Rules

10

The Great Wyrms Rules & Card Spoiler

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 

Middle-earth: The Great Wyrms is an unofficial expansion set for the Middle-earth Collectible Card Game. It is fully compatible with Middle-earth: The Wizards, Middle-earth: The Lidless Eye, Middle-earth: The White Hand, and Middle-earth: The Balrog. In fact, this set focuses on a "Dragonlord" player using resources from all (exclude) sets. Unless specifically stated in these rules, a Dragonlord player uses the same rules as described in previous MECCG sets and expansions.



INTRODUCTION 


Middle-earth has long been troubled by the legacy of Melkor - Morgoth - the Black Enemy. His long, 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 in Middle-earth were the great Wyrms. Cunning and deceptive, filled with malice and greed, vain and self centered, deceitful and wrathful, and astoundingly temperamental and boastful, dragons embody the very nature of their mentor. They are agents of evil, capable only of manipulating, devouring and destroying Eru's works. Only an outside force - a great power such as Sauron's - can compel them to breed and multiply. Some hibernate or range along the fringes of the settled world, but all are ultimately targeted for the hunt. 

Ever jealous and mistrustful, the great Wyrms are friendless and pitiless loners. They prey on anything they can slay, even their own kind, and savor wantom destruction. Always feuding and offering nothing save terror and death, they cannot long coexist with other creatures...

Middle-earth: The Great Wyrms allows you to play one of the great Wyrms of the Third Age. Roused by Sauron's evil forces and by the dwarven activity in your vicinity, you must rampage and plunder the surrounding country to achieve victory. 

A Dragon-lord player

A Dragon-lord player acts as a Ringwraith player. Any card and rules text applying to a Ringwraith also applies to a Dragon-lord (e.g., if a card refers to a Ringwraith, it now applies to "a Ringwraith or The Balrog or a Dragon-lord"). 

However, instead of using the special rules listed on page 59 of the ME:LE rules (or wherever else these rules may appear), a Dragon player uses the following special rules: 

· Any ring in your Dragon-lord´s company is automatically tested at the beginning of the end-of-turn phase. Any ring test in a Dragonlord´s company has a modification of -2.

· Rings are not automatically tested for a Dragon-lord player at Barad-dûr.

· A Dragon-lord may carry items (including rings) but may not use their abilities and effects.
· A Dragon-lord player may not store anything at Barad-dûr.

· A Dragon-lord never makes corruption checks and corruption cards may not be played on a Dragon-lord. 

· Normally, a Dragon-lord may not move (as stated on his card). However, the play of certain resources can expand his movement capabilities.

· All of your non-Dragon-lord´s companies may freely use region movement and under-deeps movement, however, they may never use starter movement.

· A Dragon-lord can not use MELE mode cards; instead he may play a Dragon-lord specific mode card. 

· A Dragon-lord´s company is always overt.

· Unlike minions, Dragon-lord players do not have a +5 general influence (the +5 to GI is needed though as it is really hard to bring new characters into the game) when resisting cards like Call of Home or Muster Disperses. A Dragonlord can be targeted by Call of Home.

· A Dragon-lord counts as three characters for the purpose of calculating the hazard limit.
· A Dragon-lord may not use a site path that contains a coastal sea, unless he is winged, an ice-dragon or water-dragon.
· Unlike a Ringwraith your Dragon-lord may have followers outside of a haven (i.e. his Dragon’s Den)

USING ME:GW 

When you play a Dragon-lord, assume that your Dragon-lord is a Ringwraith. All of the normal ME:LE rules apply except for the specific exceptions outlined in these rules. 

You should read the following section to get a general idea of how to play a Dragon-lord. Then read the rest of the rules for specific details. 

DRAGON-LORDS - When the rules and cards refer to a Ringwraith, they apply to your Dragon-lord. 

DRAGON´S DEN - When rules and non-site cards refer to Darkhavens, they apply instead to your Dragon´s Den. The special effects of ME:TW Havens (i.e healing, etc.) now apply to your companies at your Dragon´s Den. These same effects do not apply to your companies at ME:LE Darkhavens (i.e. Minas Morgul, Dol Guldur, Carn Dûm and Geann a-Lisch), ME:TW Havens (i.e. Grey Havens, Rivendell, Lorien, Edhellond), ME:BA Darkhavens (i.e., Moria, The Under-gates) and ME:WH Wizardhavens (i.e., The White Towers, Isengard, Rhosgobel). 

Even if at your Dragon´s Den you must follow special rules for bringing characters into play (see below). 

Nothing is considered playable for you as written on the original site's card which never has any automatic attack. If your Dragon-lord is in play but not at his Dragon´s Den or has been defeated, ignore all automatic-attacks at other versions of this Dragon's Den. 

CHARACTERS - Characters of a Dragon-lord player represent individuals who worship the dragon or came under the Dragon-lord´s spell. Normally you may only use Dragon-lord specific characters, any non-hero, non-Dwarf (the play of hero characters is now only allowed with special cards a full list here: A GIFT FOR LORDS OF MEN, DRAGON MINDBEND, ENCHANTED STARE, & WHISPERING VOICES ) minion having 5 mind or less or Balrog specific characters having 7 mind or less. See special rules below for bringing characters into play. However, you may include in your play deck and sideboard any character (hero, minion, Balrog specific) even with a mind higher than 5 resp. 7; these characters may only be played as gathered bones or may be revealed when making an influence attempt against an opponent’s character. All of your non-overt characters are considered to be minion characters (even your hero characters). Thus, a company consisting of only such characters is treated as a minion company. Such a company is covert for the purpose of playing minion resources.

RESOURCES - You may use dragon-lord specific resources, some hero resources, minion resources and some Balrog specific resources. However, you may only include up to a total of two of each non-unique, non-Dragonlord specific resource in your play deck and sideboard combined.

MARSHALLING POINTS - Pride and avarice ultimately doom most dragons. The wise employ flattery and exploit their unbridled greed in order to bring them down. Like the Dwarves, who are forever at war with them, the great dragons hunger for material wealth and save and guard whatever they gather. Tied to their hoards and attracted by any booty of significance, they are relatively easy to find or bait. 

You do not receive marshalling points for cards stored at non-Dragon´s Den (Lair) sites.
Kill points - A dragon-lord´s company gains kill points for any defeated creature, not only for those marked with an *. Gathered bones count as kill points.
Trophies - All your non-Dragonlord´s companies (regardless of the race of their members) can have trophies, but they never gain kill marshalling points. Trophies can be stored at your Dragon's Den (home site), all creatures so stored are then worth full marshalling points. Any company bearing trophies is overt. 
Allies - Only Balrog and dragon-lord specific allies can be played on your dragon-lord. Some of these allies can later be transferred to other characters in the company. 

Factions - A dragon-lord player may only influence dragon-lord specific factions and minion Man, Wolf, Animal, Dragon, Orc or Troll factions. 

THE VICTORY CONDITIONS 

As a dragon-lord, you may win in the same way a MELE Ringwraith wins: your opponent is eliminated or you recover The One Ring or you have the most marshalling points at the Audience with Sauron. The following exceptions apply: 

· In order to win by recovering The One Ring, at least one Sign of Might card must be played and the conditions outlined on that card must be met. 

· The Audience with Sauron is handled normally, and victory is determined in the standard way by comparing marshalling points. However, to you (a dragon-lord) it is called your Moment of Majesty and your marshalling points reflect how far you have progressed towards taking your true place in Middle-earth. 
GETTING READY TO PLAY 

A dragon-lord player prepares for play just as a Ringwraith does, with the following exceptions: 

DECLARING THAT YOU ARE A DRAGONLORD - If you include a dragon-lord character card in your play deck you are a dragon-lord player. You must tell your opponent which dragon-lord you are playing before choosing starting companies. When you reveal your dragon-lord (i.e. the specific character card is played), no other manifestation of that dragon may be played by any player (manifestations in play are discarded). 

Note: If you declared yourself as a dragon-lord, your opponent may replace any manifestations of that particular dragon in his deck and/or sideboard with other cards (normal deck rulings are applied). You and your opponent may still both declare and attempt to play the same dragon-lord, but the game will probably be won by the first player to get his dragon-lord into play.

YOUR LOCATION DECK - Your location deck may include multiple copies of your dragon-lord’s home site and the Dragon´s Den card. However, your location deck may only include one of every hero and/or minion site card. The following exceptions apply:

· Use the minion site cards for all of your non-dragon-lord companies, for your dragon-lord company use hero versions for all shadow-holds & dark-hold for which you do not have to use the Balrog version; you may still play minion resources at these sites.
· Instead of the normal minion site cards use the Balrog specific site cards for: 
* Carn Dûm, Dol Guldur, Minas Morgul and all other Darkhavens
* All Dark-holds (Barad-dûr, Cirith Ungol, Cirith Gorgor)

· You may use the following Under-deeps sites as if you were a Balrog player: Ancient Deep-hold, Remains of Thangorodrim, The Drowning-deeps, The Rusted-deeps and The Wind-deeps (Hopefully I be able to finish the minion versions in the future). (Also for hero companies? Totally right)

· Geann a-Lisch is a Ruins & Lairs with no Darkhaven effects.

YOUR PLAY DECK - The resource half of your play deck (and your sideboard) may include some hero, minion, some Balrog specific, Dragon specific and Dragon-lord specific resources. But, you are limited to: 

· One of each unique card (including cards with the same name) 

· Three of each non-unique dragon specific resource card 

· Three of each non-unique dragon-lord specific resource card 

· Three of each non-unique dragonlord specific character card

· Two of each other non-unique character card (even hero characters are allowed)

· Two of each non-unique minion resource card 

· You may include hero items, factions and allies (hero factions and allies may only be revealed to attempt to receive them as gathered bones, see below), you may not include any other hero resources

· You may not include dragon-lord specific resource cards that are "specific" to another dragon-lord (e.g. if you declare that you are Smaug the Golden, you may not include "Scatha specific" cards.

· You may include in his deck (up to two copies) and use any of the following Balrog specific cards. Any card text referring to The Balrog refers instead to your dragon-lord. 


A Few Recruits 
A More Evil Hour

Crowned with Storm 

Evil Thing Lingering

Foe Dismayed 
Great Troll 
Memories of Old Torture 
Mine or No One's 

Nasty Slimy Thing

Obey Him or Die
People Diminished

Tempest of Fire

A dragon-lord player may not include any of the following cards:
Any Unleashed card

Awaiting the Call

Bade to Rule

Black Horse

Black Rain 

Black Rider

By the Ringwraith’s Words

Creature of an Older World

Eye Never Sleeping

Faithless Stuart

Fell Rider

Helm of Fear

Hold, Rebuilt and Repaired

In the Name of Mordor

Kill all but not the Halflings
Messenger of Mordor

Morgul-blade

News must get Through
News of the Shire 
Open to the Summons

Orders from Lugbúrz

Padding Feet

Powers to dark and Terrible

Sauron 

The Black Council

The Dark Power

The Fiery Blade

The Lidless Eye
The Ring Leaves its Mark 
They Ride Together

They are Accounted for

To satisfy the Questioner
Use your Legs 

While the Yellow Faces Sleeps
  
 

STARTING CHARACTERS - Your starting characters (up to 6) may include dragon-lord specific characters, Balrog specific characters having 7 mind or less or any non-Dwarf non-Agent minion character having 5 mind or less. You may not start hero or agent characters unless with a specific resource that allows such characters to be played (e.g. Dragon Mindbend).

STARTING SITE - Your starting company must begin play at your Dragon's Den.

THE PLAYER TURN 

The player turn proceeds normally with the following exceptions: 

· Your dragon-lord´s company may engage in CvCC with any other company during the site phase. 
CHARACTERS AND COMPANIES 

· Your dragon-lord may only start at his home site. 

· You may not start or bring into play any character with a mind greater than 5 or 7 for Balrog specific characters, unless they are dragon-lord specific characters. 

· No dwarf characters may be played, unless they are dragon-lord specific characters.

· Characters with a home site of "Any Dark-hold" or “Any non-Dark-hold Under-deeps site” have a home site of "Any non-Under-deeps Ruins & Lairs“.

