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hazards. To be included
amongst these are: two
Nazgtl, two creatures
keyable to Shadow-holds
(but not to Wilderness or
Ruins & Lairs), two
unique Dragon manifes-
tations playable at the

must be at least N. If the treasure deck is
exhausted, it is not recycled.

A ovement
Play proceeds normally except for the fol-
lowing exceptions:
o There is no opponent’s turn.
¢ You do not choose a site during the orga-

For this solitaire vari-
ant, construct four decks
according to the rules
below: a resource deck, a
hazard deck, a site deck,
and a treasure deck. The
objective of the game is to
play all of the items from

“Bord od rebsait the sow s Diale o men had
§ paihered 1o hims frove. the-Lake ad foree Sonth et
| o, and all the valley hud becorse tilled apan
| and rach, o he desoianom was mawe filled with
Aerds amd Birssoms w spring awd 'ract end frastiny
in antonan ~Hob

the treasure deck before
the resource deck is
exhausted. The twist is that
you cannot choose which
sites your company will travel to—sites are
traveled to one at a time as revealed from the
top of the site deck. Any specific deck con-
tructions rules or rules of play not covered
here are assumed to be standard rules as
given in the rulesbook.

>
Oharacters
Construct a starting company of a maxi-

mum of 20 mind and two non-unique minor
items. The starting company must have a
minimum of six mind. Note the exact mind
total of the starting company—call this num-
ber N. This number (N) is important because
it determines the construction guidelines of
the decks listed below. No Wizards or addi-
tional characters in the resource deck are
used at all so those you start with are it! For
this solitaire variant, you can only have one
company (i.e., the company cannot split).
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Each deck has its own discard pile.
e The resource deck contains exactly 3N
(i.e, 3 X N) resources. These cards can be
any non-item resource cards. Note that
there can be no characters or Wizards.
e The hazard deck contains a maximum 2N

Dragon'’s Lair (see site
deck below), two crea-
tures keyable to Ruins &
Lairs, two Assassins or
two Slayers, and two

Pick-pockets. No card

can be used to satisfy

more than one of the

requirements. Create a

challenge for yourself

when choosing your

hazards, or better yet,

have a friend make a

hazard deck for you. If

space allows, include

at least three corrup-

tion cards. When the

hazard deck is

exhausted, shuffle its

discard pile which

then becomes the new

hazard deck.

e The site deck con-

tains any number of

sites (but no Havens) with a minimum of:
one Dark-hold, one Shadow-hold, one
Dragon Lair, one Ruins & Lairs, one Border-
hold, and one Free-hold. You can use
Havens as you need them. When the site
deck is exhausted, shuffle its discard pile
which then becomes the new site deck.

e The treasure deck contains a minimum of
N items whose combined marshalling
points (those not listed in parenthesis)

nization phase; instead, you will follow
one of two procedures, according to your
company’s site of origin, to determine the
company’s movement.
o If the site of origin is the
revealed non-Haven site from
the site deck, the company
may either not move (i.e, stay
at the site of origin) or, at the
end of the organization phase,
reveal the top card from the
site deck. The company MUST
travel to this new revealed site.
If the site is not achievable
with region movement in one
turn from the company’s site
of origin, the company must
use starter movement and two
or more turns, traveling to the
appropriate interim Havens,
to reach the revealed site.
o If the site of origin is a
Haven, this means that the
company is en route to the
revealed non-Haven site from the site deck. In
this case, the company can either stay at its
site of origin or continue to move to the
revealed non-Haven site.
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e Your hand size is five cards.
o [f you reveal the top card from the site
deck, you must also reveal the top card from




~ cards at the start of each

the treasure deck. All revealed cards from the
treasure deck remain face-up until they are
played with a company. A company can play
any face-up item from the treasure deck as
though that item were in your hand. A spe-
cial item ring must be tested for before it can
be played. Discarded gold ring items, after a
failed ring test, are shuffled back into the
treasure deck; after a successful ring test (you
play a special ring item from your hand) the
gold ring item is stored.

® You draw cards from your resource deck as
normal (at the start of the
movement hazard phase)
according to the company’s
movement. However, if the
company chooses not to
move, you must draw any-
way as indicated on the site
of origin card.
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e The hazard hand is a row
~ of face-up hazard cards

calls playing them; do so in such a

way as to maximize the detrimen-

tal effects of the hazards on your

company. Any events that are

played with a target attack or other

target card are so noted and

accordingly played with the appro-

priate attack or card.

1) Corruption cards that do not

require a target attack or other spe-

cial circumstance are played first

(e.g., Lure of Nature).

2) Long-events and per-
manent-events that do
not target anything are
played next. (e.g.,
Minions Stir or
Daelomin at Home). A
Nazgtl would be
played as a permanent-
event at this time, but
only if it cannot attack
this turn. Consider Fell
Beast, The Nazgil Are
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" drawn from the hazard deck.

" The hazard hand has no

. maximum size.

~ * When you draw resource
Rkl i e
- movement/hazard phase, the

~ hazard hand draws hazard

* cards as indicated for the

~ hazard player on the same site card. Cards

~ drawn from the hazard deck are placed face-
* up in the hazard hand.

~ e During the movement/hazard phase, there
* is no hazard limit. All cards in the hazard

3 " hand are eligible to be played on the company

during each movement/hazard phase.
~ General guidelines for playing hazards follow.
You will have to make certain judgement

| strke itk 10 prowess
Speviel: This wte s always returned 1o the
Jocaton deck, sever 10 the discand pile
.. v Shewr Deefelling they covated the grissy |
st Bighe. where aovsd Bukr Wads, heis iced's 3

Abroad, etc., that may
also be in the hazard
hand to determine if a
Nazgil can attack.

3) All other events, not
otherwise reserved for a
target card, are played
next (e.g, River), but
only if they have an effect on play.

4) Creatures are played last. Start playing
creatures with the lowest prowess first. Any
creatures that gain a benefit following the
play of another creature should be played so
as to gain the benefit. Of course, for a crea-
ture to be played from the hazard hand, it
must be playable on the company’s site path
or otherwise allowed to be played.

® Remove defeated creatures from play. Their
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marshalling points
have no bearing on
this game.

e Any hazard cards
that could not be
played at all or that
could not be played
for effect remain in
the hazard hand for
consideration on the
following turn.
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® For the purposes of playing Dragons, Doors
of Night is considered to always be in play.

° A Nazgil permanent-event already in play
will become a creature and attack the compa-
ny, if it can, at the appropriate point when
playing the hazard hand. It is discarded after- =
wards (or removed from play if defeated). |
¢ A Nazgil permanent-event is not discarded
when it uses its special ability. It uses its spe-
cial ability once per hazard phase, and only if
it cannot attack that turn. For example,
(fvatha the Horseman would retrieve a ran-
dom creature from the discard pile once a
turn until a turn when he can attack. You
must consider the special ability of each
Nazgiil permanent-event that cannot attack
when determining how the hazard hand will
be played.

o If the company is forced to discard an item
(e.g., with Pick-pocket), it is shuffled back
into the treasure deck.

s
e o
When all items from the treasure deck
have been revealed and all have been played
with your company, you immediately win |
the game. When the resource deck is exhaust- |
ed, you immediately lose the game. g




