Dragon-lord and Grey Player Rules File

Now his power and malice grew apace, and he waxed fat, and he gathered Orcs to him, and ruled as a Dragon-King.    






     – Unfinished Tales 

Introduction
Middle-earth has long been troubled by the legacy of Melkor the Black Enemy. His awful reign dominated the history of the Elder Years, giving birth to a terrible host of creatures. Among this host, the largest monsters bred and unleashed by Morgoth Bauglir were the great Wyrms. Cunning and deceptive, filled with malice and greed, vanity and wrath, Dragons embody the very nature of their mentor. They are agents of evil, manipulating, devouring. and destroying Eru's works. Only a great power can compel them to breed and multiply. Ancalagon the Black and Glaurung father of Dragons spawned a whole race. After the War of Wrath and the fall of their master, those Dragons that survived fled the destruction and hid along the fringes of the settled world. Most of them had barely hatched when the pits of Angband were laid bare, and thus they slept for a whole Age, while their bodies matured.
    But all Dragons are ultimately targeted for the hunt. Stirred by their hunger, the malice of Sauron, or the delving of the Dwarves, they awoke to reign again in terror. Ever jealous and mistrustful, the great Wyrms are friendless and pitiless loners. They prey on anything, even their own kind, and savour wanton destruction. Forever feuding, they cannot long coexist with other creatures...

Middle-earth: The Great Wyrms gives you the opportunity to play as one of the great Wyrms of the Third Age. Roused by Sauron's evil or by Dwarven activity nearby, you must rampage and plunder the surrounding country to achieve victory. You can play as one of 7 Dragons: Daelomin the Ghost-wing, Itangast the Guest-eater, Leucaruth the Wrathful, Lomaw the Old, Scatha the Wyrm, Smaug the Golden, and Throkmaw the Vain.
Being a Dragon vs. being a Dragon-lord player
As a Dragon-lord player you are considered a grey player: a Lord of evil that serves his own interests, not those of Sauron (see the Dream-card General Rules, appendix 1). In many things Dragons resemble Balrogs, the other great race of servants spawned by Morgoth. A Dragon-lord player is thus considered a Balrog player. Any rules applying to a Balrog player also apply to a Dragon-lord, unless specified otherwise below.

Since both Balrog and Dragon-lord players are grey players, a limited number of general grey player rules have been added to this file (see page 6). These apply to all grey players.
However: other minion players (i.e. a Sauron player) may also play Dragons-lords as non-avatar characters, with the use of a special card (Awakened by His Malice). When the rules below mention the word Dragon-lord, they apply only to Dragon avatars. When they mention only the word Dragon, they apply to any Dragon character.
Example: the rules for a Dragon character attempting to play a character, ally, or faction are the same for a Sauron player as for a Dragon-lord player. Eric: is this what we want, e.g. play chars during site phase? I don’t object to it per se, but it’s hard to oversee the consequences.
Getting Ready to Play

Declaring you are a Dragon-lord player
You must tell your opponent which Dragon-lord you are playing before the start of the game. Unless he plays the same Dragon-lord, your opponent must replace any manifestations of your Dragon-lord and cards playable only on your Dragon-lord in his play deck, with an equal number of cards from his sideboard (exchanging resources/characters/hazards for cards of the same type if possible; reveal the removed cards). Any such manifestations and resources only playable on your Dragon-lord may not be played by any of your opponents.

