THE DRAGONS
CHARACTERS
BRAND ‐ Warrior/Diplomat Man (U)
[MP: 2; Mind: 6; DI: 2; P/B: 4/9; Home Site: Dale]
Unique. +2 direct influence against Men of Dale faction.
FRAM FRAMSON ‐ Warrior/Ranger Man (R)
[MP: 2; Mind: 5; DI: 0; P/B: 6/8; Home Site: Framsburg]
Unique. He may not be one of the starting characters. He may only be brought into play at his home site. +3 prowess against
Dragon and Drake attacks.
GALDOR ‐ Ranger/Diplomat Elf (U)
[MP: 2; Mind: 5; DI: 2; P/B: 2/9; Home Site: Grey Havens]
Unique. +1 direct influence against Elves and Elf factions.
IORETH ‐ Sage Dúnadan (U)
[MP: ‐; Mind: 1; DI: 1; P/B: 0/7; Home Site: Minas Tirith]
Unique. Healing effects affect all characters in her company. (E)
THRÁIN II ‐ Warrior/Ranger/Sage Dwarf (R)
[MP: 3; Mind: 9; DI: 2; P/B: 7/8; Home Site: None]
Unique. +3 direct influence against Dwarves and Dwarf factions.

HAZARD CREATURES
BAIRANAX ‐ Creature (R)
[MP: 3; P/B: 14/7]
Unique. May be played at Ovir Hollow. Dragon. Two strikes. Attacker chooses defending characters. If Doors of Night is
in play, may also be played keyed to Withered Heath, Gundabad, Anduin Vales, and Grey Mountain Narrows; may also
be played at sites in these regions.
CARRION BIRDS ‐ Creature (C)
[MP: 1; P/B: 6/‐]
May be played keyed to Wilderness [ ] after any Orc, Troll, or Man attack keyed to Wilderness [ ] and against the same
company.
Animals. Each character in the company faces one strike. Any character wounded by Carrion Birds makes two body checks
instead of one, both checks modified by ‐1.
CAVE WORM ‐ Creature (C)
[MP: 1; P/B: 16/‐]
Drake. One strike. May be played keyed to Redhorn Gate, High Pass, Gap of Isen, Angmar, Gundabad, Grey Mountain Narrows,
Withered Heath, Númeriador, and Iron Hills.
DIRE WOLVES ‐ Creature (C)
[MP: 1; P/B: 8/‐; Playable: double Wilderness [
Wolves. Four strikes.
Two Wildernesses [

] in site path are required.

] and Shadow‐lands [

]]
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DUNLENDING RAIDERS ‐ Creature (C)
[MP: 1; P/B: 8/‐]
Men. Five strikes. Playable keyed to Enedhwaith, Cardolan, Hollin, Rhudaur, and Dunland; and may also be played at Ruins &
Lairs [ ] in these regions.
ËARCARAXË ‐ Creature (C)
[MP: 4; P/B: 17/7]
Unique. May be played at Isle of the Ulond. Dragon. Two strikes. Attacker chooses defending characters.
If Doors of Night is in play, may also be played keyed to Andrast Coast, Bay of Belfalas, Eriadoran Coast, and Andrast; and may
also be played at sites in these regions.
GOTHMOG ‐ Creature (R)
[MP: 3; P/B: 14/9; Playable: Dark‐domains [

] and Dark‐holds [ ]]

Unique. Troll. One strike. May also be played following an Orc or Troll attack in a Shadow‐land [

] or Shadow‐hold [ ].

HOBGOBLINS ‐ Creature (C)
[MP: 1; P/B: 10/‐; Playable: double Wilderness [
Orcs. Two strikes.
Two Wildernesses [

]]

] in site path are required.

ICE‐DRAKE ‐ Creature (C)
[MP: 1; P/B: 15/‐]
Drake. Two strikes. May be played keyed to Elven Shores, Forochel, Angmar, Gundabad, Grey Mountain Narrows, and Withered
Heath.
ITANGAST ‐ Creature (R)
[MP: 6; P/B: 18/8]
Unique. May be played at Gold Hill. Dragon. Three strikes.
If Doors of Night is in play, may also be played keyed to Withered Heath, Iron Hills, Northern Rhovanion, Grey Mountain
Narrows; may also be played at sites in these regions.
LAND‐DRAKE ‐ Creature (C)
[MP: 1; P/B: 8/‐; Playable: Wilderness [ ] and Ruins & Lairs [ ]]
Drake. One strike. Attacker chooses defending characters.
LESSER SPIDERS ‐ Creature (C)
[MP: 1; P/B: 7/‐; Playable: Wilderness [
Spiders. Four strikes.

], Shadow‐lands [

], and Ruins & Lairs [ ]]

LIGHT‐DRAKE ‐ Creature (C)
[MP: 1; P/B: 8/‐; Playable: Wilderness [
Drake. Two strikes.

] and Ruins & Lairs [ ]]

MARSH‐DRAKE ‐ Creature (C)
[MP: 1; P/B: 11/‐; Playable: Shadow‐lands [
Drake. Two strikes.

] and Coastal Seas [

]]

MORGUL‐RATS ‐ Creature (R)
[MP: 1; P/B: 2/5]
Animals. 15 strikes. Only playable at a Shadow‐hold [ ] or at a Dark‐hold [ ], and only if a character in the company is
wounded or Doors of Night is in play.
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RAIN‐DRAKE ‐ Creature (C)
[MP: 1; P/B: 15/‐; Playable: triple Wilderness [
Drake. One strike.
Three Wildernesses [

] and Coastal Seas [

]]

] in site path are required.

May also be played at a Ruins & Lairs [ ] that has two Wildernesses [

] or one Coastal Sea [

] in its site path.

SAND‐DRAKE ‐ Creature (U)
[MP: 1; P/B: 12/‐]
Drake. Three Strikes. Attacker chooses defending characters. May be played keyed to Khand and Harondor. If Doors of
Night is in play, may also be played keyed to Ithilien, Nurn, and Horse Plains.
SCATHA ‐ Creature (R)
[MP: 5; P/B: 15/9]
Unique. May be played at Gondmaeglom. Dragon. Three strikes.
If Doors of Night is in play, may also be played keyed to Withered Heath, Woodland Realm, Northern Rhovanion, and Grey
Mountain Narrows; and may also be played at sites in these regions.
SCORBA ‐ Creature (R)
[MP: 3; P/B: 12/8]
Unique. May be played at Zarak Dûm. Dragon. Three strikes. Attacker chooses defending characters.
If Doors of Night is in play, may also be played keyed to Forochel, Angmar, Gundabad; may also be played at sites in these
regions.
SEA SERPENT ‐ Creature (C)
[MP: 2; P/B: 14/6; Playable: Coastal Seas [
Drake. Two strikes.

]]

THUNDERʹS COMPANION ‐ Creature (C)
[MP: 1; P/B: 9/‐; Playable: double Wilderness [
Giants. Three strikes.
Two Wildernesses [

]]

] in site path are required.