· Unless at the same site as your dragon-lord, a dúnadan, dwarf, elf, hobbit, or wose character may not be in a company that contains an orc, troll or undead character - and vice versa. 

BRINGING CHARACTERS INTO PLAY

A dragon-lord player may only bring characters into play at their home sites, not at a Dragon’s Den, unless the character has a Dragon’s Den as his home site.

A dragon-lord player may only play characters during the organization phase under the direct influence of your non-dragon-lord characters; unless with A Chance Meeting/We Have Come to Kill. (So only low mind characters can be directly recruited to your cause).

A dragon-lord player may play any non-avatar (or any manifestation of that avatar) character (i.e., hero, minion, Balrog specific and dragon-lord specific) under general influence or the dragon-lord´s direct influence in the following manner.
During the site phase after facing the site's automatic-attacks (and all agent attacks and other additional attacks due to the play of certain cards), a dragon-lord player’s companies may play any number of characters at these characters home sites.

A dragon-lord player may only attempt to play a certain character once during the site phase. 
For each character to be played, a character in the company must make a roll (a dragon-lord doesn’t need to tap or to be untapped but any other character has to be untapped when making the roll and must tap afterwards.) This counts as a special influence attempt to bring characters into play. Add any unused direct influence of the attempting character and any other modifications for an influence attempt (from eventually played cards on the attempting character) as well as the special modifications to bring a character into play as stated on your dragon-lord´s card to the roll and subtract 7 from it. 
- If the result is equal or lower than the character‘s mind plus any corruption check modifications stated on the character’s card (right bottom corner) you may either decide to discard the character card, or to have the dragon-lord´s company immediately face an attack by the character: 1 strike / normal prowess + 7 / normal body. If the attack is defeated, the character is eliminated and you receive 1 kill MP (considered as a gathered bone - ignore any marshalling points printed on the character card). Put all characters in play as gathered bones inverted (180°) in your marshalling point pile. If the attack wasn’t defeated, discard the character card.

- If the result is higher than this value the character is successfully influenced. You may bring it into play either under free general influence or the dragon-lord’s free direct influence if the attempt was made by your dragon-lord. Even if you successfully influenced a character, you may still act as if the attempt wasn’t successful as stated above (i.e. discard the character or face an attack from it). 

KEEPING CHARACTERS IN PLAY:

For a dragon-lord characters do not have the same value, as they have with other alignments, that is the reason why a mechanism for keeping characters in play is introduced.

If at the same site as your dragon-lord at the beginning of the organization phase all characters in play under general influence or under your dragon-lord´s direct influence require a roll to keep them in play; this roll represents the dragon-lord´s patience with the character, or the dragon-lord´s lust for Gathered Bones. This counts as a special influence attempt to hold a character in play. The result is treated, as if the roll was made to bring the character into play by your dragon-lord. If you fail a character’s influence attempt at the dragon-lord´s current site you may either discard the character card (with all his controlled resources except any followers) or have the dragon-lord´s company immediately face an attack by the character with 1 strike / actual prowess + 7 / actual body. (i.e. –1 for prowess if tapped, -2 if wounded, etc.). If the attack is defeated the character is eliminated and you recieve 1 kill MP (considered as a gathered bone - ignore any MPs printed on the character card). Any items controlled by the character may be transferred to any character of the dragon-lord’s company (due to controlling restrictions indicated on the item if such exist). Any other resources controlled by the character (except followers) are discarded. If the attack isn’t defeated discard the character and any resources he controls (except followers). Any follower controlled by the character changes to be controlled now by general influence and you need to make an influence attempt to hold a character in play for him immediately. Even if the influence attempt to hold a character in play is successful you may still act as if the attempt wasn’t successful (as described above) or go on normally. After all rolls are made, you may choose any number of characters in your Dragonlord´s company to split into separate companies." 
AGENTS 
Agent characters (from ME:DM) included in your play deck count as characters for the purposes of deck construction. Once play begins, you may play an agent as a character at his home site or as a hazard (as outlined in the ME:DM rules insert). The following exceptions apply for a Dragonlord player: 

· Any agent hazard played by a dragon-lord player cannot be taken by its controller as a gathered bone. 

· Any agent hazard played by any of your opponents may be taken by your dragon-lord as a gathered bone. To do this, an agent must be revealed face-up and your dragon-lord must be at the agent´s current site. After resolving all automatic-attacks, agent attacks, and other attacks due to the play of certain cards, make an influence roll to bring a character into play for the agent modified by -1. The result is treated, as if the roll was made to bring the character into play normally. 
Note: The -1 modification to the roll represents the dragon-lord having difficulty controlling an agent under Sauron's control.

MOVEMENT 

A dragon-lord player’s companies must use region movement or Under-deeps movement. When one of your companies moves to a site, you and your opponent draw cards based on the site being moved to. This applies even if moving to one of your Dragon´s Dens. 

A dragon-lord may not use Under-deeps movement. 

Normally, a dragon-lord may not move. However, the play of certain resources can allow his movement. 

SPECIAL KEYWORDS
Flying /Winged: 

A Winged character/ally may tap to give another character or ally (or two Hobbits or Orc-scouts in his company “Flying ability” for the rest of the turn. If every character and every ally in a company has the “Flying ability”, the company may move up to 6 regions, is considered flying and is considered as moving through no region.

Unless a hazard states that it can attack a flying company or it has the keyword “Flying” or “Winged” in its textbox, it may only attack a flying company keyed to its destination site. 

· "Gwaihir": Winged. 

· "Great Bats": Flying 

· "Regiment of Black Crows": Flying 

· "Landroval": Winged.

· "Winged Fire-drake": Winged. 

· "Winged Cold-drake": Winged. 

· "Wild Fell Beast": Winged. 

· Nazgul-Creatures: Flying. 

· "Radagast" (fallen): If "Winged Change-master" is played on him, Radagast has the flying ability. 

· "Radagast's Black Bird": Flying. 

· "Roac the Raven": Flying 

· "Carc": Flying 

· Manifestations of the following Dragons: Bairanax, Daelomin, Scorba, and Smaug: Winged.

Clarification: A Winged character (only dragon-lords) or winged allies can tap to give the flying ability to other non-winged/flying characters/allies. Characters who have the Flying ability (Durlach) can not tap to do this.
COMBAT

All attacks against your dragon-lord´s company are never detainment (overriding any card text). However, any other attacks on any of your non-dragon-lord´s companies are determined upon the company composition. 
Dragon-lords only receive a -1 modification to their prowess when not tapping to face a strike. 

Dragon-lord characters may choose to be the target of up to two strikes from an attack with two or more strikes and resolve them seperately.
Whenever a player wounds a dragon-lord, he must make two body checks: the dragon-lord is wounded if both succeed, he is severely wounded if one fails (discard him along with all attached cards), and killed if both fail. He is not returned to his owner's hand on a result of 7 or 8.

COMPANY VS. COMPANY COMBAT (CvCC)

Your dragon-lord can initiate CvCC against any other company. Only hero companies - or companies including a Balrog or Ringwraith character - may initiate CvCC against a dragon-lord´s company. Combat can even be declared by an opponent at your Dragon's Den if your dragon-lord is present. Dragon-lords may face one additional strike when in CvCC. Each strike is resolved in separate strike sequences. The dragon-lord´s player chooses which strike sequence to resolve first.

CORRUPTION CHECKS 

Corruption checks are handled normally with these exceptions: 

· Corruption cards may never be played on your dragon-lord and your dragon-lord never makes corruption checks.

· Corruption checks for all non dragon-characters are handled as if they were minion characters. 

· Like a Ringwraith, a Dragonlord gives +2 to any corruption check by a character at the same site. 


PLAYING AND USING RESOURCES 

Playing resources is handled normally with these exceptions: 


PLAYING ALLIES:

Allies played by characters in non-dragon-lord companies is handled normally.

No allies can be played by your other characters if in your dragon-lord´s company.

No allies can be played on the dragon-lord, except for drake/dragon allies or Balrog specific allies. These may then be transferred to other characters at the end of the next organization phase. (yes, something new. Have drake allies needing the Lord to play the ally, but must be with a character to later transferred. The Lord instills terror into the drake to work with the character. I will draw rules on this later; please give an example. I don’t like the rolling if the ally is not in the Dragon’s company by William Danchus.)
If a dragon-lord character tries to play an ally he has to make a roll. This counts as a special influence attempt to bring an ally into play. This roll is exactly handled the same way as an influence attempt to bring a character into play with the same modifications (+direct influence +special modif. on the dragon-lord’s card +modif. from ev. played cards on the influence attempt –7; higher than the ally’s mind). For this special case allies count as characters.
The influence attempt made by a dragon-lord can have exactly the same consequences as if a character was brought into play (not successful: discard / attack by the ally [ev. bones]; successful: bring into play / discard / attack by the ally [ev. bones]). You must have an hero ally attack you even if the roll was successful. 

KEEPING ALLIES IN PLAY & TRANFERRING ALLIES TO NON-DRAGON CHARACTERS:

If at the same site as your dragon-lord at the beginning of organization phase all allies with a body stat require a roll to keep the ally in play; this roll represents the dragon-lord patience with the ally, or the dragon-lord’s lust for Gathered Bones. This roll counts as a special influence attempt to hold an ally in play and is handled as if to hold a character in play and also consequences are exactly the same. For this special case allies count as characters. You must have a hero ally attack you even if the roll was successful. After these rolls an ally under the control of a dragon-lord may be transferred to an untapped character, which does not already control a dragon specific or balrog specific ally, in his company (the character does not tap).

PLAYING FACTIONS: 

A dragon-lord player may not include in his play deck the following factions: 
The Great Eagles 
A Panoply of Wings 
Ravens of Northern Rhovanion 

Bringing factions into play by characters in non-dragon-lord companies is handled normally.

If a dragon-lord’s company moves to a site where a faction is playable, you may reveal a faction card (even a hero faction) and make an influence roll by any character of the dragon-lord’s company. This roll is treated as a normal influence attempt to play a faction. (i.e. normal modifications are used as stated in the common CRF rules). If the result is higher than the number required to bring the faction in play, the Dragon gets them as gathered troops under his spell. If the result is lower or equal to this number, he may either decide to discard the faction or to have the Dragon’s company immediately face an attack: type of the faction, 4 strikes with 8 prowess and a body of the factions doubled marshalling point value. 

If the attack is defeated you may place it as gathered bones in your MP pile, otherwise discard it. The dragon-lord may also decide to face this attack to get the gathered bones if the roll was successful. You must choose this option if you revealed a hero faction. If a character not in a Dragon’s company tries to play a faction, normal rules are used to play a faction as stated in the CRF rules.(i.e. there is no possibility to get it as gathered bones.) 

No extra rolls are required to keep the factions in play.

Clarification: This represents the Dragon eating up the faction. 

Factions played as gathered troops give full marshalling points. 
Factions played as gathered bones give 1 marshalling point each. 
Factions played as gathered bones cannot be the target of any resource or hazard effect (e.g., Muster Disperses, News of Doom, Tribute Garnered, etc.). 

INFLUENCE:

Influence Attempts on opponent´s resources 

Any character of a dragon-lord player may make an influence attempt on an opponent’s resource with a general –5 modification to the roll (as stated in the CRF-rules). No other modifications of a dragon-lord to bring or hold a character in play are regarded when rolling. 

If the influence attempt wasn’t successful a dragon-lord‘s company may not face an attack from the character / ally / faction it tried to influence. 

Clarification: If the attempt was succesful against a hero/minion/Balrog specific character with a mind higher than 5 resp. 7 and you revealed the same character before the attempt you may then not play that character into your company unless with a special resource (e.g. Dragon Mindbend).

(Is this correct? Or only true for hero characters? --- this is correct, otherwise you could be able to play Galadriel, Elrond and Thrainduil as well as other high minders really easy)
USING ITEMS:

All non-Orc/Troll characters may freely use both hero and minion items. As hoards are the most envied goals for dragon-lords, the following rules apply: Major and special items are only worth 1 MP, and Greater items are only worth 2 MPs. So all other item types (e.g. minor) are worth 0 MPs. (Playtesting will show if this is to hard to gain points from items.)
A dragon-lord may bear but may not use any items (card text does not apply when on a dragon-lord). 
Any item stored at your Dragon's Den is worth full marshalling points. This rule takes precedence on any ME:LE rule (hero items are worth normal marshalling points). Those items are considered to be as if under control of a dwarf character and stored at a dwarf-hold, or to be at the site their MP value is the highest (like Red Book of Westmarch at Bag End). 