Your Location Deck may contain:
· multiple copies of the Dragon’s Den card; 

· one copy of every minion site (except Darkhavens);
· one copy of every hero Shadow-hold and Dark-hold;

· one copy of every Balrog specific site (except Darkhavens).
Your Deck (play deck, sideboards, and pool) may contain:
· one of each unique (non-avatar) card (including versions of cards with the same name);

· three of each non-unique minion resource or character card;
· a number of avatar copies as defined by the DC General Rules;
· one of each hero character, item, ally, or faction card. 
Furthermore, your play deck may normally not contain:

· resources or characters specific to another avatar (unless these are also specific to your Dragon-lord). Exception: all grey players may play certain Balrog specific cards (see p.6);
· hero event resources;
· stage cards;

· any non-character manifestation of your Dragon-lord;
· a number of specific cards listed at the end (see also the Card Restriction Sheet).
Starting with Dragon-lord only stage cards
You must attempt to start with one, two, or three (your choice) minion resource events that give you Stage Points. The combined Stage Point total of these cards must be 3, one of these must be non-unique, and you may not start such a card if the conditions required to play it do not exist. These cards should be revealed as if they were starting characters (with duplicate ones going to the play deck or sideboard). 

Starting company and playing characters
· You may normally not play characters with a mind greater than 5. Your Orc and Troll characters may normally have a mind up to 7; there is no mind limit for Dragon-lord only characters; 
· You may normally play any minion character regardless of his race, except Dwarves.
· Your characters with a home site of ‘Any Dark-hold’ now have a home site of ‘Any non-Under-deeps Ruins & Lairs’ instead; [Eric: or any non-unique Orc rather? How bout the Balrog orcs, they have ‘any non-DH UD site.’
· Characters must be brought into play with an influence check (see below).
Nb. The play of certain Dragon-lord only resources (e.g. Dragon Mindbend) may allow you to play hero characters, Dwarves, or higher mind characters. 
Nb. Any character (not specific to another avatar) may be included in your play deck. You may normally not play hero, Dwarf, or high mind characters as characters, but these may still be played as Gathered Bones (see below).
Starting site
Your starting company normally begins play at your Dragon-lord's home site, which is one of your Dragon’s Dens: place a Dragon’s Den copy with it whenever you have it in play. Your Dragon-lord must enter play at this site.
The Victory Conditions

As a Dragon-lord you may win the game in two ways:

· If you have more marshalling points at the Audience of Sauron than any other opponent. The Audience is handled normally, however, for your Dragon-lord it is called your Moment of Majesty, and your marshalling points reflect your ability to wreak havoc, stir evil, and corrupt the hearts of lesser minds;
· If you recover The One Ring, play a Dragon-lord -or minion only card that states the conditions for you to win the game (i.e. Sign of Might or All Else Is Conquered), and fulfill these conditions.
Marshalling Points

Your marshalling points are handled normally, except for the following: 
· Each of your items (even hero items) that are not stored, are worth half their normal marshalling point value (round down). Once an item is stored, it is worth full marshalling points.
· Each of your Gathered Bones (see below) in your marshalling point pile is normally worth 1 Kill marshalling point. Exception: non-unique minion characters are not worth any marshalling points. 
· You do not receive marshalling points for cards that are stored at sites other than your Dragon’s Den(s).

Playing and Using Cards

A Dragon-lord uses his cunning and deception to thwart lesser minds. However, not all inhabitants of Middle-earth will be deceived or flock to his banner. And a Dragon-lord is capricious; he often uses his minions for good sport. Many characters, allies, and factions will end up as Gathered Bones in a Dragon’s hoard.
Gathered Troops vs. Gathered Bones
Sometimes a Dragon is looking for minions to do his bidding. If a Dragon plays a character, ally, or faction as Gathered Troops, he intends for them to remain in active play. Only minion characters, allies, and factions can normally be played by a Dragon as Gathered Troops.
Sometimes, however, a Dragon is hungry and out for gathering bones. And some targets (hero characters and resources) can normally not be played or influenced and must be eaten. Playing resources and characters as Gathered Bones may only be done by an untapped Dragon and during the site phase, but the Dragon does not need to tap himself nor the site to gather bones. Non-Dragon characters cannot gather bones.
Gathered Bones are simply a Dragon-lord’s Kill Marshalling Points in his hoard (i.e. in his marshalling point pile). For convenience and clarity, invert any Gathered Bones in your marshalling point pile and keep them separate from other cards there. 
Nb. Gathered Bones are always considered out of play and eliminated; 