TRUE COLD‐DRAKE ‐ Creature (C)
[MP: 1; P/B: 14/‐]
Drake. Two strikes. May be played keyed to Númeriador, Forochel, Angmar, Gundabad, Grey Mountain Narrows, Withered
Heath, and Iron Hills.
TRUE FIRE‐DRAKE ‐ Creature (C)
[MP: 1; P/B: 13/‐; Playable: triple Wilderness [
Drake. Two strikes.
Three Wildernesses [

]]

] in site path are required (only two Wildernesses [

] are required if Doors of Night is in play).

WERE‐WORM ‐ Creature (R)
[MP: 2; P/B: 13/‐; Playable: triple Wilderness [
]]
Drake. One strike. Attacker chooses defending characters. Defending company must discard one item of attackerʹs choice for
each character wounded by Were‐worm.
Three Wildernesses [

] in site path are required.
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WILD FELL BEAST ‐ Creature (R)
[MP: 2; P/B: 12/‐; Playable: double Shadow‐lands [
]]
Drake. Three strikes. Attacker chooses defending characters. Unless this attack is cancelled, all untapped characters in defending
company are tapped following attack. Two Shadow‐lands [

] in site path are required.

WINGED COLD‐DRAKE ‐ Creature (U)
[MP: 1; P/B: 13/‐; Playable: triple Wilderness [
]]
Drake. Two Strikes. Attacker chooses defending characters.
Three Wildernesses [

] in site path are required.

WINGED FIRE‐DRAKE ‐ Creature (U)
[MP: 1; P/B: 12/‐; Playable: triple Wilderness [

] and double Shadow‐lands [

Drake. Two strikes. Attacker chooses defending characters. Three Wildernesses [
required.

]]

] or two Shadow‐lands [

] in site path are

WOLF‐RIDERS ‐ Creature or Short‐event (C)
[MP: 1; P/B: 8/‐]
Orcs. May be played following any Orc attack not keyed to a site. Three strikes. If played as a short‐event, modify the prowess
and strikes of a Wolf attack by +1.

HAZARD EVENTS
AGBURANAR AHUNT ‐ Long‐event (U)
[MP: 4]
Unique. Any company moving in Withered Heath, Northern Rhovanion, Iron Hills, and/or Grey Mountain Narrows
immediately faces one Dragon attack (considered a hazard creature attack) ‐ 3 strikes at 13/8.
If Doors of Night is in play, this attack also affects: Southern Rhovanion, Dorwinion, Heart of Mirkwood, and Woodland
Realm.
AGBURANAR AT HOME ‐ Permanent‐event (R)
[MP: 4]
Unique. Unless Agburanar Ahunt is in play, Caves of Ûlund has an additional automatic‐attack: Dragon ‐ 2 strikes at 16/9.
In addition, one unique Dragon manifestation played against each company does not count against the hazard limit.
BAIRANAX AHUNT ‐ Long‐event (U)
[MP: 3]
Unique. Any company moving in Withered Heath, Gundabad, Anduin Vales, and/or Grey Mountain Narrows
immediately faces one Dragon attack (considered a hazard creature attack) ‐ 3 strikes at 12/6 (attacker chooses defending
characters).
If Doors of Night is in play, this attack also affects: Northern Rhovanion, Iron Hills, Southern Rhovanion, and Angmar.
BAIRANAX AT HOME ‐ Permanent‐event (R)
[MP: 3]
Unique. Unless Bairanax Ahunt is in play, Ovir Hollow has an additional automatic‐attack: Dragon ‐ 2 strikes at 15/7.
In addition, the hazard limit against any company facing one or more animal hazard creature attacks is increased by
one.

Middle‐earth CCG ‐ Full Spoiler List

54

BLACK BREATH ‐ Permanent‐event (R)
[CP: 3]
Corruption. Place with any wounded character in a company that just faced a Nazgûl attack; the character receives 3 corruption
points. Target character makes a body check during each of his organization phases.
Whenever target creature would normally heal, he instead makes a roll (or draws a #): if the result is greater than 10, he heals
normally and this card is removed. The roll is modified by +2 if the character is at a Haven [
that taps in support.

] and by +2 for each sage in his company

CRUEL CARADHRAS ‐ Short‐event (U)
Playable on a company using region movement to move through one of the following regions (and not stopping at a site therein):
High Pass, Redhorn Gate, Angmar, Gundabad, Grey Mountain Narrows, or Imlad Morgul. Each character in target company must
face one strike (not an attack) of 8 prowess which cannot be cancelled. Any resulting body check is modified by +1. (E)
DAELOMIN AHUNT ‐ Long‐event (U)
[MP: 4]
Unique. Any company moving in Withered Heath, Northern Rhovanion, Iron Hills, and/or Grey Mountain Narrows
immediately faces one Dragon attack (considered a hazard creature attack) ‐ 4 strikes at 11/7 (attacker chooses defending characters).
If Doors of Night is in play, this attack also affects: Brown Lands, Southern Rhovanion, Dorwinion, Dagorlad, and Horse Plains.
DAELOMIN AT HOME ‐ Permanent‐event (R)
[MP: 4]
Unique. Unless Daelomin Ahunt is in play, Dancing Spire has an additional auto‐attack: Dragon ‐ 3 strikes at 14/8. In addition,
you may discard this card from play during opponent’s movement/hazard phase (not counting against the hazard limit) to increase
the hazard limit against one company by two.
DEFTNESS OF AGILITY ‐ Short‐event (R)
A Dragon can assign a strike (with a ‐3 modification to its prowess) to a character already assigned to receive one of its strikes.
Alternatively, a manifestation of Bairanax can direct such a strike with no prowess modification.
DRAGONʹS BLOOD ‐ Short‐event (C)
Playable on a character facing a Dragon or Drake strike (before the dice are rolled to resolve the strike). If the strike fails, the target
character must make a body check modified by ‐1 if he has armor, by ‐1 if he has a shield, and by ‐1 if he has a helmet.
Cannot be duplicated on a given character.
DRAGONʹS BREATH ‐ Short‐event (U)
Playable on an attack by a True Fire‐drake, by a Winged Fire‐drake, or by any manifestation of Itangast, Leucaruth, Scorba, or
Smaug (must be played before strikes are assigned). Each character in the company being attacked must immediately face one
strike equal to the attackʹs prowess. Instead or using prowess against the strike, each character uses his body modified by +1 if he
has a shield, by +1 is he has a helmet, and by +3 if he taps. The target attack which follows receives +1 body and ‐2 prowess.
Cannot be duplicates on a given attack.
DRAGONʹS CURSE ‐ Permanent‐event (C)
[CP: 2]
Corruption. Dark enchantment. Playable on a non‐Wizard character facing a strike from a Dragon hazard creature attack. The strikeʹs
prowess is modified by ‐1. The character receives 2 corruption points. The target character makes a corruption check at the end of
his untap phase. Cannot be duplicated on a given character.
During his organization phase, a sage in the target character’s company may tap to attempt to remove this card. Make a roll (or
draw a #): if this result is greater than 6, discard this card.
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DRAGONʹS TERROR ‐ Short‐event (U)
Dark enchantment. Playable on a Dragon or Drake hazard creature attack before the strikes are assigned. For each card you discard
from your hand when Dragonʹs Terror is declared, target one non‐Wizard character of your choice in the defending company and
make a roll (or draw a #)‐‐add +2 for a Dragon attack. If the result is greater than the character’s mind, the character taps. Each card
discarded in this fashion counts as one against the companyʹs hazard limit.
DRAGON‐SICKNESS ‐ Short‐event (C)
Playable on a character bearing a major or greater item. Character makes a corruption check modified by ‐1.
ËARCARAXË AHUNT ‐ Long‐event (U)
[MP: 4]
Unique. Any company moving in Andrast Coast, Bay of Belfalas, Eriadoran Coast, and/or Andrast immediately faces one Dragon
attack (considered a hazard creature attack) ‐ 3 strikes at 15/6 (attacker chooses defending characters). If Doors of Night is in play,
this attack also affects: Old Pûkel‐land, Enedhwaith, Anfalas, and any Coastal Sea region [