Necklace of Girion is worth full marshalling points even for Smaug! so put one in your sideboard so you can steal it for double point value!
WHEN YOUR DRAGON-LORD LEAVES PLAY - If your dragon-lord leaves play, discard all of your dragon-lord specific permanent-events in play that are specific to your dragon-lord. As is normally the case, all hazard permanent-events on such an avatar are discarded. 

CARD EFFECT LIMITATIONS 
The following cards will have no effect on a dragon-lord player. This is because the mechanisms of the cards do not work with the mechanics of dragon-lord companies, or their effects are too powerful against a dragon-lord company:

Foul Fumes maybe we need something against this card as it would tap scatha the worm everytime he moves away from Gondmaeglon
Great Secrets Buried There (MEDM)  
Worn and Famished 
From the Pits of Angband (METD)  
All events that require an agent 

Parsimony of Seclusion 

A dragon-lord cannot be affected by thefollowing hazards: 
Any Disease hazard card
Plague

CARD TRANSLATIONS & SPOILERS :

DRAGON-LORDS:

*#DAELOMIN THE GHOST-WING - SCOUT/SAGE/DIPLOMAT DRAGON-LORD
[DI: 6; P/B: 7/8; Home Site: Dancing Spire] 
Unique. Manifestation of Daelomin. Female. Winged Cold-dragon. May not move. Can use sorcery. Daelomin the Ghost-wing's prowess is only modified by -1 if not tapping to face a strike. Her flattering rolls are modified by +4. +2 to rolls for bringing male characters into play and for controlling male chracters. Tap during CvCC for an extra strike. While at a Dragon’s Den, she may tap to cancel one effect that would raise the hazard limit of one of your companies. Home Site: Dancing Spire

*#ITANGAST THE GUEST-EATER - WARRIOR/RANGER/DIPLOMAT DRAGON-LORD

[DI: 5; P/B: 12/8; Home Site: Goldhill] 
Unique. Manifestation of Itangast. Male. Fire-dragon. May not move. Itangast the Guest-eater's prowess is only modified by -1 if not tapping to face a strike. His offering rolls are modified by +4. 
Tap during CvCC for an extra strike. -3 influence against any manifestation of Smaug or Scatha. +2 prowess against Men and Dwarves. While at Gold Hill, your orcs and trolls require 1 less influence to control. Home Site: Goldhill
*#LEUCARUTH THE WRATHFUL – WARRIOR/RANGER DRAGON-LORD
[DI: 3; P/B: 10/8; Home Site: Irerock] 
Unique. Manifestation of Leucaruth. Female. Fire-dragon. +2 prowess against Dwarves. Unless Leucaruth the Wrathful is in a mode she may move one region. If an opponent’s company (with dwarves) is within two regions of her home site, she may move two regions to opponent’s site. After such a movement Leucaruth the Wrathful must always return to her home site on the next turn. Leucaruth the Wrathful’s prowess is only modified by -1 if not tapping to face a strike. -2 to the body of any Dwarf wounded by one of her strikes. -2 to rolls for bringing Dwarves into play and controlling Dwarves.

*#LOMAW THE OLD – RANGER/SAGE/DIPLOMAT DRAGON-LORD

[DI: 6; P/B: 8/8; Home Site: Collarmount]

Unique. Manifestation of Lomaw. Male. Ice-dragon. May not move. Lomaw the Old's prowess is only modified by -1 if not tapping to face a strike. His riddling and offering rolls are modified by +2. 
Tap during CvCC for an extra strike. -3 influence against any manifestation Gostir & Itangast. If an opponent’s company is moving through the region of your current site, you may look at a number of cards equally to the wilderness regions it its site path. 
Home Site: Collarmount 

*#SCATHA THE WORM - WARRIOR/RANGER/SAGE DRAGON-LORD

[DI: 4; P/B: 9/9; Home Site: Gondmaeglom] 
Unique. Manifestation of Scatha. Male. Cold-dragon. May not move. +2 prowess against Elves and Dwarves. Scatha the Worm’s prowess is only modified by -1 if not tapping to face a strike. While at Gondmaeglom, he gives +1 to all your influence attempts. If at Gondmaeglom, Scatha the Worm may tap to bring any one resource (better short-event) that can be played on a Dragon character from your discard pile into your play deck. Tap during CvCC for an extra strike.-3 influence against any manifestation of Itangast or Smaug. Home Site: Gondmaeglom
*#SMAUG THE GOLDEN – WARRIOR/SAGE/DIPLOMAT DRAGON-LORD

DI / GI : 5 / 20 - P/B : 11/8 
Unique. Manifestation of Smaug. Male. Winged Fire-dragon. May not move. Smaug the Golden's prowess is only modified by -1 if not tapping to face a strike. His riddling rolls are modified by +4. 
-3 influence against any manifestation of Ando-anca, Itangast or Scatha.
Home Site: The Lonely Mountain 

*#THROKMAW THE VAIN – WARRIOR/SCOUT DRAGON-LORD

DI / GI: 3 / 20 - P/B: 9/8 
Unique. Manifestation of Throkmaw. Male. Winged Fire-dragon. May not move. Throkmaw the Vain's prowess is only modified by -1 if not tapping to face a strike. Tap during CvCC for an extra strike. If at a dragon’s den he may tap to give +1 prowess and +1 body to all orc characters in any of your companies until the end of the turn. When tapping to face a strike +1 to all body checks resulting from failed strikes against Throkmaw the Vain. -3 influence against any manifestation of Ando-anca Itangast, Scatha or Smaug. Home Site: Shab Arch

MININO RESOURCES:

DRAGON-LORD (SPECIFIC) RESOURCES:

*A GIFT FOR LORDS OF MEN – PERMANENT EVENT

Dragon-lord Specific. Offering Attempt.  Playable during CvCC before strikes are assigned if your dragon-lord bears an item worth at least 2 Marshalling Points. The dragon-lord makes an influence attempt (also considered an Offering Attempt) against a non-hobbit, non-avatar character modified by the marshalling point value (as if borne by the choosen character) of an item your dragon-lord bears (+2 if the dragon-lord is a diplomat).  If the result is higher than the target character's mind, the normal result of successfully influencing a character applies.  The character joins the dragon-lord's company, discard all other non-followers, non-items cards on the character. Transfer the choosen item to the character. CvCC then proceeds normally.

*#AGAINST THE EYE – PERMANENT EVENT 

(MP: (3))
Dragon-lord Specific. Playable during the site phase at a Shadow-hold, if your dragon-lord is there. Your dragon-lord faces an attack: Trolls – 1 strike at 15 cannot be canceled. Following the attack tap your dragon-lord and the site or discard this card. All versions of this site become a Ruins & Lairs, this site is never discarded and never untaps for you.
*ANCIENT CAVE – PERMANENT EVENT
Dragon character only. Playable at the end of the organization phase on a dragon company using region movement with the last one being a wilderness. This card is used as a site card, Ruins & Lairs [R] is considered as a haven for purposes of healing only; cards opponent draws: 3, you draw:  1. Discard Ancient Cave when the company moves to a new site.


*#APPETITE – SHORT-EVENT

Dragon-lord Specific. Playable during your organization phase or your site phase. -3 to a roll to bring a character into play or to make him stay in play in your dragon-lord’s company.

ARE THERE DRAGONS IN THIS LAND (a good title as it is a quote by sam, but what to use it for

Untap your Dragon??? If Sam does not know about the wayabouts of dragons, then the Dragon has the surprise and can untap for another action or combine some Unleash effects for CvCC (cannot cancel CvCC with Dragon or direct strikes)
*ARTFUL WORDS – SHORT-EVENT
Dragon-lord Specific. Dragon-Magic. Playable on your dragon-lord. +5 to the dragon's direct influence for the rest of the turn. Cannot be duplicated on a given turn. 

*#AURA OF FEAR – SHORT-EVENT
Dragon-lord Specific. Dragon-magic. Playable during CvCC with your dragon-lord's company. Make a roll for each character in opponent’s company. If the roll is higher than the character's mind, he is tapped. Cannot be duplicated on a given turn. 
Amid shrieks and wailing and the shouts of men he came over them and swept towards the bridges.- Hob 

*#BEATEN INTO SUBMISSION – PERMANENT-EVENT
Dragon-lord Specific. Playable if your dragon-lord´s company is attacked by a non-dragon-lord manifestation of a Dragon.The attack is canceled. The manifestation becomes an ally under the control of your dragon-lord (tap your dragon-lord). The ally has a mind and marshalling point value equal to half (round down) its normal marshalling point value; prowess equal to its normal prowess minus 7 and its normal body. The ally’s skill are warrior, if played on a fire-dragon; scout, if a winged-dragon, ranger, if a cold- or ice-dragon; sage if a female dragon; or diplomat if a male dragon. Place this card with the manifestation. During your organization phase, your opponent makes a roll and adds one. If the result is greater than the mind of this ally's controlling character (mind 10 for a dragon-lord), the character is immediately attacked by the dragon manifestation, discard afterwards.

*Breed Desire - PERMANENT-EVENT
Dragon-lord Specific. Your General Influence is increased based your hoard points.

1-6 HP  +1; 7-12 HP +3; 12-18 HP +5; 19+ HP +7. Cannot be duplicated on a given player.

*CLAWS SHARPENED – PERMANENT-EVENT
Dragon character only. Playable only during your organisation phase on a dragon character. Each strike against the dragon character receives -1 prowess and -1 body. Discard Claws Sharpened after a strike against the dragon character fails. Cannot be duplicated on a given Dragon character. 

*#DEPREDATION OF THE DRAGON – PERMANENT-EVENT 

[MP : 3]
Dragon-lord Specific. Playable during the site phase on a Border-hold in a Wilderness if your dragon-lord is there. Your dragon-lord's company faces two attacks (attack type as first automatic-attack at site - 4 strikes at 9, 2 strikes at 12). Following these attacks, tap your dragon-lord or discard this card; place this card in your marshalling point pile. This site becomes one of your Dragon’s Dens and loses all automatic-attacks. All other versions of this site are now Ruins & Lairs, and nothing is considered playable as written on the site card. Factions and allies are not playable at the site by your opponent in all cases. If one of your companies is at this site, all non-CvCC attacks against it are canceled. Discard this card when the site is discarded or returned to its location deck.

If Depredation of the Dragon is in play at Moria, The Balrog player may play Invade their Domain on Moria, and if successful, both Invade their Domain and Depredation by the Dragon are discarded. I like to keep Invade in play and Usurper cannot be played if the Dragon is not wounded at the site.
*DESTRUCTION AND SAVAGERY – PERMANENT-EVENT 

[MP 1]
Dragon character only. Playable during the site phase at a site where you have succesfully played a Thralls faction. Discard all unique factions in play at this site, and no further factions may be played at any version of this site. May not be duplicated at a given site. I do not like the thrall’s faction. Let him play A Few Recruits, Great Army of the North and minion man factions. Hoard, hoard and hoard. Maybe let a resource give 1 CP for every hoard item borne by the Dragon’s squire? 
The dragon's ire more fierce than fire / Laid low their towers and houses frail / The mountain smoked beneath the moon; / The dwarves, they heard the tramp of doom - Hob 


*#DRAGON-FLIGHT – PERMANENT-EVENT 
Dragon-lord Specific. Playable at a Dragon’s Den during the organisation phase on a winged dragon-lord. You may discard this card during the organisation phase if at a Dragon’s Den. Your dragon-lord receives –2 prowess and may move up to six regions and has only his destination site in his site path. At the beginning of the movement-hazard phase, discard all characters and allies without “flying” in your dragonlord’s company. At the end of the movement-hazard phase, tap your dragon-lord if he/she moved this turn. The company is uneffected by River.
*#DRAGON-FRIGHT – SHORT EVENT
Dragon character only. Playable before assigning strikes when a dragon character is facing an attack from a creature or a company. Against a creature, the attack is cancelled. Against a company, roll two dices for each character in the company. If the result is greater than his mind, the character is tapped. 

