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Ever wondered why Farmer Maggot only appeared as late MEAS, or why Theodred, although quite dead in the Lord of the Rings, never made an appearance in MECCG, while long dead Fram Framson did?

If it had been upon the die hard dream-card community, while ICE was still around, Theodred would have had his chance. Sadly though, as ICE had their licence for Middle-earth stolen from their hands, it is upon us to further this game in a matter that fits most. Most CCG have been prone to the effect of Dream-card creation, so MECCG is no exception to the rule.
Although the Lord of the Rings is such an tremendous work, it imbues loads of thoughts for dream-cards in every players mind. In my opinion none can say he/she is free of charge when it comes to the creation of dream-cards. Most players think about people and places which were left out by ICE and should deserve their own cards.

So what got me into this? How is the creation and completion of over 500 dream-cards different from what is going on in the Dream-card section in the Meccg.net/forum?
Dream-cards in the Past:

I started playing MERP & METW being only 14 summers old; the books of the Lord of the Rings got me into roleplaying in Middle-earth, so trying out METW for evenings where my entire RPG could get together was only natural.

The creation of Dream-cards came quite natural to me, as soon as MEDM came out. My first dream-cards were not only set for the text, but the real deal – finished with artwork and all -, as ICE obviously had so many things missing. Though I wasn’t alone and a bunch of players created quite decent dream-cards, back then players used to post at Steve Hess’s homepage:
http://www.geocities.com/TimesSquare/2053/mecards.html
Steve Hess was role model for me, since he used to add tons of new cards every week. Most of the dream-cards people might expect being my creation are actually his. So big props to Steve Hess for is creativity.

Many other people dug deep into the creation of Dream-cards, some quite early as myself, but only few are still among the active player community as we speak.

There are many players from the dream-card community which had a lot of influence on me. Some of them I would like to give a special mention:
Glomeor aka Tobias Stapelfeld (http://glomeor.de) was among the first to create an entire expansion around one theme, Nine Mortals Doomed to Die.This is a 40 card expansion dealing with the Rings of Powers that where given to men. Only playtesting these cards for many years brought up some small flaws. Another of my heroes is Rodrigo Perez, as he is the mastermind behind: Middle-earth: The Firstborn (unofficial) expansion. It can be seen as text files at:

http://www.geocities.com/blackcouncil/mordor/mordor.htm
Many players gave credit for it to me, but it belongs to Rodrigo Perez. The Council of Mordor holds even more expansions, such as Glomeor MENM expansion.
Besides I would like to thank these players for contributing to the huge stock of dream-cards that flow around the internet: James Kight, Nigel Buckle, Charles E. Bouldin, Andrew Sitte, Julian Wilson, Ilkka Launonen, Ichabod aka Craig O’brian (if I am not mistaken), Anthony Perez-Miller, Miika Karmitsa (and his use to be Old Man Willow Site), Ernst Brun, William Danchus and all others I might have overlooked.
The Present – What’s keeping me busy
As many of the players left the a game (or got a RL so to say) without a company to still produce it, the numbers and quality of dream-card makers has dwindled as well.
Over the years my crew of friends (Daniel “Jesus” Austerfield and Peter Duda) had to endure (or were so lucky) all my attempts of creating fitting, in-style dream-cards which could actually be used to play.

My waste knowledge (as I said RPG-nerd) concerning Tolkien’s books and the RPG background material became a pool for the creation of many dream-cards of the “not so obvious kind”.
Especially the Northern Wastes of Middle-earth caught my interest, as the RPG book was a tremendiously written and quite near to the original regions of MECCG. 

Thus the Northern Waste set became my own hobbyhorse. After creating far above 100 cards in text, the actual putting stuff into picture still occupies my time.