] (or region type).

ËARCARAXË AT HOME ‐ Permanent‐event (R)
[MP: 4]
Unique. Unless Ëarcaraxë Ahunt is in play, Isle of the Ulond has an additional automatic‐attack: Dragon ‐ 2 strikes at 18/7
(attacker chooses defending characters).
In addition, the hazard limit against any moving company with a Coastal Sea region [

] in its site path is increased by one.

EXILE OF SOLITUDE ‐ Short‐event (R)
One strike of an at home manifestation of any unique Dragon can attempt to capture a non‐Wizard character. This strikeʹs
prowess is modified by ‐1. If this strike is successful, it forces the discard of the character (with no body check) and all cards he
controls.
Alternatively, all strikes of Ëarcaraxë at Home attempt to capture all non‐Wizard characters defending against her strikes.
FEVER OF UNREST ‐ Short‐event (R)
A Dragon hazard creature can attack a company with four Wildernesses [
Alternatively, Leucaruth can attack a company with three Wildernesses [

] in its site path.

] in her site path.

FOOLISH WORDS ‐ Permanent‐event (C)
Any riddling roll, offering attempt, or influence attempt by the target character is modified by ‐4. If placed on‐guard, it may be
revealed and played when a character in the company declares a riddling, offering, or influence attempt. During his organization
phase, a character with this card may tap to attempt to remove it. Make a roll (or draw a #): if this result is greater than 7, discard
this card.
FRENZY OF MADNESS ‐ Short‐event (R)
Playable on a Shadow‐hold [ ] not in Gorgoroth, Nurn, Ûdun, or Imlad Morgul. If you discard (from your hand) a hazard creature
playable at the site, one Dragon hazard creature may be played this turn keyed to the site.
Alternatively, Daelomin may be played at the site this turn (without discarding a creature).
FROM THE PITS OF ANGBAND ‐ Long‐event (U)
At the end of each turn, each player may take one unique Dragon manifestation or one Drake hazard creature from his discard pile
and shuffle it into his play deck.
Alternatively, if Doors of Night is in play, at the end of each turn, each player may return one unique Dragon
manifestation and/or one Drake hazard creature from his discard pile to his hand.
Cannot be duplicated.
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HALF AN EYE OPEN ‐ Short‐event (C)
Playable on a Dragon or Drake attack (before the strikes are assigned). Attacker may choose defending non‐Wizard character to
face the first strike assigned from the attack.
Alternatively, it may be revealed as an on‐guard card when a burglary attempt is announced ‐ this attempt is modified
by ‐5.
HOST OF BATS ‐ Long‐event (U)
Against each company, one Orc hazard creature may be played that does not count towards the hazard limit. Any character
wounded by an Orc attack makes an additional body check modified by ‐1.
Additionally, if Shadow of Mordor is in play, any character wounded by an attack keyed to (or an automatic‐attack at) a
Shadow‐hold [ ] or a Dark‐hold [ ] makes an additional body check modified by ‐2.
Cannot be duplicated.
ICY TOUCH ‐ Permanent‐event (C)
[CP: 2]
The prowess of one Undead attack is modified by +1.
Corruption. The next character wounded by the attack (on whom a corruption card has not already been played this turn)
receives 2 corruption points (place this card with the character). Discard Icy Touch if it is not played with a character.
During his organization phase, a character with this card may tap and attempt to remove it. Make a roll (or draw a #): if this result
is greater than a 6, discard this card.
INCITE DENIZENS ‐ Short‐event (C)
Creates an additional automatic‐attack at a Ruins & Lairs [ ] until the end of the turn. This is an exact duplicate (including all
existing and eventual modifications to prowess, etc.) of an existing automatic‐attack of your choice at the site. This automatic‐attack
is faced after the automatic‐attack it duplicates.
Cannot be duplicated on a given site.
INCITE MINIONS ‐ Short‐event (C)
Creates an additional automatic‐attack at a Shadow‐hold [ ] or Dark‐hold [ ] until the end of the turn. This is an exact
duplicate (including all existing and eventual modifications to prowess, etc.) of an existing automatic‐attack of your
choice at the site. This automatic‐attack is faced after the automatic‐attack it duplicates. Cannot be duplicated on a given
site.
IREFUL FLAMES ‐ Permanent‐event (P)
Affects the following sites: The Lonely Mountain, Irerock, Zarak Dûm, and Gold Hill. For any item to be played at one of these sites,
its player must remove an item in his hand from play that would itself be playable at the site. Cannot be revealed as an on‐guard
card. Discard Ireful Flames when any play deck is exhausted.
ITANGAST AHUNT ‐ Long‐event (U)
[MP: 6]
Unique. Any company moving in Withered Heath, Northern Rhovanion, Iron Hill, and/or Grey Mountain Narrows
immediately faces one Dragon attack (considered a hazard creature attack) ‐ 4 strikes at 16/7.
If Doors of Night is in play, this attack also affects: Southern Rhovanion, Dorwinion, Heart of Mirkwood, and Woodland
Realm.
ITANGAST AT HOME ‐ Permanent‐event (R)
[MP: 6]
Unique. Unless Itangast Ahunt is in play, Gold Hill has an additional automatic‐attack: Dragon ‐ 3 strikes at 19/8. In
addition, each greater item gives an additional corruption point.
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KNOWN TO AN OUNCE ‐ Permanent‐event (R)
Playable on a site that contains a hoard or on a Dragon at home manifestation. If any item is played at the site or at the site associated
with the Dragon at home manifestation, the siteʹs automatic‐attacks are again faced.
Discard this card when the associated site or Dragon manifestation leaves play. Cannot be duplicated on a given site or Dragon
Manifestation.
LEFT BEHIND ‐ Short‐event (U)
Playable on a non‐Wizard character whose company is facing an attack of five strikes or more. Following the attack, character
splits off into a different company with the same site path as the company in which he was.
He faces a separate movement/hazard phase this turn with a hazard limit of one. He may rejoin his original company following
all movement/hazard phases.
LEUCARUTH AHUNT ‐ Long‐event (U)
[MP: 4]
Unique. Any company moving in Withered Heath, Northern Rhovanion, Iron Hills, and/or Grey Mountain Narrows immediately
faces one Dragon attack (considered a hazard creature attack) ‐ 3 strikes at 14/7.
If Doors of Night is in play, this attack also affects: Southern Rhovanion, Dorwinion, Heart of Mirkwood, and Woodland
Realm.
LEUCARUTH AT HOME ‐ Permanent‐event (R)
[MP: 4]
Unique. Unless Leucaruth Ahunt is in play, Irerock has an additional automatic‐attack: Dragon ‐ 2 strikes at 17/8. In
addition, only one unique Dragon manifestation may be played per turn.
MANY SORROWS BEFALL ‐ Short‐event (R)
Unique. Forces the discard of one resource long‐event.
Alternatively, can target and cancel one resource short‐event declared earlier in the same chain of effects (i.e. before the resource
short‐event resolves).
MEMORIES STOLEN ‐ Permanent‐event (R)
Dark enchantment. A non‐Wizard character facing a strike from a Dragon hazard creature attack loses all skills while bearing this
card. The strikeʹs prowess is modified by ‐3. Cannot be duplicated on a given character. If at a Haven [ ] during his organization
phase, a character with this card may tap to attempt to remove it. Make a roll (or draw a #): if this result is greater than 8, discard this
card. Modify the roll by +1 for each character in his company that taps in support.
NO ESCAPE FROM MY MAGIC ‐ Permanent‐event (R)
Playable on any unique faction in play. On the turns after it is played, this card affects the region that contains the site where this
faction is playable and all adjacent regions. Each company moving with region cards using one or more of such regions must make
a roll (or draw a #) modified by +2 for each ranger in the company, by +1 for each scout, and by +1 for each diplomat. If the result is
12 or less, the company must do nothing during the site phase. Cannot be duplicated on a given faction. (E)
NOOSE OF THE SEA ‐ Long‐event (U)
Affects each company with a Coastal Sea [ ] in its site path. The on‐going effects of all resource short‐events that were played
during the organization phase are cancelled for the duration of the movement/hazard phase and the site phase. Such short‐events
have no effect on this card (i.e., it may not be cancelled by such a short‐event).
PARSIMONY OF SECLUSION ‐ Short‐event (R)
Return any unique Dragon manifestation to your hand from your discard pile.
Alternatively, return any manifestation of Agburanar to your hand from your discard pile and increase the hazard limit by two.
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PASSION OF WRATH ‐ Short‐event (R)
A strike from a Dragon attack is modified by +2 prowess and ‐1 body.
Alternatively, a strike from an attack by a manifestation of Smaug is modified by +4 prowess and ‐2 body.
PERIL RETURNED ‐ Long‐event (C)
If Gates of Morning is not in play, Doors of Night is considered to be in play.
If Gates of Morning is in play, it is considered to be out of play while Peril Returned is in play. Gates of Morning may still be
removed normally (e.g., through the use of Twilight, Doors of Night, etc.).
PROWESS OF AGE ‐ Short‐event (R)
Targets and cancels any effect (declared earlier in the same chain of effects) that would cancel an attack from a unique Dragon
manifestation.
Alternatively, gives a prowess bonus to a Dragon or Drake attack (must be played before its strikes are assigned) dictated by
the number of Prowess of Age cards played on the attack: +1 prowess if 1 played; +4 if 2 played; +9 if 3 played.
PROWESS OF MIGHT ‐ Short‐event (R)
A Dragon attack is modified by +1 to prowess and +1 to body.
Alternatively, an attack by a manifestation of Scatha is modified by +2 to prowess and +2 to body.
RUMOR OF WEALTH ‐ Short‐event (U)
Playable on a Ruins & Lairs [ ] that is not a Dragonʹs lair. Any one Dragon hazard creature (except Ëarcaraxë) may be played (and
does not count against the hazard limit) at the site during the site phase this turn after the successful play of a major or greater item.
SCATHA AHUNT ‐ Long‐event (U)
[MP: 5]
Unique. Any company moving in Withered Heath, Woodland Realm, Northern Rhovanion, and/or Grey Mountain Narrows
immediately faces one Dragon attack (considered a hazard creature attack) ‐ 4 strikes at 13/8.
If Doors of Night is in play, this attack also affects: Anduin Vales, Western Mirkwood, Heart of Mirkwood, and Gundabad.
SCATHA AT HOME ‐ Permanent‐event (R)
[MP: 5]
Unique. Unless Scatha Ahunt is in play, Gondmaeglom has an additional automatic‐attack: Dragon ‐ 3 strikes at 16/9.
addition, ‐1 to all influence attempts.