*#DRAGON MINDBEND – PERMANENT-EVENT 

Dragon-lord Specific. Playable on a company. One character (even a non-dwarf hero) with a mind up to 8 may be played with target company at a Dragon’s Den; place this card with the character. -2 to his mind to a minimum of 4.  This card may be played with a starting company in lieu of a minor item.  When played as such, reveal it when starting companies are determined as if it were a character. No rolls are required for this character to stay in play. Alternatively may also be used to add a hero character that was just influenced away from an opponent’s company by your dragon-lord to the company. All influence attempts against this character are modified by +4. Cannot be duplicated by a given dragon-lord. 

…and Glaurung coiling back swiftly towered above him, and said: 'Nay! At least thou art valiant; beyond all whom I have met. And they lie who say that we of our part do not honour the valour of foes. See now! I offer thee freedom. Go to thy kin, if thou canst. Get thee gone! And if Elf or Man be left to make tale of these days, then surely in scorn they will name thee, if thou spurnest this gift.' 
Then Túrin, being yet bemused by the eyes of the dragon, as were he treating with a foe that could know pity, believed the words of Glaurung and fuming away he sped over the bridge.- Sil 


*#DRAGONFIRE AND SAVAGE SWORDS – PERMANENT-EVENT 

[MP 4]
Dragon-lord Specific. Playable at a tapped or untapped hero haven, or unprotected hero avatar haven during the site phase. The company faces two attacks (attack type: Dwarves at a dwarf-hold, 

Elves at an elf-hold, Men at all other havens - 5 strikes with 9 prowess, 2 strike with 12 prowess). If no characters are untapped following the attack, discard this card. Otherwise, tap either your Dragon-lord or two other characters in the company and put this card in your marshalling point pile. The site remains a haven for starter movement purposes only; for all other purposes the site becomes a Free-hold [F] if it was hero haven or a Ruins & Lairs [R] if it was a fallen-wizard/avatar haven. Cannot be duplicated on a given site. ...“There might be no Queen in Gondor.”...Unfinished Tales


*#DRAGON'S ABODE – PERMANENT-EVENT
Dragon-lord Specific. Playable on a non-Dragon's lair Ruins & Lairs site in a Wilderness, Border-land or Shadow-land; the site must normally be a Ruins & Lairs, if your dragon-lord is there. The site becomes one of your Dragon’s Dens and loses all automatic-attacks. Nothing is considered playable as written on the site card. All other versions of this site gains an additional automatic-attack, which is the same as on your home site. Other Dragon characters may not use this site as a Dragon’s Den. This site is never discarded or returned to its location deck. Cannot be duplicated on a given site. 
"...their ancient home... became an abode of dragons..." – LotRII


*#DRAGON’S DREAM – PERMANENT-EVENT 

Dragon-lord Specific. Dream mode. Playable during your organization phase on your dragon-lord at a Dragon’s Den. Return this card to your hand: when you play another dragon mode card. +5 to your general influence. Discard if your dragon-lord moves.

*#DRAGON’S NEST – PERMANENT-EVENT

[MP: 4]

Dragon-lord Specific. Female dragon only. Playable on your dragon-lord if at a Dragon’s Den if you have Mating Duel in play. Your dragon-lord may not move while bearing this card. Invert this card 90° during each of your following organization phases; once this card is inverted by 360° your dragon-lord makes a body check and if still in play afterwards, place this card into your marshalling point pile (you now receives its marhalling points). While bearing this card your dragon-lord receives +2/+1 to prowess and body. Discard any one Mating Duel you have in play, once this card is placed in your marshalling point pile.


*#DRAGON’S RAVAGE – PERMANENT-EVENT 
Dragon-lord Specific. Unique. Playable during the site phase if your dragon-lord just played Burning Rick, Cot and Tree or Smoke on the Wind. You must face the automatic attacks of the site again if an opponent has played a faction at this site. If your dragon-lord is not wounded you must discard all factions played at this site. The site becomes a ruins & lairs with no automatic attacks, nothing is playable there. The site is never discarded and never untaps for you, and is considered as a haven for purposes of healing only. If Rebuid the Town is revieled at this site by a hero player discards Dragon’s Ravage 

*#ENCHANTED STARE – PERMANENT-EVENT

[P/B: +1/-1; SP1]
Dragon-lord Specific. May be played on a character (even a non-dwarf hero) in your starting company, or during the site phase on a character (even a non-dwarf hero) in your dragon-lord’s company, who was just brought into play by your dragon-lord. This character requires 3 points of influence to control and may only be controlled by your dragon-lord’s direct or general influence. No rolls are required to keep this character in play. Alternatively may also be played on a hero character that was just influenced away from an opponent’s company by your dragon-lord. Cannot be duplicated by a given player.

EATEN HALF A VILLAGE – SHORT EVENT
+3 for a roll to bring a character into play or to make him stay in play.

*#ENSLAVED DWARVES - DWARF FACTION

[MP 1]
Unique. Dragon-lord Specific. Slave faction. Playable only at a tapped or untapped Dragon’s Den if the influence check is greater than 9. All dwarf-factions in play at a sites in the same territory as this faction, has its marshalling point value reducced by one to a minimum of one.
*#FIRE-STORM – SHORT-EVENT
Fire-dragon character only. Playable against a creature (or during CvCC) before strikes are assigned. 

Against a creature make a roll and add the dragon’s prowess. If the result is higher than the creature’s prowess it must make a body check (if it has any, otherwise the creature is automatically defeated). 

Against a company each opposing character makes a body check modified by –1 for each armor, 

helmet and/or shield he bears (only one item of the same type may be applied). If failed the character becomes wounded. Cannot be duplicated on a given attack or CvCC.

*#Gleaming Hoard – PERMANENT-EVENT

Dragon-lord Specific. Playable if you have 10+ marshalling points in hoard items (including one point for each minor hoard item), your hand size is increased by one. Cannot be duplicated on a given player.

hoard point system only
*#GREAT RUIN AND FIRE UNDER TREE – PERMANENT-EVENT
[MP: 3] 
Dragon-lord Specific. Playable on your dragon-lord's company at any non-Ruins & Lairs site in a Wilderness during the site phase. The company faces three attacks (no type) - 4 strikes with 9 prowess, 3 strikes with 11 prowess, 2 strikes with 13 prowess.  Following the attacks, tap your dragon-lord or discard this card. If not discarded, discard any factions in play at this site. Your opponents may not play any character or resource at this site. All versions of this site become a Ruins & Lairs. Discard this card when the site is discarded or returned to its location deck. Cannot be duplicated at a given site.

*#GREAT HOARD – PERMANENT-EVENT
[MP (1)] 
Dragon-lord Specific. Playable on a Dragon’s Den. When an item worth at least 1 marshalling points is stored at this site, place it with this card. You receive this card's marshalling points when there are at least 3 items placed with this card. Cannot be duplicated at a given site. Discard this card when the site is discarded or returned to its location deck. 

*GREAT STRENGTH – SHORT-EVENT 
Dragon character only. Dragon-magic. Target and cancel any effect (declared earlier in the same chain of effects) that would cancel an attack by a dragon character’s company against an opponent's company. Alternatively, cancel an attack against a dragon character’s company.
My armour is like tenfold shields, my teeth are swords, my claws spears, the shock of my tail a thunderbolt, my wings a hurricane, and my breath death! – Hob

*HEARD OF THE GREAT WORM – SHORT EVENT 

Dragon-lord Specific. You may play a character at his home site during the site phase even if your dragon-lord is not there. If the roll required to bring him into play is less than the character's mind plus 1, discard the character.

HONEY – SPECIAL ITEM 
[MP: 2] 
Dragon-lord Specific. Unique. Treasure. Playable only by your Dragon at an untapped Beorn's House.
*HIDE PITTED WITH CORRUPTION - Short-event 
Dragon only. +3 body for the rest of the turn. Cannot be duplicated on a given turn. too much and a non-unique
*#HUNGER – PERMANENT-EVENT
Dragon character only. The dragon must move every turn from a site in a wilderness (or from his home site), to a non-Free-hold and non-Dark-hold site through at least two wilderness regions till he/she eliminated a creature, character, ally or faction. The dragon cannot move farther than 4 regions resp. 6 regions away from any of his Dragon’s Dens, afterwards he/she has to return to any of its Dragon’s Dens. Discard this card if the Dragon returns to any of its Dragon’s Dens after he/she eliminated a creature, character, ally or faction. Cannot be duplicated on a given dragon.

*#HUNTERS AND SLAYERS – PERMANENT-EVENT
[MP *]
Dragon-lord Specific. Playable on one of your companies during CvCC before rolls are made. For each successful strike, the defeated character is not wounded, but rather placed "off to the side" with this card. Discard if no characters are placed with this card. Make a roll during your end-of-turn phase. If the result is less than 7, discard this card. If the company size is ever lower than the number of characters placed with this card, discard this card. If this card is discarded, the surviving characters immediately form a company at the company's current site or new site. When stored at your Dragon’s Den, eliminate all cards placed with this card. You gain kill marshalling points for every character eliminated in this way. 


*#HUNTING – PERMANENT-EVENT
Dragon-lord Specific. Hunting Mode. Playable during your organization phase on your dragon-lord at a Dragon’s Den.  You may discard this card during the organisation phase if at a Dragon’s Den. Your dragon-lord receives – 2 prowess, may not control characters and may move using region movement to sites in same or adjacent region to your current Dragon’s Den. For any company moving in same region as your dragon-lord, you may choose to have it face an attack of your dragon-lord. His prowess is increased by 7, and any body checks resulting by a succesfull strike of this attack are +1. Attacker chooses defending characters if your dragon-lord is winged. If the strike fails, your dragon-lord is wounded (make no body check).
*LORE OF THE RINGS – PERMANENT-EVENT
[MP: 4] 
Dragon-lord Specific. Playable only by your Dragon at an untapped Isengard or any site with a nazgûl automatic-attack. Treasure. +2 to all ring test rolls in any of your companies. If a company with a dragon successfully plays an item, it may tap a character to play any item with him, which is playable at the companies site, instead of a free minor item. Cannot be duplicated on a given Dragon.
*#MADE HIS DWELLING THERE – PERMANENT-EVENT
[MP: 2] 
Dragon-lord Specific. Playable at a site where Great Ruin and Fire under Tree is played. May not be played on a site where Dragon's Abode is played. This site becomes one of your Dragon’s Dens and nothing is considered playable at this site as written on the site card. Other dragon characters may not use this site as a Dragon’s Den. All other versions of this site have their automatic-attack replaced with the automatic-attack of your dragon-lord’s home site. This site is never discarded or returned to its location deck. Cannot be duplicated at a given site.

*#MARAUDING FIRE – SHORT-EVENT
Playable on a Fire-dragon character when facing an attack. The dragon receives +4 prowess, -2 to attack's body. Cannot be duplicated on a given attack. 
He issued from the Gate, the waters rose in fierce whistling steam, and up he soared blazing into the air and settled on the mountain-top in a spout of green and scarlet flame - Hob 

*#MATING DUEL – PERMANENT-EVENT

[MP: 1]

Dragon-lord Specific. Playable on an untapped dragonlord as his company faces an attack by an unique dragon manifastation. If your dragon-lord and the manifastation are of the opposite-sex, tap your dragon-lord to cancel the attack. If you face an attack by any manifastation of this unique dragon you may invert Mating Duel by 90° to cancel this attck against your dragon-lord’s company or to convert the attack to detainment against any other of your companies. Discards Mating Duel when it is inverted by 360°.

*MEMORIES OF ANCALAGON – SHORT-EVENT
Dragon-lord Specific. Cancel a dragon or drake attack against one of your companies. 

*NO WEAPON SEEMED TO BITE HIM – SHORT-EVENT
Dragon-lord Specific. Only playable during CvCC. Your Dragon receives +1 prowess/ +2 body. Weapons do not modify the prowess of any character assigning its strike(s) to your dragon-lord. Cannot be duplicated on a given attack.
*#OATH TO THE DRAGON – (MEGW) PERMANENT-EVENT
Dragon-lord Specific. Playabale on a non-dragon character in your Dragon-lord’s company (or in your starting company). The character: becomes a leader (if not already), receives +1 to corruption checks and cannot be discarded by a body check. Additionally the character can only be controlled by your dragon-lord’s (direct influence) or your generel influence and no rolls are required to keep the character in play. All influence attempts against this character are modified by -3. Cannot be duplicated by a given player. 