Gathering Troops
Similar to bringing a faction into play, Dragons must also make an influence check to bring a character or ally into play (or to keep them in play; see the full turn summary). If this check     is unsuccessful, the influenced target will attack the Dragon. If that attack is defeated, the target ends up as Gathered Bones. Eric: I propose we skip this, makes it much more smooth.
Characters:
While your Dragon-lord is not in play, the normal rules for playing characters apply. Otherwise the following applies:

· To attempt to bring into play a character normally allowed for your alignment, reveal the character from hand and make a roll, considered an influence attempt; 
Nb. You may not attempt to bring a character into play if there is not enough influence to control him; 

· A character may normally be brought into play only at his home site;

· You may attempt to bring into play any number of characters on a given turn;

· A Dragon does not have to tap to bring a character into play; your other characters  must tap;

· A Dragon may attempt to bring a character into play during the organization phase and during the site phase; your other characters only during the site phase;
· If the result of the roll plus the free direct influence of the influencing character is greater than the mind plus any corruption bonus of the influenced character plus 6, you may play the character under direct influence
· If an influence attempt by a Dragon fails, the influenced character attacks the Dragon. This is an attack with a single strike (not modified by any hazards in play), which must be faced by the Dragon alone; its type is the race of the character, its prowess is the character’s base prowess +7 (plus any modifications against Dragons, e.g Fram Framson), and its body is the character’s body. If the attack is defeated, the character is placed in your marshalling point pile as Gathered Bones; otherwise he is discarded; Eric: as above, propose to skip first part, and perhaps also second part, just let the character remain in play wounded (he is beaten into submission)?
· If an influence attempt by any of your non-Dragon characters fails, the influenced character is discarded.
· A Dragon may attempt to influence an opponent’s face up minion agent at his current site. Treat this as an attempt to bring a character into play (see up). If you cannot reveal a copy of the agent or do not have sufficient influence to control him, the attempt is considered failed. If the attempt is successful, opponent discards his agent and you must play your copy of the agent. 
Allies:
· A Dragon may only play Balrog specific and Dragon-lord only allies as Gathered Troops; your other characters may play any minion allies; 
· If a Dragon attempts to play an ally as Gathered Troops, treat this as an attempt to bring into play a character, with the following exceptions: it must be done during the site phase, the Dragon must tap, and if the influence attempt was successful the site taps. The site where the ally is playable is considered its home site for this purpose.
Gathering Bones
· A Dragon may also play any character or ally as Gathered Bones. Even a character or ally you may normally not bring into active play (e.g. a hero, Dwarf, or high mind character) may be played by the Dragon as Gathered Bones. 
· Playing resources and characters as Gathered Bones may only be done by an untapped Dragon and during the site phase, but the Dragon does not need to tap himself nor the site to gather bones. 

· Gathering Bones is considered making an influence attempt against a character that is automatically unsuccessful (see up); no cards are played for the attempt and no roll is made.
· You may not play an ally as Gathered Bones that has no body or that states it cannot be attacked (e.g. Goldberry, Great Bats, etc.).

· After the attack against the Dragon, if the influenced character or ally is eliminated, he is placed in your marshalling point pile as Gathered Bones; otherwise he is discarded.
· A Dragon may also attempt to play a hero faction as Gathered Bones. This is done during the site phase at the site where the faction is normally playable. Tap the Dragon (Eric: why distinguish, why tap here and not for allies/chars?). His company faces an attack (same type as the faction). This attack is equal to the attack as given on the faction card (e.g. Dragon-factions) or, if no attack is given, it is 4 strikes with 8 prowess, and a body of 2 + double the normal marshalling point value of the faction. If the attack is defeated, the faction is placed in your marshalling point pile as Gathered Bones. 
Eric: the Dragon faces it alone as with chars/ally Bones? So does 4 strikes mean he makes 4 bc’s? Otherwise eating 1-2 MP factions is rather easy. See also remark about facing 2 strikes, below.
Using Items 
· A Dragon-lord’s non-overt characters (see DC General Rules, appendix 1) may use hero items as minion items; his overt characters may use only minion items.
· A Dragon may normally not use items (like any Balrog).

