeting Site and Resource

Cards: change both instances of "resource card may not target/affect" to

"resource event card may not target/affect."

● Agent attacks against minions are always detainment.

● Corruption cards must always start a chain of effects.

● If a company returns to its site of origin, it may do nothing during its site

phase. A company failing it's underdeeps movement roll is not effected by this

rule.

● Hazard effects in play that affect attacks have no effect on company

vs.company combat.

● Balrog players receive no MPs for hero items played at their darkhavens.



Card Errata
● Akhôrahil: Change "...gives -1 penalty to one..." to "...modifies any one

character's body by -1 for the rest of the turn.

● Alatar: Change "he must tap and make a corruption check immediately

following the attack." to "he must make a corruption check immediately

following the attack, and, if untapped, he must tap."

● Align Palantír: Add "May not be duplicated on a given Palantír."

● Arkenstone: (minion version): Change "and all cards he controls" to "and all

non-follower cards he controls.”

● Army of the Dead: Add "May not be influenced by an opponent."

● Assassin: Gives 2 MP, not 1.

● A Strident Spawn: Add "Unique."

● Bill the Pony: The body should be 10, not 6.

● Book of Mazarbul: Replace "tap the bearer during the organization phase"

with "tap Book of Mazarbul during your organization phase."

● Corsairs of Umbar: Add "May also be played at any sites in Elven Shores,

Eriadoran Coast, Andrast Coast, Bay of Belfalas, or Mouths of the Anuin."

● Cracks of Doom: Add "Only playable during the site phase." Remove

"Otherwise, discard The One Ring."

● Cruel Caradhras: Replace "Minas Morgul" with "Imlad Morgul."

● Deep Mines: Add "Cannot be duplicated on a given Wizardhaven."

● Deeper Shadow: This is a short-event, not a long-event.

● Dodge: Replace "his body check is modified by -1." with "his body is modified

by -1 for the resulting body check."

● Dragon's Hunger: Replace "Otherwise, the attack is canceled." with

"Otherwise, the attack is canceled and the opponent must reveal his hand."

● Drowning Seas: Remove "Cannot be duplicated."

● Dwarven Ring of Bávor's/Drúin's Tribe: One "reshuffle the play deck" is

sufficient.

● Dwarven Ring of Thélor's/Thrár's Tribe: Values in parentheses and brackets

apply to Dwarf bearer. The prowess/body modifications should read:

"+2(4)/+1."

● Ent-draughts: Replace "as a minor item" with "in addition to an ally or faction

which has been successfully been played at Wellinghall."

● Foolish Words: Add "Cannot be duplicated."

● Fortress of Isen: Remove "A company moving to or from Isengard is not

considered to be moving through Gap of Isen (including one less Borderland

in their site path."



● Fortress of the Towers: Remove "A company moving to or from White Towers

is not considered to be moving through Arthedain (including one less

Wilderness in their site path."

● Giant: Add "Giant."

● Great Goblin: Add "Unique. Orc. One Strike."

● Great Lord of Goblin-gate: Add "Unique."

● Great Ship: Add "Tap a character in target company during the organization

phase to play Great Ship on that company." Replace "...contains a coastal sea

region..." with "...contains a coastal sea region and no consecutive non-

coastal sea regions..."

● Guarded Haven: Remove "A company moving to or from this site is not

considered to be moving through the region containing the site (including one

less region in their site path."

● Gwaihir: Should read "you may discard Gwaihir during the organization phase

to allow his company..."

● Heedless Revelry: Change "after the successful play" to "in response to the

play."

● Hold Rebuilt and Repaired: "Playable during the site phase."

● Horses: Add "Playable only at the end of the organization phase."

● Huorn: Add "Awakened Plant."

● Ice-orcs: Change the Shadow-hold symbol into a Ruins & Lairs .

● Ioreth: Replace "Healing card" with "Healing effect."

● Iron Shield of Old: Add "Shield."

● Lucky Search: Replace "Discard all revealed cards except the item." with

"Reshuffle all revealed cards except the item back into the play deck." Add at

the end of the first paragraph "Discard item if the scout is wounded by this

attack."

● Lure of Nature: Replace "at the end of each movement/hazard phase" with

"after all other hazards have been played."

● Mallorn: The first sentence should read: "Playable at Bag End only if Earth of

Galadriel's Orchard is stored there."

● Morannon: Should read "This card is used as a Dark-hold site card in the

region of Udûn that is moved to..."

● Mouth of Sauron: Add "Man."

● Muster: Replace entire text with: "Warrior only. An influence check against a

faction by a warrior is modified by adding the warrior's prowess to a

maximum modifier of +5."

● Neeker-breekers: Add "Does not effect Wizards."



● Noble Hound: Add the sentence: "If Noble Hound is tapped or wounded, treat

it as though it were untapped for the purposes of assigning strikes."

● No Escape From My Magic: Change "Playable on any faction in play" to

"Playable on any unique faction in play."

● Old Forest: Replace "healing cards" with "healing effects."

● Old Man Willow: Add "Awakened Plant."

● The Old Thrush: Add "Cannot be duplicated on a given attack."

● Open to the Summons: Replace "minion company" with "company."

● Padding Feet: Replace the first sentence with: "Playable during the site phase

on a lone scout minion (no other characters or allies in his company) at the

same site as an opponent hero company containing a hobbit."

● Plague: Change "At the end of the target's movement/hazard phase" to "At

the end of your opponent's turn."

● Pûkel-men: Add "Pûkel-creature."

● Quiet Lands: Replace "is reduced to half its original prowess (rounded up)."

with "is reduced by half (rounded up)."