*#OLD AND CUNNING – SHORT-EVENT
Dragon-lord Specific. Dragon-magic. Tap your dragon-lord to take one resource from your sideboard straight into your hand; your dragon-lord may not untap until the end of your next turn.  

*#ORCS OF THE CLAW

[1-4 MP ORC FACTION]

Dragon-lord Specific. Playable at your dragon’s den by your dragon-lord if the influence check is greater than 8. Standard Modifications: Each orc faction in play in the same region as your dragon’s den(–2)

Special: The Orcs of the Claw faction is worth 1 marshalling point plus 1 marshalling point for any other orc faction you have in play in at a site in the same region to a maximum of 4 marshalling points. Cannot be duplicated on a given player.

Orcs of the ‘Narrows Orc Faction 2 MPs 
Unique. Dragon-lord specific. Playable at the Wind Throne if the influence check is higher than 8. Once in play, the number required to influence this faction is zero. Standard Modifications: Grey Mountain Goblins (–2), Ice-Orcs (+2) 
Upon the mighty chair, and all about the pedestal, were idle scrawls mixed with the foul symbols that the maggot-folk of Mordor used. 


Order from the Necromancer. Resource Permanent Event. 
Unique. Dragon only. 
Tap a character at Dol Guldur to play this card on him. You may tap this card during any organization phase if your dragon is present with this character. This card never untaps. If tapped, may be stored at Dol Guldur for 3 PMs. If stored at Dol Guldur, you gain 5 extra general influence and may play the Orcs of Dol Guldur from your discard pile.
*OUTFITTED FROM THE HOARD – PERMANENT-EVENT 

[-1 MP]
Dragon-lord Specific. Playable on your Dragon’s Den. During the site phase, tap this card to make one non-unique major or greater hoard item playable by a non-dragon character at this site (even if tapped, this does not tap the site). Place this card with the item, the item gives -1 item MP. Cannot be duplicated at a given site. Discard this card when the site is discarded or returned to its location deck. 

*PIERCED WITH ENCHANTMENT – PERMANENT-EVENT
Dragon-lord Specific. Dragon-Magic. Playable on your dragon-lord. Tap during CvCC and target a non-Wizard, non-Ringwraith character facing a strike from your dragon-lord (the strike is cancelled). The character loses all skills and game text and may not tap to play resources until the end of your next turn. Cannot be duplicated on a given character. No right yet, some place this card on the character is missing
'Evil have been all thy ways, son of Húrin. Thankless fosterling, outlaw, slayer of thy friend, thief of love, … As thralls thy mother and thy sister live in Dor-lómin, in misery and want. ... Glad may thy father be to learn that he hath such a son; as learn he shall.' And Túrin being under the spell of Glaurung hearkened to his words, and he saw himself as in a mirror misshapen by malice, and loathed that which he saw.- Sil 

*#ROAMING – PERMANENT-EVENT
Playable on a Dragon character at its home site or at a Dragon’s Den during the organisation phase. You may discard this card during the organisation phase if at a Dragon’s Den. The dragon character receives –2 prowess and may move using region-movement (limited to two regions). 

*RUMOUR OF TREASURE – PERMANENT-EVENT
Dragon-lord Specific. Your dragon-lord may move to any Free-hold or Dark-hold not in a wilderness using region movement with a region maximum of 4 regions, 6 regions resp. if a winged dragon-lord. Your dragon-lord must stay at this site or move to any of his Dragon’s Den once the Free-hold or Dark-hold is tapped. Discard this card if your dragon-lord successfully moves to a Dragon’s Den from the Free-hold or Dark-hold.

*RUMORS OF WEALTH – PERMANENT-EVENT
Dragon-lord Specific. Greed mode. Playable during your organization phase on your dragon-lord at a Dragon’s Den. Return this card to your hand: when you play another dragon mode card. When a company plays an item at a site within 4 regions away from your current Dragon’s Den, resp. 6 regions for a Winged Dragonlord, discard this card to relocate your dragon-lord to that site. Your dragon engages CvCC, and one strike MUST target the character that has played the highest MP value item this turn. If you kill him, you may play this card from your hand or discard pile. 

*#SCALES AND JEWELS – PERMANENT-EVENT
[MP 2] (Item points) 
Dragon-lord Specific. Playable during the site phase on your dragon-lord if he/she bears a treasure or jewellery item worth at least 2 marshalling points. Remove the item from the game. Your dragon-lord receives +2 body (to a maximum of 11). 

...I am armoured above and below with iron scales and hard gems. No blade can pierce me…Truly there can nowhere be found the equal of Lord Smaug the Impenetrable... -Hob


+SHADOW OF HIS WING – SHORT EVENT
another card designed to make character-playing mechanic "flexible"

*#SIGN OF MIGHT – PERMANENT-EVENT 

[MP: 2 misc.]
Dragon-lord Specific. Playable on your dragon-lord if he bears The One Ring. Make a roll adding one for each sage in his company and each Sign of Might in play. If the result is: less than 8, your dragon-lord is eliminated; 8 or 9, discard this card; 10, 11 or 12, you gain 2 marshalling points and The One Ring affects your dragon-lord; greater than 12, you win the game. Cannot be duplicated on a given turn.

*#SPELL-BOUND – PERMANENT-EVENT 

Dragon-lord Specific. Dragon-magic. Playable on your dragon-lord. Each opponent's company moving with region movement through the region containing your dragon-lord's current site must make a roll modified by +2 for each sage, and by +1 for each scout, and by +1 for each diplomat, and by -2 if your dragon-lord is in Dream Mode. If the result is 10 or less, that opponent must replace the company's new site with his version of your dragon-lord's current site. The company may do nothing during the site phase. Discard if an opponent’s company had to move to your dragon-lord’s current site, based on this card’s ability. Cannot be duplicated on given dragon-lord. 
Her will strove with him for a while, but he put forth his power, and having learned who she was he constrained her to gaze into his eyes, and he laid a spell of utter darkness and forgetfulness upon her, so that she could remember nothing that had ever befallen her, nor her own name, nor the name of any other thing; and for many days she could neither hear, nor see, nor stir by her own will.- Sil 

*SPOILIATION – SHORT EVENT
Dragon-lord Specific. Playable during the site phase if your dragon-lord is at a non-Ruins & Lairs site. If your dragon-lord successfully plays an item this turn, he is not tapped and may face all of the site's automatic-attacks again to play another item. He may do this as often as he likes, but receives -3 to his prowess for every additional automatic-attack faced after the normal ones. Cannot be duplicated on a given turn.

*TARGETED FOR THE HUNT – SHORT EVENT
Dragon-lord Specific. Playable during the organization phase on your dragon-lord (if not at his den). Name a creature that can be keyed to the site or the site’s region (ignore multiple regions). If the hazard player has that creature in hand, it immediately attacks; otherwise he must show you his hand. 

*#TERRITORIAL DISPUTES – SHORT EVENT
[MP: 2] 
Dragon-lord Specific. Playable during the organization phase if your dragon-lord is moving this turn and Raid the Hoards is not in play. Your dragon-lord may move (within the maximum of 4 resp. 6 regions for a winged dragon-lord) to and enter another’s Dragon’s Den. At the beginning of the site phase, your dragon-lord must face an attack (does not count as an automatic-attack): Dragon - 2 strikes with 16 prowess. Following this attack, if your dragon-lord is untapped, make roll. Otherwise, discard this card. Based from the result, you may attempt to play the following: (2, 3) a minor or a gold ring item; (4, 5, 6) a gold ring item; (7, 8, 9) a major item; (10, 11, 12) a greater item. If you have successfully played an item this turn, you may place this card in your marshalling point pile; otherwise discard this card.

*#THRALLS – MAN FACTION

[MP 1]
Dragon-lord Specific. Slave Faction. Playable only at a tapped or untapped non-Dragon’s Den site in same region as your Dragon’s Den if the influence check is higher than 8. Tap the Thralls faction during the end-of-turn phase to allow characters (at this site) to store items as though it were their organization phase at a Dragon’s Den (these items are stored at the nearest Dragon’s Den. Cannot be duplicated on a given site.


*TREASON – SHORT EVENT
Dragon character only. Dragon-magic. Dark-Enchantment. Playable during CvCC before strikes are asigned. Choose a non-avatar, non-ringwraith, non-undead or non-maia character. Make a roll. If the result is greater than the character's mind +2, the character is treated, as if being in the dragon's company during this attack. The character does not leave his company. May not be duplicated on a given attack. 

*TREASON THE CHIEFS – PERMANENT-EVENT
Dragon-lord Specific. May be played by a diplomat dragon-lord at a border-hold [B] where a unique man faction is playable. Your dragon-lord may reveal any man faction playable at the site (regardless of alignment) and try to influence the man faction. If successful, put the faction in your kill point pile. 

*UNDER HIS SPELL – PERMANENT-EVENT 
Dragon-lord Specific. Dragon-Magic. Dark Enchantment. Playable on your dragon-lord. Tap this card during CvCC and target a non-Wizard, non-Ringwraith character facing a strike from your dragon-lord (the strike is cancelled); place this card with the character. The character cannot untap and receives -2 to all corruption checks while bearing this card. Treat this card as a hazard permanent-event once it is placed on an opponent’s character. Cannot be duplicated on a given character. 
Without fear Turin looked into them as he raised up the sword; and straightway he fell under the binding spell of the lidless eyes of the dragon, and was halted moveless. Then for a long time he stood as one graven of stone; and they two were alone, silent before the doors of Nargothrond - Sil. 

*#UNQUENCHABLE FLAMES – PERMANENT-EVENT

[MP 1]
Dragon-lord Specific. Playable during the site phase on your dragon-lord's current site if a faction controlled by an opponent is in play there. Your dragon-lord's company faces an attack (same type as faction - 3 strikes at 10). After this attack, tap a character or discard this card. If not discarded, all versions of the site become Ruins & Lairs. This site is never discarded or returned to the location deck. Discard all factions in play at this site; no factions may be played here by other players. Cannot be duplicated at a given site. Discard Unquenchable Flames if an opponent reveals for no effect Rebuild the Town or Hold Rebuilt and Repaired during the site phase at this site.

*VEIL REMOVED – SHORT-EVENT 
Dragon-lord Specific. Dragon-magic. Playable only during the movement/hazard phase of your dragon-lord’s company. Discard one hazard permanent-event in play on your company. 


*WEALTH OF HIS HALLS – PERMANENT-EVENT
Dragon-lord Specific. Playable on one of your Dragon’s Den. Tap this card to make one non-unique minor or major item playable here (even if the site is tapped, this does not tap the site). The item may also be taken from any items stored at this site. Cannot be duplicated at a given site. Discard this card when the site is discarded or returned to its location deck. 
They mined and they tunnelled and they made huger halls and greater workshops … and so my grandfather's halls became full of armour and jewels and carvings and cups. 
 

*WHISPERING VOICES – PERMANENT-EVENT 
Dragon-lord Specific. Playable in your starting company in lieu of a minor item to allow a minion, agent or non-dwarf hero character to be played. May also be played on a minion, agent or non dwarf hero character entering play at the same site as your dragon-lord. The character has -1 mind (allowing a 6 mind character to be played) and -1 direct influence. 

*#WIDE AWAKE – SHORT-EVENT 

Dragonlord Specific. Untap your dragon-lord. 


*WIELDER OF OLD ARTS – PERMANENT-EVENT 

Dragon-lord Specific. Playable on your dragonlord. Tap during your end-of-turn phase to take one Dragon Magic card from discard pile into your hand. Cannot be duplicated on a given dragon-lord.

*#WYRM’S BLOOD – SHORT-EVENT 

Playable on a dragon character. Untap the dragon. May also be played when a dragon character fails a body check. The character or creature having wounded the dragon character must make a body check and is killed if it fails.  

*WYRM’S REEK – SHORT-EVENT 
Cold-Dragon only. Playable before declaring CvCC. You may play an animal, wolf or spider creature keyable on the site or the site’s region on opponent’s company before resolving CvCC.