Using Sites 
· When rules and non-site cards refer to Havens, Darkhavens, and Wizardhavens, they apply instead to your Dragon’s Den(s). However, a Dragon’s Den is not considered a Darkhaven for the purpose of bringing characters into play. 
· If a Balrog specific version of a site exists (except Darkhavens), you must use it for any of your companies. 
· Otherwise, your companies that do not contain a Dragon must use minion versions for all sites; your companies that contain a Dragon must use hero versions for Shadow-holds and Dark-holds (and minion versions for other sites).
Nb. You may still play minion resources at hero sites.

Nb. You may not use a site if you have another version of the site in play or in your discard pile.

The Full Player’s Turn

Untap and Organization phase
· A Dragon may heal at a site that normally is a non-Dragon’s lair Ruins & Lairs. Eric: does it matter if the site is made a Ruins, or wouldn’t this be cool?
· A Dragon must make an influence check for every character and ally in his company at the start of the organization phase. Treat this as an attempt to bring a character into play (see up).
· All your non-Dragon characters make corruption checks as minion characters. 
Movement/Hazard Phase
· Unlike a Balrog, a Dragon may have followers outside the organization phase and outside a Dragon’s Den.
· A Dragon‘s company normally has a minimum hazard limit of 3.
· A Dragon may normally not move (i.e. he needs a mode card to move).
· A Dragon‘s company may not use starter movement or Under-deeps movement.
· A Dragon may not move through a Coastal Sea region, unless he uses Flying movement, or is an Ice –or Waterdragon. [Eric: rather make it all Cold-dragon, seems easier. i.e. only Fire-dragons can’t move through Coastal.
Combat

· All hazard creatures and opponent’s characters defeated by your Dragon-lord’s company are placed in your marshalling point pile: they are Gathered Bones. All such creatures and characters defeated by your other companies must be taken as a trophy or be removed from play. 
· All your non-Dragon characters may take trophies. Any company containing a trophy is overt. 
· If a character leaves active play, all trophies he controls are removed from play. Clarification: your Dragon-lord must see the trophies in his Hoard, or he will not care.
· Unless otherwise specified by cards, attacks against your Dragon-lord´s company are never detainment.

· An unwounded Dragon only receives a -1 modification to his prowess when not tapping to face a strike.
· A Dragon may choose to be the target of up to two strikes from an attack and resolve these in separate strike sequences. [Eric: or would it be cool that he must ALWAYS face 2 strikes? This would A) make killing/tapping him easier, B) make defeating creatures more difficult, as it means making more bc’s.
· After a successful strike against a Dragon, he must make two separate body checks. If both are successful he is killed; if only one check is successful he is wounded; if neither are successful he is tapped (if untapped) and he cannot untap that turn. [Eric: perhaps not needed as we reduced the amount of untappers. Also, being wounded this way is often better than tapped
Clarification: it is hard to kill a Dragon, his armored hide often causes him to be merely stunned.
· A Dragon is not returned to your hand on a body check result of 7 or 8.

Site Phase and end-of-turn
· Your Dragon-lord´s company may engage in Company versus Company Combat (CvCC) with any other company, and any company containing an avatar may initiate CvCC against a Dragon-lord´s company.
· In CvCC a Dragon may tap for an extra strike: opponent’s company faces 2 separate strikes from the Dragon (if 2 or more characters are available).

· CvCC at one of your Dragon’s Dens initiated by an opponent and involving a Dragon cannot be cancelled.