● Rebuild the Town: Replace "Playable on" with "Playable during the site phase

on."

● Reluctant Final Parting: Add "Determine nearest Haven using site cards of the

same alignment (minion/hero) as the ally."

● Rescue Prisoners: This cards gives 2 marshalling points, not 3. Add "You

receive the marshalling points for this card only when it is stored."

● Rhosgobel: Replace "healing cards" with "healing effects."

● Rhosgobel: Fallen Wizardhaven. Remove "A company moving to or from

Rhosgobel is not considered to be moving through Southern Mirkwood

(including one less Dark-domain in their site path."

● Ringlore: Add "Playable only during the site phase. Tap the sage and the site."

● River: Should read "Playable on a site. If a company that has moved to this

site this turn does not tap a ranger, it must do nothing during its site phase."

● Röac the Raven: Replace "no modifications to the influence check are

required." with "treat this influence check as if it was made by a diplomat."

● Sacrifice of Form: Replace "-3 to any body checks" with "+3 to any body

checks."

● Siege: Change the Border-land symbol in the first line to a Border- hold

symbol.

● Shadowfax: Change to "an additional site card may be played and an

additional movement/hazard phase."

● Silent Watcher: Gives 1 marshalling point, not O. Add "Pûkel- creature."



● Slayer: Gives 2 marshalling points, not 0. Add "Slayer."

● Stay Her Appetite: Change "plus two" to "plus five."

● Summons from Long Sleep: Change "When the reserved creature is played,

another Dragon or Drake may be reserved." to "Discard this card after the

reserved creature attacks."

● Thorough Search: Replace "...to play any item normally found at its current

site." with "...to play a minor, major, or gold ring item normally found at its

current site."

● Tolfalas: Should read: "Playable: Items (minor, major, greater*) *Scroll of

Isildur only."

● Tom Bombadil: Change "that targets a company" to "that targets a company,

or an entity associated with a company."

● Traitor: Replace the last paragraph with "This card is discarded when a

character fails his corruption check."

● Treebeard: Replace "Redhorn Gap" with "Redhorn Gate."

● Twilight: Add "This card may be played at any time during any player's turn."

● Use Palantír: Change text to "Sage only. Tap sage to enable him to use one

Palantír he bears for the rest of the turn."

● Veils Flung Away: Each body check is modified by -1, not +1.

● Vilya: Vilya should now read: "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."

● The White Tree: Add "Discard the Sapling of the White Tree."

● Windlord Found Me: Add "If you do not place this card with a character after

the attack, discard it."

● Wizard's Laughter: Change "Wizard only." to "Wizard only during opponent's

site phase."

● Wizard's Ring: Replace "Ignore any effect that would discard this item" with

"Cannot be stored, stolen, or transferred."

● Wolves: Change "Animal" to "Wolves."

● Woses of Eryn Vorn (minion version): Change "Man faction" to "Wose

faction.”



Rulings Monday

Rulings for the Middle-earth: Collectible Card Game fall into two categories now.

First are those which cover ambiguous situations, and those rulings take effect

immediately. Second are those which reverse previous rulings, introduce new

rulings on non-ambiguous situations, and errata. These rulings will not take effect

in tournament play for two to four weeks.

Every other Monday, all rulings of the second type, made in the past two weeks,

will be announced. Also, with each announcement will come a list of rulings which

are effective starting that Monday.

Rulings Effective 10/26/98

● Windlord Found Me: This resources requires that you tap a character to

play it. You may not play it directly to your M.P. pile.

Rulings Effective 10/12/98

● Padding Feet: Card Erratum: Change the first sentence to read: “…at the

same site as an opponent’s Hobbit”

Rulings Effective 4/20/98

● Deep Mines, Card Erratum: Add "Cannot be duplicated on a given

Wizardhaven."

● Reluctant Final Parting, Card Erratum: Add "Determine nearest Haven

using site cards of the same alignment (minion/hero) as the ally."

Rulings Effective 2/9/98

● Open to the Summons, Card Erratum: Change "Playable on a minion

company" to "Playable on a company."



Rulings Effective 1/26/98

● The MEWH hand rules need errata. They should read that "a Fallen-wizard

must not use starter movement," not that they may only use region

movement. This means they can use Under-deeps movement, and cards

like Belegaer.

● Forcing a dice roll is consdiered to be having an effect on the game. This

means you can play Muster or Weariness of the Heart, even if there is no

chance of the card doing anything.

Rulings Effective 12/6/97

● Agents count as both characters and hazards during the game in a

Ringwraith deck.

Rulings Effective 12/1/97

● No Escape from My Magic, Card Erratum: Change "Playable on any faction

in play" to "Playable on any unique faction in play."

● Ringwraiths may not move from a non-Darkhaven site to another non-

Darkhaven site unless they are using Dwar Unleashed. This means a

Ringwraith may not move to Under-deeps sites that do not have a

Darkhaven for a surface site.

Rulings Effective 11/17/97

● Removing the site of origin and resetting to hand size are simultaneous

actions, and they are the last actions in any movement/hazard phase. This

means a moving company is not at a site until the site phase.

● Some hazard permanent-events allow you to tap or discard them for an

effect, and this does not count against the hazard limit unless specified

otherwise on the card.

● Rules Erratum: Attacks keyed to Darkhavens are detainment.

● Gates of Morning discards hazard environments when it resolves, even if

Peril Returned is in play.

● Iron Shield of Old: Card Erratum: Add "Shield."



Rulings Effective 11/3/97

● If a card leaves active play, including being returned to a player's hand, it

immediately ceases having an effect on play.

● Stay Her Appetite: Card Erratum: Change "plus two" to "plus five."
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