NON-DRAGON-SPECIFIC-RESOURCES:

*ANDO-ANCA ROUSED (MENW) – DRAGON FACTION

[MP: 5]
Unique. Manifestation of Ando-anca. Playable at Norr-Dûm if the influence check is greater than 15.  Modifications: influencer discards a major item (+4) or a greater item (+7); if a manifestation of XXX is in play (-3). All attacks by manifestations of Ando-anca against any of your companies are canceled. Any company moving in Grey Mountain Narrows, Forovirkain, Northern Rhovanion, and/or Withered Heath faces one attack:  Dragon --- three strikes at 16/8 prowess/body.

*#ANGURTH ROUSED (MENW) – DRAGON FACTION

[MP: 5]

Unique. Manifestation of Angurth. Playable at Long Peak if the influence check is greater than 13.  Modifications:  influencer discards a major item (+3) or a greater item (+6).  All attacks by manifestations of Angurth against any of your companies are canceled.  Any company moving in Dragon Gap, Forovirkain, Grey Mountain Narrows, and/or Withered Heath faces one attack:  

Dragon --- two strikes at 16/8 prowess/body; 

(Attacker chooses defending characters). Angurth must always assign strikes to Dwarven characters first.

*#ARMY OF BATS - ANIMAL FACTION
[MP: (1)] 
Flying. Playable at any tapped or untapped Shadow-hold or Dark-hold site if the influence check is greater than 10. Standard Modifications: none. Once in play, the number required to influence this faction is 0.

You receive this faction’s marshalling points if you also have an orc faction in play at the same site. 

Tap this faction during your movement/hazard phase to prevent the play of The Sun Shone Fiercely against a moving company this turn.

". . . but the bat-cloud came, flying lower, over the shoulder of the Mountain, and whirled above them shutting out the light and filling them with dread." –Hob

*#AWAKENED BY HIS MALICE – PERMANENT-EVENT 
Playable if you are Sauron. You may put the one Balrog or one dragon character card from your sideboard into your play deck and play him as if he were a character under general influence with a mind of 12; cannot ever be a follower.Cannot be duplicated. Cannot play resource perm events on the avatar. And a limit of a few turns.
*FALCONS OF MIRKWOOD – ANIMAL FACTION 
[MP: 2] 
Unique. Flying. Playable at Mountains of Mirkwood if the influence check is greater than 9. 
Standard Modifications: none. Tap this faction to cancel an attack by a non-unique creature keyed to any region of Mirkwood (by type or name) against any of your moving companies.
*#FASTER THAN THE WINDS – SHORT-EVENT

Playable during the organization phase on a company with flying ability. The company moves using region movement with no limit on the number of regions that may be in the site path for this company this turn, as long as the regions belong to two adjacent territories. Creatures without flying may only be keyed to the company’s destination site. The hazard limit for this company is increased by 1 for every 4 regions the company moves through (Round up fractions). Remove this card from the game This card may also be played as a hero resource in a hero deck.
"wheeling with a rending cry, ... faster than the winds, ... they hurtled southwards..." – LotRVI

*#FIRE AND WATER (MEGW) – PERMANENT-EVENT

[MP: 5]

Unique. Playable during the site phase at a Border-hold in Northern Rhovanion. A character in the company makes an influence check against a Dragon faction (playable at a site in Northern Rhovanion or its adjacent regions) you already have in play. If successful, discard the faction and place this card in your marshalling point pile. Otherwise discard the faction and remove this card from the game. All versions of the site become Ruins & Lairs. Discard all factions playable at the site – no factions may be played there. Cannot be played by a Fallen-wizard player. Discard this card if Rebuild the Town is played at the site.
*HAMMER OF THE UNDERWORLD – SPECIAL ITEM 
[MP: 3(5); CP: 5] 
Unique. Weapon. Playable at the Ancient Deep-hold by an Orc or Troll leader with a mind and prowess of 6 or greater. +4 DI . +1 body. Warrior only: +1 prowess (to a maximum of 10). A stored Dark Forges may be placed with this item to "restore" it. Once restored, Hammer of the Underworld gives 5 MP, 5 CP and +5 prowess (to a maximum of 12).  

*#KHUZADREPA ROUSED (MENW) – DRAGON FACTION

[MP: 5]                         

Unique. Manifestation of Khuzadrepa. Playable at Thunder Cleft if the influence check is greater than 14.  Modifications: influencer discards a major item (+3) or a greater item (+6); if a manifestation of Agburanar is in play (-3). All attacks by manifestations of Khuzadrepa against any of your companies are canceled. Any company moving in Grey Mountain Narrows, Iron Hills, Northern Rhovanion, and/or Withered Heath faces one attack:  Dragon --- two strikes at 15/9 prowess/body; (Attacker chooses defending characters); +2 prowess against Dwarves.

#LULLED BY HIS WORDS - SHORT-EVENT
Flattery Attempt. Playable during the site phase on a character attempting to influence away an opponent's non-Wizard, non-Ringwraith character (as listed below). Make a roll modified by +2 if the character is a diplomat. If the result is greater than the listed values, the character is automatically influenced away. Against Men, Orcs, or Trolls, 8; against Dwarves and Hobbits, 9; against Dúnedain and Elves, 10. May also be used as a hero resource. I do not like this; too powerful. Remove.
Petty-Dwarves of the North Faction – Dwarves MP 2 
Unique. Playable at Deep Delving if the influence check is higher than 8 (Dwarves : +2, Elves : -4). 
Before the dwarves of Belegost and Nogrod came west over the mountains, the Elves of Beleriand knew not what these others were, and they hunted them, and slew them… - SIL 

SHOOT (THEM) IN THE EYE – PERMANENT-EVENT
[MP: 1] 
Information. Playable only by an Orc, Dwarf, or Man warrior during site phase at the Wind-throne or at any Dragon’s Lair. Tap the site and the character. If your opponent is a Dragon, his body is halved (round up) each time bearer faces a strike from the Dragon’s attack. This does not apply against Dragon hazard attacks. Discard if this card if Memories Stolen is played on the character. Cannot be duplicated on a given character.
HAZARDS:
*#ANDO-ANCA (MENW) – CREATURE

[MP: 5; P/B: 16/8]

Unique. May be played at Norr-dûm. Fire-Dragon. Three strikes. If Doors of Night is in play, may also be played keyed to Forovirkain, Grey Mountain Narrows, Northern Rhovanion and Withered Heath; may also be played at sites in these regions.

*+ANDO-ANCA AHUNT (MENW) - LONG-EVENT

[MP: 5; P/B: 14/7]

Unique. Any company moving in Forovirkain, Grey Mountain Narrows, Northern Rhovanion and/or Withered Heath immediately faces one Dragon attack (considered a hazard creature attack) --- 4 strikes at 14/7. If Doors of Night is in play, this attack also affects: Talath Uichel, Dragon Gap.

*+ANDO-ANCA AT HOME (MENW) – PERMANENT-EVENT

[MP: 5; P/B: 17/8]

Unique. Unless Ando-anca Ahunt is in play, Norr-dûm has an additional automatic-attack:  Dragon --- 3 strikes at 17/8. In addition, +1 to all body checks for Elves, Dwarves, Hobbits, Dúnedain, Men, Orcs, Trolls and Umli resulting from unique dragon attacks.
Ando-anca  the Iron Maw             MP: 2                                9/7             creature/short-event
Unique: drake. 2 strikes. Playable at Norr-Dûm. If DoN is in play, playable in GMN, Dragon Gap, Forovirkain, and any non-haven site in GMN. As a short-event, target and force the discarding of any Dragon aHunt.
*#ANGURTH (MENW) – CREATURE

[MP: 5; P/B: 16/8]

Unique. May be played at Long Peak. Cold-Dragon. Two strikes. Attacker chooses defending characters. Angurth must always asign strikes to Dwarven characters first. If Doors of Night is in play, may also be played keyed to Dragon Gap, Forovirkain, Grey Mountain Narrows, and Withered Heath; may also be played at sites in these regions.

*#ANGURTH AHUNT (MENW) - LONG-EVENT

[MP: 5; P/B: 14/7]

Unique. Any company moving in Dragon Gap, Forovirkain, Grey Mountain Narrows, and/or Withered Heath immediately faces one Dragon attack (considered a hazard creature attack) --- 3 strikes at 14/7 (attacker chooses defending characters). If Doors of Night is in play, this attack also affects: Talath Uichel, Talath Oiohelka.

*#ANGURTH AT HOME (MENW) – PERMANENT-EVENT

[MP: 5; P/B: 17/8]

Unique. Unless Angurth Ahunt is in play, Long Peak has an additional automatic-attack:  Dragon --- 2 strikes at 17/8. In addition, each company at a non-haven site in Wilderland that did not attempt to move has its hazards limit increased by one.

Angurth  Long Death                  MP: 2                                9/8                   creature/permanent event
Unique: drake. 2 strikes. Attacker chooses defending characters. Playable at Long Peak. If DoN is in play, playable in Iron hills, Forruhn, Withered Hearth, and any non-haven site in Iron hills. As a permanent-event, each character wounded by a drake, makes its body check by +1.
ARROWS FLYING STRAIGHT (MEGW) – SHORT-EVENT 
Playable on a DragonLord. -3/-3 to his prowess/body until the end of the turn. Cannot be duplicated on a given turn. 
The black arrow sped straight from the string, straight for the hollow by the left breast where the foreleg was flung wide. In it smote and vanished, barb, shaft and feather, so fierce was its flight. Is this card needed or should it be combined into one card with Fate of the black arrow??
BARD THE DRAGON-SHOOTER - CREATURE
[MP: 2*; P/B: 17/8; Playable: triple Wilderness] 
Unique. Manifestation of Bard Bowman. Man. May only be played against companies containing a Dragon. The Dragon's body is halved. Only two Wildernesses are required if Doors of Night are in play. May also be played keyed to Withered Heath, Grey Mountain Narrows, Heart of Mirkwood, Northern Rhovanion, Southern Rhovanion, Dorwinion, Iron Hills and Woodland Realm and at sites in these regions. Aweful title, to good a creature against dragons???

BEIJABAR HUNTERS - CREATURE
[MP: 2*; P/B: 13/7] 
Men. Bears. Animals. Four strikes (detainment against covert and hero companies). May be played keyed to Anduin Vales, Wold & Foothills, High Pass, Redhorn Gate Gundabad, Grey Mountain Narrows, Woodland Realm, Western Mirkwood, Heart of Mirkwood, and Southern Mirkwood; and may also be played at non-Haven sites in these regions. May not be played against a company containing a character with Beorn's House as a home site.
Culgor the Golden-red Horror                    MP: 2                                7/8             creature/short-event
Unique: drake. 3 strikes. Attacker chooses defending characters. Playable at Bat Dome. If DoN is in play, playable in GMN, Anduin Vales, Dragon Gap, and any non-haven site in GMN. As a short-event, target and cancel a flattery or offering attempt.
*CURSED TREASURE – PERMANENT-EVENT
Corruption. Playable on-guard at a dragon’s den, when the appropriate Dragon character is not there. Place this card on a character, which just played an item at the site; the character receives 4 corruption points and must immediately make a corruption check.

*#DRAGON’S BREATH (MEGW) - SHORT-EVENT

Playable on an attack by a True Fire-drake, by a Winged Fire-drake, or by any unique manifestation of a fire-dragon (must be played before strikes are assigned).  Each character in the company being attacked must immediately face one strike equal to the attack's 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 duplicated on a given attack.

SCATHA’S BANE Permanent event or Creature. 
Unique. Manifestation of Fram Framson. 1 strike at 13. +3 prowess and -2 to target’s body when facing a dragon character. Choses defending characters. 
May attack overt companies in the following regions : Anduin Vales, Grey Mountain Narrows, Withered Heath, Northern Rhovanion, Woodland Realm, Western Mirkwood. May attack a dragon character in any site in those regions. 
As a permanent event, hazard limit against dragon companies is increased by two. 