In

SCORBA AHUNT ‐ Long‐event (U)
[MP: 3]
Unique. Any company moving in Forochel, Angmar, and/or Gundabad immediately faces one Dragon attack (considered
a hazard creature attack) ‐ 4 strikes at 10/7 (attacker chooses defending characters). If Doors of Night is in play, this
attack also affects: Númeriador, Arthedain, and Rhudaur.
SCORBA AT HOME ‐ Permanent‐event (R)
[MP: 3]
Unique. Unless Scorba Ahunt is in play, Zarak Dûm has an additional automatic‐attack: Dragon ‐ 3 strikes at 13/8. In
addition, each major item gives an additional corruption point.
SEARCHING EYE ‐ Short‐event (C)
Cancel any card requiring scout skill before it is resolved or cancel any ongoing effect of a card that required scout skill to play. If
this card is played as an on‐guard card, it can be revealed during opponent’s site phase to cancel a card requiring scout skill.
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SHADOW OF MORDOR ‐ Permanent‐event (R)
Environment. The hazard limit for each company is increased by one for every card over one drawn by that company during its
movement/hazard phase.
Additionally, if Doors of Night is in play, during each companyʹs movement/hazard phase, the hazard player may draw one
additional card for every card in excess of one drawn by his opponent.
Cannot be duplicated.
SLEEPLESS MALICE ‐ Long‐event (U)
One Undead hazard creature against each company does not count against its hazard limit.
Additionally, if Doors of Night is in play, any Undead hazard creature may be played keyed to Ruins & Lairs [ ]. Cannot be
duplicated.
SMAUG AHUNT ‐ Long‐event (U)
[MP: 5]
Unique. Any company moving in Withered Heath, Northern Rhovanion, Iron Hills, and/or Grey Mountain Narrows immediately
faces one Dragon attack (considered a hazard creature attack) ‐ 3 strikes at 15/7 (attacker chooses defending character). If Doors of
Night is in play, this attack also affects: Brown Lands, Southern Rhovanion, Dorwinion, Dagorlad, and Horse Plains.
SMAUG AT HOME ‐ Permanent‐event (R)
[MP: 5]
Unique. Unless Smaug Ahunt is in play, The Lonely Mountain has an additional automatic‐attack: Dragon ‐ 2 strikes at 18/8. In
addition, each moving company draws one less card to minimum of one at the start of its movement/hazard phase.
SONG OF THE LADY ‐ Long‐event
At the end of the organization phase, each company at Lórien that wishes to move must make a roll (or draw a #). This roll is
modified by: ‐1 if company contains any Men, ‐1 if company contains any Hobbits, +2 if company contains any Dwarves. If the
result is less than 7, the company may not move this turn.
STORMCROW ‐ Permanent‐event (C, P)
The direct influence of each Wizard is reduced by 2 (by 4 if Doors of Night is in play). Discard all resource permanent‐ events that
have been played on each company with a Wizard (i.e., on the company as a whole, not individual characters, e.g., Fellowship). No
such cards may be played on each Wizardʹs company. Discard this card when any play deck is exhausted. Cannot be duplicated.
SUBTLETY OF GUILE ‐ Short‐event (R)
The body of one non‐Wizard character wounded by a Dragon attack is lowered by 1 until the end of the turn.
Alternatively, lowers the body of one non‐Wizard character wounded by a manifestation of Itangast by 2 until the end of the turn,
or lowers the body of each non‐Wizard character in a company facing an attack by a manifestation of Itangast by one until the
end of the turn. Cannot be duplicated on a given character or company.
TIMES ARE EVIL ‐ Long‐event (U)
All offering attempts and influence attempts are modified by ‐ 3.
VELOCITY OF HASTE ‐ Short‐event (R)
A Dragon attack receives one additional strike (with no body).
Alternatively, an attack from a manifestation of Scorba receives two additional strikes (each with no body).
WINDS OF WRATH ‐ Short‐event (R)
Playable only if Doors of Night is in play. Replace the new site card of a moving company with a Coastal Sea [
card from your location deck that has a Coastal Sea [