The peoples and creatures that hunt in the regions beyond Forochel are quite an intensive playground for hungry treasure seekers. Many a dream-card already in existance, smoothly blended within this set.
This is why over 100 Northern Waste cards (20% sites I must admit) are my gift to our community. Quite midway through this project, I stumbled over the MENM & MEFB expansions mentioned above. 
So another addiction became the creation of the Firstborn set. 
This set focuses on the play of an Elf-lord, such as Elrond & Galadriel, shaping Middle-earth they way they see fit. Mighty Elf-lords wielding flashy swords try to break Sauron’s hold over middle-earth. Set count so far 123 finished cards.
This set was soon to be followed by a Dwarf-lords set: Middle-earth: Durin’s Folk. This set was mainly inspired by an article puplished in a RPG fanzine for Middle-earth: Other Hands Issue 23: The Dragon’s of the North. This article states many ideas which were supposively to be introcuded in an upcoming ICE-product: The Dwarven Company. Using the knowledge within my grasp, I started from scratch, on what could have been the next ICE publication for MECCG. As with the Firstborn set, this set focuses on new Avatar, the Dwarf-lords, who seek riches within the mountains and fight an unending battle against the Dragons of the North.

Up to now 78 cards are done for this set.
As you might have guessed The Great Wyrms expansion MEGW was not far from hand. The start though was easier, as this set was quite put into picture by Ernst Brun from France. His homepage contains 44 finished cards already, though some aspects of the rules & cards were prone to discussion, especially when you have the creation of 3 sets in your reference as well as 8 years of playtesting hundreds of dream-cards. Still I own a lot to Ernst.
So especially this set is far from set in stone.

The set focusses on the play of a Dragon-lord as your avatar. Smaug the Golden, Scatha the Worm and other Dragon-lords gather huge hoards and beat the factions into submission. Vile creatures do their bidding and hunt for free peoples which come to close to their Dragon’s Den. Card count so far 77.
Besides these 4 major sets, there exist many smaller sets, either based on a theme (such as the Fellowship of the Ring), a region (such as the Eriador/An Unexpected Party expansion) or a certain time frame (such as the Kingdom of the North expansion).
Within the last year I started gathering interested players in team called the Expansion corp.

Members from all over the planet and each with a different expertise, which help me to stay on course to actually finish on one these expansions in the near future.

If you always wanted to do something with dream-cards it is up to you to join with the fun.

What the Future has in stall for us all.
Well basically 500 brand new cards (well quite not so new for some of us) for casual and tourney play.
Dream-card tourneys have been organized at the LURE for the last 4 years, but not until last year’s introduction of a challange deck format (10 Elf-lord & Dwarf-lord decks built from the cardstock of my crew), has the audience been responsive in great numbers.

This year’s LURE saw even two dream-card events with increasing numbers of participants.

Two more decks were added to the Elf-lord & Dwarf-lord event bringing the numbers up to 12 players. Among these new decks was Smaug-Dragon-lord Avatar and a minion War-lord deck. The later introduces a new play variant and new mechanisms from FATE. 
FATE is 33 player multigame under development by William Danchus, so there is much to keep everybody on their toes when it comes to deck-building for future dream-card events.

On the long run I will try to get more attention by promoting more dream-card tourneys as side-events to bigger national and internationl events.

Even more, the next big thing for me is FATE; (make sure to look it up in the forums if you have no clue of what I am talking about) William Danchus created an astonishing play format, which clearly deserves to be test.

That is one way in which my expansion are going to contribute, to create more specific cards  to allowed the 74 FATE decks to be built.

Expansion sets in raring to go (with no more tahn 24 cards done in each set):
Theme-expansions:

METF: Middle-earth: The Fellowship

METT: Middle-earth: The Two Towers

MERK: Middle-earth: The Return of the King

Time-frame-expansions

METN: Middle-earth: The Necromancer

MEKN: Middle-earth: The Kingdom of the North

Regional-expansions:

MESL: Middle-earth: The Sun Lands (A Haradwaith expansion)

MECA: Middle-earth: The Court of Ardor
And many more.

This article should also have a part in dream-card promotion campagne