FRAMSON IS HUNTING - CREATURE
[MP:2*; P/B:17/8; Playable: triple Wilderness] 
Unique. Manifestation of Fram Framson. Man. May only be played against companies containing a Dragon. The Dragon's body is halved. Only two Wildernesses are required if Doors of Night are in play. May also be played keyed to Anduin Vales, Grey Mountain Narrows, Western Mirkwood, Northern Rhovanion, Southern Rhovanion and Woodland Realm and at sites in these regions.
COMBINE THESE TWO INTO ONE OR DROP THEM COMPLETLY

*#DRAGON HUNTERS - CREATURE 
Dwarves. 4 strikes. +4 prowess and -1 to target’s body when facing a dragon or drake. 

Dragon Hunters receive an additional +1 prowess for every “gathered-bones” of dwarf characters or dwarf factions in opponent’s marshalling point pile. May be played keyed to any region containing a dragon’s lair or dwarf-hold, and keyed on any non-haven site in those regions. May only be played     against an overt company. 

#DRAGON’S SLEEP – SHORT-EVENT 
Playable on a dragon character moving away from its home site or any Dragon’s Den. Unless opponent discards Hunger or any dragon manifestation of the target dragon character from his hand; target dragon must return to his site of origin. (there was no defence against this card)

Dynca                   MP: 2                                10/8           creature/permanent-event    
Unique: drake. 2 strikes. Attacker chooses defending characters. Playable at Sorrow Drop. If DoN is in play, playable in Taliath Oiohelka, Taliath Uiechel, Barl Symac, and any non-haven site in Taliath Oiohelka. A character can tap to cancel a strike from Dynca. As a permanent-event, each drake creature has a body of 4, if already has a body, +1 to body.
EAGLES AHUNT - CREATURE
[MP: 2*; P/B: 11/5; Playable:double Wilderness, Free-domains, Border-lands, Border-holds and Ruins and Lairs] 
Animals. Flying. Two strikes; Eagles Ahunt receive an additional strikes for every manifestation of Gwaihir, Landroval, (another ally eagle I forgot the name of) or the Great Eagles in play or played before in this turn (Each character in the company faces one strike) (playable only against an overt minion company). Attacker chooses defending characters. May also be played keyed to Anduin Vales, High Pass, Wold & Foothills, Fangorn, Rohan, Gap of Isen, Woodland Realm, Western Mirkwood, Heart of Mirkwood, Northern Rhovanion, and Southern Rhovanion. If Doors of Night is not in play, may also be played keyed to Shadow-lands and Shadow-holds. May not be played against a company containing an ally with home site Eagle’s Eyrie.
#FRIGHTFUL GUARDIAN – SHORT-EVENT 
Playable on a site. Until the end of the turn, the company must face all of the site’s automatic attacks each time an item is played at the site (all the attacks receive +1 prowess per item played at the site this turn). Cannot be duplicated on a given site. Alternatively, playable on an attack with normal prowess of 10 or more to give that attack an additional strike. 

…he had not gone nearly far enough to be comfortable before the ghastly head of Smaug was thrust against the opening behind. Luckily the whole head and jaws could not squeeze in, but the nostrils sent forth fire and vapour to pursue him, and he was nearly overcome, and stumbled blindly on in great pain and fear...- Hob
*#GREAT NORTHERN BEAR- CREATURE
[MP: 2; P/B:12/7] 
Animals. Bear. One strike. +4 prowess against dragon characters. May be played keyed to Gundabad, Dragon Gap, Anduin Vales, Grey Mountain Narrows, Woodland Realm, Western Mirkwood, Heart of Mirkwood, Withered Heath, and Northern Rhovanion; and may also be played non-Haven sites in these regions. May not be played against a company containing any character with Beorn’s House as his home site. Cannot be duplicated on a given movement/hazard phase.
"...a great bear... far off in the moon..." – Hob

*#GREAT STORMS - SHORT-EVENT
Playable on a flying company. Make a roll. If the result is less than 7, tap all characters and allies in the company. Otherwise, the company is not considered flying for the rest of the turn.

Hyarleuca, the South Worm              MP: 2                                10/7           creature/permanent-event
Unique: drake. 2 strikes. Attacker chooses defending characters. Playable at Narrow Hills. 

If DoN is in play, playable in Iron Hills, Taliath Oiohelka, Forruhn and any non-haven site in Iron Hills. As a permanent event, a non-unique wolf or vermin hazard creature can be played (not counting against the hazard limit) on a company that has faced a drake attack that turn.
#KHUZADREPA (MENW) - CREATURE

[MP: 5; P/B: 15/9]                         

Unique. May be played at Thunder Cleft. Cold-Dragon. Two strikes. Attacker chooses defending characters. If Doors of Night is in play, may also be keyed to Grey Moutain Narrows, Iron Hills, Northern Rhovanion, and Withered Heath and to sites in these regions. +2 prowess against Dwarves. 

+KHUZADREPA AHUNT (MENW) – LONG-EVENT

[MP: 5; P/B: 13/8] 

Unique. Any company moving in Grey Mountain Narrows, Iron Hills, Northern Rhovanion, and/or Withered Heath immediately faces one Dragon attack (considered a hazard creature attack) --- 3 strikes at 13/8 (attacker chooses defending characters); +2 prowess against Dwarves. If Doors of Night is in play, this attack also affects: Dorwinion, Forrhun.

+KHUZADREPA AT HOME (MENW) – PERMANENT-EVENT

[MP: 5; P/B: 16/9]                         

Unique. Unless Khuzadrepa Ahunt is in play, Thunder Cleft has an additional automatic-attack:  Dragon --- 2 strikes at 16/9. In addition, each dwarf wounded by a strike from a balrog, dragon or spawn must make a corruption check modified by –1, after the body roll was made.

Khuzadrepa  the Cruel           MP: 2                                11/7                 creature/long-event
Unique: drake. 2 strikes. Playable at Thunder Cleft. If DoN is in play, playable in Iron hills, Northern Rhovanion, Southern Rhovanion, and any non-haven site in Iron hills.

As a long-event, any company playing a magic or spell card, has its hazard limit increased by one for each such card played that turn.
*KINE OF ARAW (MEGW) - CREATURE
[MP: 1; P/B: 7/-]
Animals. Each character in the company faces one strike. May be played keyed to Dorwinion, Horse Plains and Southern Rhovanion; Forrhûn, Harrhûn and also at Ruins & Lairs in these regions. +2 prowess if the company has already faced Kine of Araw this turn. A character whose home site is in one of the above regions may tap to cancel an attack by Kine of Araw against his company.
#LORD OF THE EAGLES - CREATURE
[MP: 2*; P/B: 11/8; Playable: double Wilderness, Borderlands, Free-domains, Ruins and Lairs] 
Unique. Animal. Flying. Manifestation of Gwaihir. Three strikes. Attacker chooses defending characters. As a creature playable keyed to Anduin Vale, High Pass, Western Mirkwood, Wold and Foothills or Woodland Realms or any site in these regions;. If Doors of Night is not in play, may also be played keyed to Shadow-lands and Shadow-holds. May only be played against minion and Dragon companies. As a short-event, you can bring any non-unique hazard creature marked with a * from your discard pile to your hand. "...the Lord of the Eagles... seized him in his talons..." – Hob here or MEDF?

*MEN OF THE WOOD - CREATURE
[MP: 2*; P/B: 10/6] 
Men. Each character in the company faces one strike (detainment against covert and hero companies). May be played keyed to Western Mirkwood, Heart of Mirkwood, Anduin Vales; and may also be played at non-Haven sites in these regions. May also be played as an additional automatic-attack at Woodmen-town or any other border-hold in these regions. May not be played against a company containing a character with Woodmen-town as a home site.

*NORTHMEN (BARDINGS)- CREATURE
[MP: 2*; P/B: 10/6] 
Men. Each character in the company faces one strike (detainment against covert and hero companies). May be played keyed to, Anduin Vales, Brown Lands, Grey Mountain Narrows, Iron Hills, Northern Rhovanion, or Southern Rhovanion; and may also be played at non-Haven/Darkhaven sites in these regions. May also be played as an additonal automatic-attack at Dale and Lake-town. May not be played against a company containing a non-dragon character with a home site located in Dorwinion, Northern Rhovanion, and Southern Rhovanion. 
"...the fury of the Northmen burned the hotter..." – LotRV maybe we can get a better quote from the Hob???
ORCISH MAURADERS Hazard Creature 
[7/-; MP: 1; keyable to Borderland and Wilderness] 
Orcs. Two strikes. Unless Orcish Mauraders’ attack is cancelled or defeated, tap the company's new site.
RAID THE HOARDS – LONG-EVENT 
Any company may play any item (including unique and/or their manifestations) stored by a Dragon player in his Dragon’s Den during the site phase if the company chooses to enter the site. The stored item is discarded before the other comes into play. Once in play, all characters in the company must make a corruption check modified by -2. Discard this card if such an item is played.
*#RICHES GATHERED – PERMANENT-EVENT
Playable on a Dragon-lord. At the end of of his site phase, make a roll for every character controlled

by that player bearing an item at the same site as the Dragon-lord. If result is greater than 8 the character faces an attack from the Dragon-lord (ignore result if attack fails).   

   ...Then he turned to his own pleasure, and sent forth his blast, and burned all about him. But all the Orcs that were busy in the sack he routed forth, and drove them away, and denied them their plunder even to the last thing of worth.-Sil
Ruingurth Fire Death               MP: 2                                 11/8                creature/long-event
Unique: drake. 2 strikes. Playable at Silver Pit. If DoN is in play, playable in Iron hills, Northern Rhovanion, 

Withered Hearth, and any non-haven site in Iron hills.

As a long-event, counting as one against the hazard limit, you may attack a company containing a dwarf character with a drake from you discard pile that can immediately attack this company. Cannot be duplicated on a company per turn.
TO NARROW A HOLE (MENW OR MEGW) – SHORT-EVENT  


UNSATIABLE HUNGER (no good name yet) - -event 
Playable only if your opponent is a Dragon. This card may be played during your opponent's organization phase. Did I loose these versions or where these two cards never finished???

Uruial Death Drake                     MP: 2                                9/7             creature/long-event
Unique: drake. 2 strikes. Playable at Steel Fell. If DoN is in play, playable in Foroviakain, Taliath Oiohelka, Taliath Uiechel and any non-haven site in Foroviakain. Dark Enchantment. Each character facing a strike from Uruial, must tap to face the strike or a make body check if already tapped or wounded. As a long-event, at the end of each turn, each player may return a Dark Enchantment card from their discard pile to their hand.
               

VULNERABLE SPOT (BIRTH SPOT) – PERMANENT-EVENT 
Playable on a Dragon-character. He receives -3 body. When the Dragon-character does not tap to face a strike of an attack, he receives an additional -3 prowess penalty. During his organization phase, a Dragon-character with this card at its home site (or any Dragon’s Den) may tap to discard this card. Cannot be duplicated. 
… and they all began discussing dragon-slayings historical, dubious, and mythical, and the various sorts of stabs and jabs and undercuts, and the different arts, devices and stratagems by which they had been accomplished.- Hob

             

*WEARY AND ASLEEP – SHORT-EVENT 

Any company containing a Dragon-character that moved this turn to a non-Ruins & Lairs site may do nothing during the site phase. Any hero company that moved to a non-Haven, non-Free-hold site this turn may do nothing during the site phase. Any minion company that moved to a non-Darkhaven, non-Dark-hold site this turn may do nothing during the site phase.                                                        

*WESTERN WINDS – SHORT-EVENT 

Any minion or Dragon company moving to a Free-hold site in the following regions must immediately return to its site of origin: Lindon, Númeriador, Arthedain, Cardolan, Rhudaur, The Shire, Hollin, Dunland, Enedhwaith, Anfalas, Belfalas, Lamedon, Lebennin, Anórien, Anduin Vales, Wold & Foothills, Fangorn, Gap of Isen, Rohan.
AGENT:

Fram the Slayer 2 MPs Mind / DI : 5 / 0 P/B : 6/9 Warrior Man (not minion) 
Agent. +3 Prowess vs dragons and drakes. Fram may only attack a company containing a dragon or drake character or ally. Agent Only: If at the same site where an opponent’s dragon faction is playable, reveal Fram to attempt to remove that faction from the game. Make a roll and add his prowess. If greater than the faction’s associated dragon attack’s prowess, make a body check modified by +1 towards the associated attack’s body, otherwise wound Fram. 
He slew Scatha, the great dragon … and the land had piece with the longworms afterwards…- LOTR
HERO CHARACTERS:
#BARD - Hero (Warrior/Ranger Man) 
[MP: 2; Mind:6; DI:2; P/B:6/8; Home Site: Dale] 
Unique. Manifestation of Bard Bowman. +3 prowess against Dragon and Drake attacks.