] in its site path.

] in its site path with a
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WITHERED LANDS ‐ Short‐event (C)
Environment. Playable only if Doors of Night is in play. Treat one target Wilderness [

] as two Wildernesses [

Shadow‐land [

] until the end of the turn.

] as two Wildernesses [

] or one Border‐land [

] as two Wildernesses [

] or one

WORMʹS STENCH ‐ Short‐event (U)
Playable on a company that has already faced a Dragon or Drake attack this turn. The prowess of each Spider and Animal attack
against the company is increased by two for the rest of the turn.
Additionally, if Doors of Night is in play, all Wolf attacks receive +2 prowess and all Wolf, Spider, and Animal attacks receive +1
strikes for the rest of the turn against the company.
WORN AND FAMISHED ‐ Long‐event (C)
Each non‐Wizard character that is not in a Haven [ ], Free‐hold [ ], or Border‐hold [ ] does not untap normally during his untap
phase. Such a character may instead make a roll (or draw a #) adding his mind stat. If the result is greater than 12, he untaps. Cannot be
duplicated.

ALLIES
NENSELDË THE WINGILD ‐ Ally (R)
[MP: 2; Mind: 3]
Unique. Playable at Dol Amroth. May not be attacked. Tap Nenseldë to return one environment resource long‐event or short‐event
from your discard pile to your hand. Discard Nenseldë if her company moves to a site that is not in: Belfalas, Bay of Belfalas,
Anfalas, or Mouths of the Anduin.

RESOURCE EVENTS
A SHORT REST ‐ Long‐event (C)
Each moving company may draw an extra card for each region less than four in its site path.
ALERT THE FOLK ‐ Short‐event (U)
Playable on a company facing a Dragon or Drake attack (not Ëarcaraxë). Discard from your hand any one or two
factions playable at sites in Northern Rhovanion, Iron Hills, Woodland Realm, or Anduin Vales. All characters facing the attack
gain a bonus to their prowess equal to the total marshalling point values (as printed on their cards) of the
factions discarded.
AND FORTH HE HASTENED ‐ Short‐event (C)
Untap a character in your Wizardʹs company.
BELEGAER ‐ Short‐event (C)
Playable during organization phase on a company moving without region cards. Company may move from a site of origin in one
of the following regions to a new site in one of the following regions: Lindon, Elven Shores, Eriadoran Coast, Andrast Coast, Bay
of Belfalas, Mouths of the Anduin, Enedhwaith, Old Pûkel‐land, Andrast, Anfalas, Belfalas, Lebennin, and Harondor. The site path
is

and the hazard limit is decreased by two to a minimum of two. (E)

BOUNTY OF THE HOARD ‐ Short‐event (C)
Playable during the site phase. One minor or major item may be played at a tapped site that contains a hoard.
BURGLARY ‐ Short‐event (C)
Tap a character to make a burglary attempt at a site in lieu of facing its automatic‐attacks. Tap the site and make a roll modified
by +2 if the character is a scout and +3 if he is a hobbit. If the result is greater than 10, an item normally playable at the site may be
played with the character. If the attempt fails, the character must face all automatic attacks alone.
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CLOUDLESS DAY ‐ Long‐event (U)
Environment. Playable only if Gates of Morning is in play. Whenever a company faces a hazard creature attack, the defender
may choose which characters in the company will be the targets of the attackʹs strikes (regardless of tapped status, wounded
status, and the normal abilities of the attack).
DRAGONʹS HUNGER ‐ Short‐event (R)
Playable on a Dragon or Drake attack. If one is available, opponent must discard a hazard creature from his hand; this reduces
the companyʹs hazard limit by one. Otherwise, the attack is cancelled and the opponent must reveal his hand. (E)
DRAGON‐FEUDS ‐ Short‐event (U)
Playable during the organization phase. For the rest of the turn, you may discard a Dragon or Drake hazard creature from your
hand to cancel a Dragon or Drake attack against any of your companies.
DRAGON‐LORE ‐ Permanent‐event (U)
[MP: 1; CP: 2]
Playable on a sage during the site phase at an untapped site where ʺInformationʺ is playable. Tap the sage and the site. During a
site phase at a tapped Dragonʹs lair, tap bearer and discard Dragon‐lore. Search your play deck and/or discard pile for any item
playable at the Dragonʹs lair. This item may be immediately played with the bearer’s company.
DWARVEN HOARD ‐ Short‐event (C)
Tap a Dwarf at a Dark‐hold [ ] or Shadow‐hold [ ]. The site is considered to contain a hoard until the end of the turn.
ECHO OF ALL JOY ‐ Permanent‐event (U)
Play on a resource long‐event if Doors of Night is not in play. The long‐event is not discarded as normal during a long‐ event
phase. Discard Echo of All Joy and target long‐event when any play deck is exhausted or when Doors of Night comes into play.
ELF‐PATH ‐ Short‐event (C)
Playable only at the end of the organization phase. Tap an Elf. If his companyʹs site path only has one or two regions
with no Dark‐domains [
companyʹs site.