· When a Dragon is not at his home site, his home site’s corresponding Dragon automatic-attack is non-existent (for any version of the site).
· Cards in your Dragon-lord’s company may be stored (at your Dragon’s Den) during the end-of-turn phase (as if during the organization phase). Cards stored at a Dragon’s Den are considered in your Hoard. [Eric: 1 the term Hoard is cute, but is it really worth it to use it, as it’s simply a synonym for MP pile? (plus it’s already a keyword). 2 May cards be stored elsewhere than at Dens? You don’t get MP’s for them, so why not disallow it? Makes easier rules.
· Your characters may store any trophies they control at your Dragon’s Den. If stored they become Gathered Bones.

· When a Dragon makes an influence attempt against an opponent’s character, ally, or faction, the standard rules for influencing apply. If such an attempt is not successful, the Dragon does not face an attack from target character, ally, or faction.
However, if the attempt was successful against a character, ally, or faction which may normally not be played by the Dragon as Gathered Troops, and you do not subsequently play it with the aid of a special resource (e.g. Dragon Mindbend), the Dragon does face an attack by the target (as if a failed attempt to bring in a character/ally, cq. an attempt to play a hero faction as Gathered Bones). If still in play afterwards, the target is not discarded.
Grey Player Additional Rules

If you play a grey player avatar (i.e. a Balrog, Dragon -or War-lord avatar), first and foremost the rules for your specific avatar apply (when in conflict with, or restricted by the rules given below). Where the rules indicate WL: they apply to a War-lord avatar.
Nb. A War-lord avatar is any avatar that normally is a War-lord, not any avatar who might become a War-lord (e.g. a Ringwraith with the appropriate War-lord event).
· Non-Balrog grey players may include any Balrog specific card in their deck, except cards only playable on/by The Balrog, or the following cards: Great Fissure, Mine or No One’s.
· A grey player avatar is considered a Balrog for the purpose of interpreting Balrog specific resources. Example: if The Balrog is required to tap or to be in a company in order to fulfill certain conditions, your avatar may tap.

· A grey player avatar is not considered a Ringwraith for the purpose of playing and interpreting resource or character cards, but he is for the purpose of hazards. Exception: Ancient Secrets may be played on your avatar.
· WL: a War-lord avatar is also not considered a Ringwraith for the purpose of company composition, movement, making corruption checks, using items, or testing rings.
· WL: a War-lord player may not include or play characters with a mind greater than 6.

· WL: a War-lord player must announce before starting the game which War-lord he plays, and he may start the game with up to 3 minion resources giving Stage Points worth a maximum of 3 Stage Points (if the conditions to play them exist).
· WL: starts the game normally at the War-lord’s home site.

· Minion (i.e. black players’) Darkhavens are not considered havens for grey players and they must use Balrog specific versions for these sites, as well as for Barad-dûr.
· A grey player’s company containing an avatar may attack or be attacked by any other player’s companies if his stage point total is 6 or more.


· A black player who has not yet revealed an avatar (or manifestation of The Lidless Eye) and who has a character manifestation in play of a War-lord avatar may convert to being a War-lord player, if that character fails a corruption check but is not eliminated. You may take up to 3 minion resources giving stage points from your sideboard and put them into play (if the conditions to play them exist).
Appendix: Special Card Restrictions and Allowances
(cards listed in italics are dream-cards)

1. A Dragon-lord player may not play the following cards:
Awaiting the Call

Bade to Rule
Black Rain 

Faithless Stuart

Hold, Rebuilt and Repaired 
In the Name of Mordor

Messenger of Mordor

News Must Get Through
Open to the Summons

The Black Council

any manifestation of The Lidless Eye

To Satisfy the Questioner Eric: why this one?
A Panoply of Wings 
Eagle-watch
Great Falcons of Mirkwood

Ravens of Northern Rhovanion 

The Great Eagles
Roac/Carc? Eric: Or make a rule any flying resource cannot be eaten?
2. You may not play the following cards against a Dragon-lord player:
From the Pits of Angband 

Parsimony of Seclusion 
Clarification: these cards can be too powerful for a region-bound avatar like Dragon-lords
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