] and no Shadow‐lands [

], opponent may only play hazard creatures this turn that are keyed to the

FAST ASLEEP ‐ Short‐event (C)
+3 to one burglary attempt.
Alternatively, ‐2 to the prowess of one automatic‐attack.
FLATTER A FOE ‐ Short‐event (C)
Flattery attempt. Playable on a character whose company is facing an attack of the type listed below. Character makes an influence
check (modified by his unused direct influence and +2 if a diplomat). If successful, the attack is cancelled and the hazard limit for the
character’s company is decreased by two. This influence check is successful if the result is greater than: 10 against a Dragon; 11
against Men or Drakes; 12 against Trolls, Orcs, Elves and Giants.
FOROD ‐ Short‐event (C)
Playable during organization phase on a company moving without region cards. Company may move from a site of origin in
one of the following regions to a new site in one of the following regions: Lindon, Forochel, Angmar, Gundabad, Grey
Mountain Narrows, Withered Heath, and Iron Hills. The site path is
minimum of two.

and the hazard limit is decreased by two to a

GIFT OF COMPREHENSION ‐ Permanent‐event (C)
[CP: 2]
Playable on a Dúnadan at a Haven [

]; tap the Dúnadan. Gives the bearer sage skill.
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HARAD ‐ Short‐event (C)
Playable during organization phase on a company moving without region cards. Company may move from a site of origin in
one of the following regions to a new site in one of the following regions: Horse Plains, Khand, Nurn, and Harondor. The site
path is

and the hazard limit is decreased by two to a minimum of two.

HELM OF HER SECRECY ‐ Permanent‐event (R)
If Éowyn is in your hand, this card is playable on a company facing an attack (before strikes are assigned) ‐ the company must
contain a character with Edoras as a home site. If enough influence is available to control her, Éowyn may be played with (i.e., joins)
the company. She gains +2 prowess, +1 body, and +1 direct influence. If the attack is a Nazgûl, place Helm of Her Secrecy with
Éowyn following the attack. Otherwise, discard this card following the attack. Regardless, Éowyn remains in play.
HERE, THERE, OR YONDER ‐ Short‐event (U)
Tap a character during his site phase at a tapped or untapped Ruins & Lairs [ ]. Make a roll (or draw a #) modified by +3 if character is
a diplomat. An ally may be played and placed under the character’s control if the result is greater than 6 plus the allyʹs mind stat
and the ally is not restricted from moving in this siteʹs region. If an ally is played, tap the site if it is not already tapped.
HEY! COME MERRY DOL! ‐ Short‐event (C)
Playable at the end of the organization phase on a moving company. Each Wilderness symbol [
as half a Wilderness [

]. When calculating the number of Wildernesses [

] in the companyʹs site path counts

] in such a site path, round down the final result.

HOUSES OF HEALING ‐ Permanent‐event (C)
Playable on a Free‐hold [ ]. Site becomes a Haven [
returned to the location deck or discarded.

] for the purposes of healing. Discard Houses of Healing when the site is

KING UNDER THE MOUNTAIN ‐ Permanent‐event (R)
[MP: 5]
Unique. Playable on Balin, Dáin II, Thorin II, or Thráin II if his company has defeated an at home manifestation attack other than
Ëarcaraxë at Home. The target Dwarf receives +5 direct influence against Dwarves and Dwarf factions. The site where the Dragon
was defeated becomes a Border‐hold [ ] and Dwarf‐hold for all purposes and has no Dragon automatic‐attacks. Only Dwarves
may play items at this site.
LEGENDARY HOARD ‐ Permanent‐event (R)
Playable on an at home Dragon manifestation. Target Dragonʹs automatic‐attack cannot be cancelled. Rotate this card 90° each time
a manifestation of target Dragon is played. If the site receiving the Dragonʹs automatic‐attack is untapped, a number of items played
there do not tap the site: not rotated: 1 item; rotated once: 2 items; rotated twice or more: 3 items. If target Dragon is required to
be discarded or removed from play, invert Dragon on table until this card is discarded. Discard this card when any item is played
at target Dragonʹs lair that tap the site. Cannot be duplicated on a given Dragon.
LOOK MORE CLOSELY LATER ‐ Short‐event (C)
Ritual. Tap a sage to untap a site at which ʺInformationʺ is playable. Sage makes a corruption check.
LORE OF THE AGES ‐ Permanent‐event (C)
[CP: 2]
Playable on an Elf at a Haven [ ]; tap the Elf. When facing an attack, bearer may tap to give +1 prowess to all characters in his
company against the attack. Bearer makes a corruption check.
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MANY FOES HE FOUGHT ‐ Short‐event (C)
If defender chooses a warrior to be the target of a strike from an attack, that character may choose to face any number of the strikes
from that attack. The character suffers a cumulative ‐1 prowess/‐1 body for each additional strike faced. The character faces a
separate strike sequence for each strike.
MANY TURNS AND DOUBLINGS ‐ Short‐event (C)
Ranger only. Cancel an attack by Wolves, Spiders, Animals, or Undead.
Alternatively, if Gates of Morning is in play, decrease the hazard limit against the rangerʹs company by one (no minimum).
MAP TO MITHRIL ‐ Permanent‐event (U)
[MP: 2; CP: 2]
Playable on a Dwarf during the site phase at a site at which ʺInformationʺ is playable. Tap the Dwarf and site. Tap Map to Mithril
if bearer is ever at Moria; this card never untaps. If Map to Mithril is at a Dwarf‐hold and it is tapped, the bearer may tap himself and
place this card with a non‐unique weapon in his company. This gives the weapon a +3 prowess bonus.
MARVELS TOLD ‐ Short‐event (C)
Ritual. Tap a sage to force the discard of a hazard non‐environment permanent‐event or long‐event. Sage makes a corruption
check modified by ‐2.
MASTER OF ESGAROTH ‐ Short‐event (C)
Playable at the end of the organization phase on a moving company. If the company moves to a Border‐hold [ ], it can take a
second movement/hazard phase immediately following its first movement/hazard phase.
MASTER OF WOOD, WATER, OR HILL ‐ Short‐event (C)
Ritual. Tap a sage to change one Wilderness [
Wilderness [

] or one Border‐land [

] to a Border‐land [

] to a Wilderness [

] or Shadow‐land [

] or one Shadow‐land [

] to a

]. Sage makes a corruption check.

MATHOM LORE ‐ Permanent‐event (R)
[CP: 2]
Playable on a Hobbit at Bag End; tap the Hobbit. During the organization phase, bearer may tap to choose a minor item from your
play deck or discard pile to place into your hand. Reshuffle your play deck if it was used. Bearer makes a
corruption check.
MORE SENSE THAN YOU ‐ Short‐event (C)
Playable before strikes are assigned on an untapped character or ally whose company is facing an attack. Tap target character or
ally. He may not be assigned a strike from this attack.
NOT AT HOME ‐ Short‐event (C)
Cancel one Dragon, Drake, or Troll automatic‐attack or attack keyed to a site.
Alternatively, if Gates of Morning is in play, reduce the number of strikes of any automatic‐attack by 2 (to a minimum of one).
PLEDGE OF CONDUCT ‐ Short‐event (C)
Diplomat only. A character facing a corruption check in the diplomatʹs company may automatically transfer one item he bears to
another character in his company. The item must be transferable, and the new bearer must be able to bear it.
REFUGE ‐ Permanent‐event (C)
Playable only if you discard an Elf from your hand and only at the end of the organization phase on a company using region cards
with the last one being a Wilderness [

]. (Play regions face‐up.) This card is used as a site card, Free‐hold [ ] (cards drawn: 1/1).

The company may only leave this site using region movement. Characters at this site heal as though they were in a Haven [
Discard Refuge when the company moves to a new site.

].
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RHÛN ‐ Short‐event (C)
Playable during organization phase on a company moving without region cards. Company may move from a site of origin if one
of the following regions to a new site in one of the following regions: Iron Hills, Dorwinion, Horse Plains, and Khand. The site
path is

and the hazard limit is decreased by two to a minimum of two.

THE RIDDLE GAME ‐ Short‐event (R)
Riddling Attempt. Playable during site phase on a character at the same site as one of opponent’s companies. Tap the character.
Opponent chooses a character from his company to play the riddle game. Each player makes a riddling roll (or draws a #) modified
by +2 if his character is a sage and by +1 if a Hobbit (re‐roll ties). The player with the highest result wins. He then names two cards and
the other player reveals his hand. If any of the named cards are revealed, they are immediately discarded.
RIDDLING TALK ‐ Short‐event (U)
Riddling attempt. Playable on a character whose company is facing an attack of the type listed below. Character makes a roll (or
draws a #) modified by: +2 for each sage and +1 for each Hobbit in his company. If the result is greater than: 8 against Dragons and
Drakes, 10 against Men and Giants, 12 against Slayers, Awakened Plants, Orcs, Spiders, and Trolls; then name a card and opponent
must reveal his hand. If the named card is in opponent’s hand, the creatureʹs card is discarded (all of its attacks are cancelled) and
the hazard limit against the character’s company is decreased by three.
SATED BEAST ‐ Short‐event (U)
Target ahunt Dragon manifestation is discarded.
Alternatively, if Doors of Night is in play, decreases the number of strikes from one Dragon or Drake attack by one (to a minimum
of one). This card may also be played during opponent’s movement/hazard phase.
SECRET NEWS ‐ Short‐event (C)
Opponent reveals to you 5 random cards at once from his hand.
SKIN‐CHANGER ‐ Short‐event (R)
Only playable on Beorn. Until the end of the turn, his prowess and body are each modified by +2. If Beorn is chosen to be the
target of a strike from an attack, he may choose to face a second strike from that attack (he faces a separate strike sequence for each
strike). Beorn makes a corruption check modified by ‐2 after any attack made against his company. If still in play at the end of the
turn, place Beorn in your hand. Any items he bears may be transferred to unwounded characters in his company (no corruption
checks are required).
STAFF ASUNDER ‐ Short‐event (R)
Playable on a Wizard bearing Wizardʹs Staff whose company is facing an attack. Wizard makes a corruption check. Place Wizardʹs
staff in your marshalling point pile. Wizard gains +5 prowess against the attack. Modify the attackʹs body by ‐ 2.
STAR OF HIGH HOPE ‐ Long‐event (U)
Environment. The prowess of each Elf and Dúnadan is modified by +1 (by +2 if Gates of Morning is in play).
TALES OF THE HUNT ‐ Permanent‐event (C)
[CP: 2]
Playable on a Man at a Border‐hold [ ]; tap the Man. Bearer may tap to untap any character in his company. Bearer makes a
corruption check.
THREE GOLDEN HAIRS ‐ Permanent‐event (U)
Unique. Playable at any site on a non‐Wizard, non‐Hobbit diplomat character (other than Galadriel) at the same site as Galadriel.
All corruption cards on the bearer are discarded when this card comes into play. +2 to all corruption checks by bearer.
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TRICKERY ‐ Short‐event (C)
Scout only against an Orc, Troll, Man, Elf, Slayer, Awakened Plant, or Giant attack against his company. Make a roll (or draw a #);
if the result is greater than 5, the attack is cancelled.
VANISH IN SUNLIGHT! ‐ Short‐event (U)
Modify the prowess of one Nazgûl or Undead attack by ‐2 (by ‐4 if Gates of Morning is in play).
WARM NOW BE HEART AND LIMB ‐ Short‐event (C)
Ritual. Playable on a company during organization phase. Each sage in company that taps may heal one character (from wounded
to tapped). Each sage so tapping makes a corruption check.
WASHED AND REFRESHED ‐ Short‐event (C)
Playable at the end of the organization phase on a moving company. When the companyʹs new site is revealed, the company
may untap a number of characters equal to the number of regions less than four in its site path.
WHEN I KNOW ANYTHING ‐ Permanent‐event (C)
[MP: 1]
Light Enchantment. Playable on a sage during the site phase at a site where ʺInformationʺ is playable. Tap sage and site. Tap sage
to modify one corruption check by a character in his company by +3. Sage makes a corruption check.
WIELDED TWICE ‐ Short‐event (C)
Ritual. Tap a sage to untap an item in his company. Sage makes a corruption check.
WIT ‐ Short‐event (U)
Modify one riddling roll by +3. If applicable, this card may also be played during your opponent’s site‐phase if a riddling
roll is called for.
WIZARD UNCLOAKED ‐ Short‐event (U)
Spell. Wizard only. Return all hazard permanent‐events on characters in your Wizardʹs company to opponent’s hand. Wizard
makes a corruption check modified by ‐2.
WONDROUS MAPS ‐ Permanent‐event (C)
Playable at the end of the organization phase on a company using region cards with the last one being a Shadow‐land [

]. (Play

regions face‐up.) This card is used as a site card, Ruins & Lairs [ ] (automatic‐attack: Orcs ‐‐ 4 strikes at 7 prowess, items: (minor,
major), cards opponent draws: 3, you draw 1). The company may only leave the site using region movement. Discard Wondrous
Maps when the company moves to a new site.

FACTIONS
MEN OF DALE ‐ Man Faction (U)
[MP: 2]
Unique. Playable at Dale if the influence check is greater than 7. Standard modifications: Men (+2), Dwarves (+1).
MEN OF LAKE‐TOWN ‐ Man Faction (U)
[MP: 2]
Unique. Playable at Lake‐town if the influence check is greater than 8. Standard Modifcations: Men (+2), Dwarves (‐1).
RETURNED EXILES ‐ Dwarf Faction (R)
[MP: 5]
Unique. Playable at a tapped or untapped site where an at home Dragon manifestation was defeated if the influence check is
greater than 12. Standard Modifications: King under the Mountain Dwarf (+5), other Dwarves (+2).
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ITEMS
ADAMANT HELMET ‐ Minor Item (C)
[CP: 1]
Hoard Item. Helmet. +1 to body to a maximum of 9. Cancels all dark enchantments targeting bearer.
ARROWS SHORN OF EBONY ‐ Minor Item (U)
[CP: 1]
Hoard Item. Warrior only: discard Arrows Shorn of Ebony to modify a strike from a hazard creature attack not keyed to a site by
‐1 prowess, ‐2 body. If this strike is defeated, all other subsequent failed strikes from this attack are automatically defeated.
BOW OF DRAGON‐HORN ‐ Major Item (U)
[MP: 2; CP: 2]
Unique. Hoard item. Warrior only: tap bow to reduce the number of strikes from one hazard creature attack not keyed to a site by
one (to a minimum of one).
CRAM ‐ Minor Item (C)
[CP: 1]
Discard to untap bearer.
Alternatively, discard during organization phase to allow its bearer’s company to play an additional region card.
EMERALD OF DORIATH ‐ Minor Item (U)
[CP: 1]
Unique. Hoard item. +1 to direct influence against Elves and Elf factions. If bearer is a Wizard, your general influence is increased
by two.
EMERALD OF THE MARINER ‐ Greater Item (R)
[MP: 3]
Unique. Hoard item. Bearer receives +1 to all of his corruption checks. Controlling player may keep one more card than normal in
his hand. This item gives zero corruption points.
ENRUNED SHIELD ‐ Greater Item (U)
[MP: 3; CP: 2]
Unique. Hoard item. Shield. +3 to body to a maximum of 10. Warrior only: tap Enruned Shield to cause one strike against
bearer to be ineffectual (i.e., it doesnʹt fail and it is not successful).
GOLD BELT OF LÓRIEN ‐ Special Item (U)
[MP: 1]
Unique. Only playable at Lórien. +1 direct influence to bearer.
HABERGEON OF SILVER ‐ Major Item
[MP: 2; CP: 2]
Hoard Item. Armor. Bearer receives +2 body to a maximum of 10.
MAGICAL HARP ‐ Major Item (U)
[MP: 2; CP: 2]
Unique. Hoard item. Tap Magical Harp to cancel all actions for the rest of the turn that discard a target character in bearer’s
company. Bearer makes a corruption check. This item may also be so tapped during opponent’s site phase.
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NECKLACE OF SILVER AND PEARLS ‐ Minor Item (C)
[CP: 1]
Hoard item. Discard this card to give +3 direct influence and +5 mind to bearer until the end of the turn. The bearer’s additional
mind does not use any controlling influence. This item may also be so discarded during opponent’s site phase.
SCABBARD OF CHALCEDONY ‐ Minor Item (C)
[CP: 1]
Hoard Item. ‐1 body to all failed strikes against bearer. Cannot be duplicated on a given character.
THRÓRʹS MAP ‐ Minor Item (U)
[CP: 1]
Unique. Discard Throrʹs Map to untap a site with a Dragon automatic‐attack.
TWICE‐BAKED CAKES ‐ Special Item (C)
[CP: 1]
Playable only at a Free‐hold [ ] or Border‐hold [ ]. May also be played if the site is tapped. Discard during organization phase to
allow its bearer’s company to play two additional region cards.
VALIANT SWORD ‐ Major Item (C)
[MP: 2; CP: 2]
Hoard item. Weapon. +2 to bearer’s prowess to a maximum of 9. Warrior only: +1 to body to a maximum of 9.
WAYBREAD ‐ Special Item (U)
[CP: 1]
Only playable at Lórien. Discard to untap bearer or bearer and one other character in his company.
Alternatively, discard during organization phase to allow its bearer’s company to play an additional region card.
WIZARDʹS STAFF ‐ Greater Item (U)
[MP: 3; CP: 2]
Hoard item. Weapon. Only a Wizard may bear this item. +2 to direct influence and +2 to prowess. +2 to any corruption check
required by a spell card. Tap bearer at the beginning of your end‐of‐turn phase to take one ʺspell,ʺ ʺritual,ʺ or ʺlight enchantmentʺ
from your discard pile into your hand. Bearer makes corruption check. Cannot be duplicated on a given Wizard.
WORMSBANE ‐ Greater Item (R)
[MP: 4; CP: 2]
Unique. Weapon. +2 to prowess to a maximum of 9 (+4 to prowess to a maximum of 12 and ‐2 to strikeʹs body against a Dragon or Drake
strike).
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SITES
BUHR WIDU ‐ Ruins & Lairs [ ] (Southern Rhovanion) (U)
[opponent draws/you draw: 3/3]
Nearest Haven: Lórien
Site Path:
Playable: Items (minor, major)
Automatic‐attack: Troll 1 strike with 10 prowess
Special: This site is always returned to the location deck, never to the discard pile.

DALE ‐ Border‐hold [ ] (Northern Rhovanion) (U)
[opponent draws/you draw: 2/2]
Nearest Haven: Lórien
Site Path:
FRAMSBURG ‐ Ruins & Lairs [ ] (Anduin Vales) (U)
[opponent draws/you draw: 2/1]
Nearest Haven: Lórien
Site Path:
Playable: Items (minor)
Automatic‐attack: When a company enters this site, opponent may play one creature
from his hand that is treated in all ways as the siteʹs automatic attack (if defeated,
creature is discarded). It must normally be playable keyed to a Ruins & Lairs [ ],
Shadow‐holds [ ], Wilderness [
Special: Contains a hoard.

], or Shadow‐land [

GOLD HILL ‐ Ruins & Lairs [ ] (Withered Heath) (U)
[opponent draws/you draw: 3/3]
Nearest Haven: Lórien
Site Path:
Playable: Items (minor, major, greater, gold ring)
Automatic‐attack: Dragon 1 strike with 15 prowess
GONDMAEGLOM ‐ Ruins &
Lairs [ ] (Grey Mountain
Narrows) (U)
[opponent
draws/you draw: 2/2]
Nearest Haven: Lórien
Site Path:
Playable: Items (minor, major, gold ring)
Automatic‐attack: Dragon 1 strike with 14 prowess
ISLE

OF

THE

].

ULOND ‐ Ruins

&

Lairs [ ]
(Andrast
Coast) (U) [opponent
draws/you
draw:
2/2]
Nearest Haven: Edhellond
Site Path:
Playable: Information, Items (minor, major)
Automatic‐attack: Dragon 1 strike with 14 prowess
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OVIR HOLLOW ‐ Ruins
&
Lairs [ ] (Grey
Mountain Narrows) (U)
[opponent
draws/you
draw: 2/2]
Nearest Haven: Lórien
Site Path:
Playable: Items (minor, major)
Automatic‐attack: Dragon 1 strike with 12 prowess
THARBAD ‐ Ruins & Lairs [ ] (Cardolan) (U)
[opponent draws/you draw: 1/1]
Nearest Haven: Rivendell
Site Path:
Playable: Items (minor)
Automatic‐attack:
Men 3 strikes with
6 prowess
Special: Items may
be played here even
if the site is tapped.

ZARAK DÛM ‐ Ruins & Lairs [ ] (Angmar) (U)
[opponent draws/you draw: 3/2]

Nearest Haven: Rivendell
Site Path:
Playable: Items (minor, major)
Automatic‐attack: Dragon 1 strike with 11 prowess