Erîn Character – Dwarf 2 MPs Mind / DI : 4/0 Warrior / Ranger Dwarf Prowess / Body : 4/7 
Unique. +1 Prowess vs dwarves and orcs. +2 D.I vs dwarves and dwarf factions. + 2 DI vs Petty-Dwarves of the North 
Home Site : Deep Delving 


#GRIMBEORN THE OLD - (Warrior/Ranger Man) 
[MP: 2; Mind: 6; DI: 1; P/B: 6/8; Home Site: Beorn's House] 
Unique. +2 direct influence against the Beornings faction. +2 prowess against Orcs. Counts as Beorn for the purpose of playing Skin-changer. Discard Grimbeorn if controlling player has Bad Company in play.

+THE MASTER - (Sage/Diplomat Man) 
[MP: 1; Mind: 4; DI: 1; P/B: 1/6; Home Site: Lake-town] 
Unique. +2 direct influence against any faction playable at Lake-town. You can tap The Master during any player's turn, to cancel an attempt by a Dragon to bring a character into play at Lake-town or Dale. -1 to all of his corruption checks. Like to make him dragon-specific
MINION CHARACTERS: 


Aryen, the Beastmaster Character, man 2 MPs Mnd / DI : 6 / 1 Ranger / Scout Man P/B : 4/8 
Unique. Agent. +3 DI vs animal factions. Tap to cancel an animal, wolves or spider attack against his company. Agent only : Tap if not at a Free-Hold or Haven to allow any Animal, Spider and Wolves hazard creatures to be played at his site this turn. 
Homesite : Woodmen Town, Sarn Goriwing 
He became enamoured of the many beasts and birds, …, and spent his days amongst the wild creatures.- Unfinished Tales LIke this agent; how about non-agent, drop ‘Beastmaster’, move his homesite east….Wintrion Iaur? And make him 5 mind. Good quote. More abilities than Eradan, but with 5 mind
Barûn Character – Dwarf 1 MPs Mind / DI : 4 / 0 Warrior Dwarf P / B : 4/7 
Unique. Agent. +2 DI vs Petty-dwarves of the North. +3 DI vs dwarfs and dwarf factions. +1 Prowess vs Orcs, Elves and Dwarves. 
Home Site: Deep Delving. 
They loved none but themselves, and if they feared and hated the orcs, they hated the Eldar no less.- SIL I like all of the petty dwarf characters, make them dragon-specific if you limit the hero characters used by Dragons…like I said earlier.


DURLOG – Orc Warrior/Ranger MP: 2 Mind / DI: 5/1 P/B: 5/8 
HOME_SITE: any Dragon Lord Haven 
Unique. Dragon-lord Specific. Leader. Discard on a body check result of 8. +3 direct influence against orcs.

GRIM-FACED NORTHMAN - Dragon specific (Warrior/Ranger Man) 
[MP: 1; Mind: 3; DI: 0; P/B: 3/7; Home Site: Any site in Northern or Southern Rhovanion] 
Dragon only. If at any of his home sites, tap Grim-faced Northman during your site phase to search your play deck or discard pile for any one character, ally, faction or item (minor, major or gold ring only) that is playable at his current site (reshuffle play deck if searched) and place it in your hand. (HAS TO BE DOWNTUNED; TOO STRONG) how about limiting it to sites in wilderness? and just minor for the items?
#GRIMSON THE FEARLESS - Minion (Warrior/Ranger Man) 
[MP: 2; Mind: 6; DI: 2; P/B: 5/8; Home Site: Framsburg] 
Unique. If you are a Dragon-lord, Grimson the Fearless can play allies normally playable by Dragon characters only. He may only control a maximum of two such allies. Is not the right text yet 

Unique. If you are a Dragon, Grimson the Fearless may play a drake ally. Only good if you use the drake allies as I explain earlier. Using drake allies allow your non-dragon companies the punch to survive; but this rule is weak if you allow the types of heroes you allow.
Ibûn Character – Dwarf 2 MPS Mind / DI: 5/1 Warrior / Diplomat P/B: 4/7 
Unique. Dragonlord Specific. + 2 DI vs Petty-Dwarves of the North. +2 DI vs dwarfs and dwarf factions. +2 DI vs Dragonlord-specific characters. +1 Prowess vs Orcs, Elves and Dwarves. 
Homesite: Deep Delving. 


Khîm Character – Dwarf 1 MP Mind / DI: 3 / 0 Warrior / Scout P/B: 3/7 
Unique. Dragonlord Specific. +1 Prowess vs Orcs, Elves and Dwarves 
Homesite: Deep Delving. 

Mîm Character – Dwarf 1 MP Mind / DI: 4/0 Warrior / Sage P/B: 2/7 
Unique. Dragonlord Specific. +2 DI vs Dwarfs and dwarf factions. +1 Prowess vs Orcs, Elves and Dwarves. 
Homesite: Deep Delving.  (Should be dead or at least better stats)


Naranyë Character – Elf 2 MPs Mind / DI: 6 / 2 Sage / Diplomat P/B: 4/8 
Unique. Dragon Lord-specific. +2 DI vs elves and elf factions. Can play Tales of the Hunt on this minion.Home site: - Any site in Dyr. One of the few elf Dragon minions.
 

Nuredin Character , Man 3 MPs Mind / DI : 9 / 2 Ranger / Scout / Warrior P/B : 6/9 
Unique. Dragonlord Specific. +2 direct influence against man. 
Home site: Shrel-Kain He is very similar to Baduila (8/2/6/9). Give him ability…

all face-down agents at his current site are turned face-up at the beginning of the site phase?
ORC OF THE CLAW – Orc Warrior MP: 1 Mind / DI: 3/ 0 P/B: 5/7 
Home Site: any Ruins & Lairs 
Dragonlord Specific. Discard on a body check result of 7. -1 to all corruption checks. 
And many were the orcs who served the Dragon – a cruel breed, fierce and strong. – Kuduk Lore

Orin Character – Dwarf 2MPs Mind / DI: 6 / 2 Warrior / Scout / Sage P/B: 5/7 
Unique. +1 Prowess vs Orcs and Elves. Tap to make an additional non-hoard, non-unique minor item playable at this site this turn (even if site already tapped). 
Home Site: Iron Hill Dwarf-hold Move to Barak Shathur…too powerful, can tap to cancel AA at his home site. Like to drop his special ability…useful anyway, and make him 5 mind and drop Sc skill…give his ability to Nuredin?


#TALMOG (MEGW) WARRIO/DIPLOMAT ORC

[MP: 2; M/DI: 7/2; P/B: 7/8] 
Unique. Dragon-lord Specific. Leader. Discard on a body check result of 8. +3 direct influence against orcs. Home Site: Any Dragon’s Den
THE DRAGON’S DICIPLE - Dragon specific (Warrior/Diplomat Man) 
[MP: 2; M/DI: 5/1; P/B: 5/8; Home Site:] 

Good name, like to keep. Unique if allowing hero man characters.
HERO RESOURCES:
*ALLIANCE AMONG NEIGHBORS – PERMANENT-EVENT (was FIRE & Water)
Only playable if your opponent is a Dragon-lord. Place this card in your marshalling point pile. All hero unique factions playable at sites in the region in which the Dragon-lords’ home site or any of his Dragon’s Dens is located, gives an additional miscellaneous (faction) marshalling point. Each faction so affected can not be affected by any other copy of this card.
*DECEIVED BY HIS VOICE - SHORT-EVENT
Flattery Attempt. Playable on a character attempting to influence a faction (as listed below). Make a roll modified by +2 if the character is a diplomat. (Only resources that modify flattery attempts may be used to modifiy this roll. OR Only diplomat only resources may modify this roll.) If the result is greater than the listed values, the influence attempt against the faction is automatically successful without tapping the site. Against a Hobbit, Man, or Animal faction: 10; against a Dwarf, Wose, Orc or Troll faction: 11; against an Elf, Eagle, Dúnadan or Ent faction: 12. May also be used as a minion resource. I do not like this; too powerful. Remove.
*DRAGON-SCALES (MEGW) - SPECIAL ITEM 
[MP: 4, CP: 3] 
Unique. Playable at a Dragon’s lair, whose asigned Dragon has been defeated. Armor. 
Helmet. +1 body. Warrior only. +1 prowess, +2 body (max. 10). +3 direct influence and an additional +2 direct influence against drake or dargon factions. 
Bearer can play and control a drake ally. Bearer cannot be targeted by dark or light enchantments. 
Tap item to cancel one attack from a dragon or drake hazard creature or automatic-attack. Dragon’s Curse and Dragon’s may be played on the bearer, withour further requirements.
*DURIN’S CROWN (MEGW) - GREATER ITEM 
[MP/CP: 4/4]
Unique. Hoard. (May also be played at Moria if any manifestation of the Balrog of Moria is in play.) +3 to bearer’s direct influence. Tap Durin’s Crown during your organisation phase if bearer is at a Free-Hold, Border-Hold or Ruins & Lairs to bring a dwarf character into play under bearer’s direct influence from your hand or discard pile. Bearer makes a corruption check. 
Wrought of pure silver to the power and strength of triple steel … it was tinged with a flickering sparkle of many colours at the surface, reflected and splintered …Hob 

FATE OF THE BLACK ARROW (MEGW) - SHORT-EVENT
Unique. Playable on a company bearing a usable Black Arrow. Tap Black Arrow to give -3 to the prowess and body of any one Drake or Dragon attack against the bearer's company. Additionally, if the bearer of the Black Arrow that is discarded is a Man, gives -1 strike (to a minimum of 1) to the attack. Remove this Black Arrow from the game. "The black arrow sped straight from the string...It smote and vanished, barb, shaft, and feather, so fierce was its flight." –Hob is this card needed/ or to powerful???
*HOLLOW OF THE LEFT BREAST (MEGW) – PERMANENT-EVENT
[MP: 1] 
Information. Playable only by a Dwarf or Man warrior during the site phase at the Wind-throne, any Dragon's Lair or any Border-hold in Northern Rhovanion. Tap the site and the character. Information. If your opponent is a Dragon, his body is halved (round up), each time bearer faces a strike from the Dragon's attack. This does not apply against Dragon hazard attacks. Discard this card if Memories Stolen is played on the character. Cannot be duplicated on a given character.

Huan’s Get Resource Permanent-Event 
Playable on a company with a man character. A noble hound in this company may tap to cancel an animal, spider or wolf attack against his company. Noble Hounds in this company are +2 prowess in company versus company combat. 
In that moment Huan leaped from the thicket upon the back of the wolf, and they fell together fighting bitterly… - SIL I am unsure where to put this card???

*KING OF DALE (MEGW) – PERMANENT-EVENT
Unique. Playable on any manifestation of Bard Bowman, Bain or Brand if you have at least three hero factions playable at any site in Northern Rhovanion, Woodland Realm or Iron Hills in play and you have defeated an unique Dragon manifestation (other than Eärcaraxë). The character receives +2 direct influence. Factions playable at sites in these regions are worth +1 marshalling point to you. Automatic-attacks at any site in Northern Rhovanion attack normally, not as detainment and with +2 prowess against minion companies

*MAKE USE OF HIS DESIRE (MEGW) – SHORT-EVENT
Offering Attempt. Playable during opponent's site phase on a diplomat whose company is being attacked by one of your opponent's companies. Target diplomat makes a corruption check. If he does not fail, discard an item from his company (as listed below) and make a roll adding his unused direct influence. If the result is greater than the listed values, the attack is canceled and you may take one resource from your play deck or discard pile into your hand (reshuffle play deck if searched). Greater item/5, major item/6, gold ring item/7, minor item/8. May also be used as a minion resource. I do not like this; too powerful. Remove.


*NO MATCH IN YOUR TREASURIES (MEGW) – PERMANENT-EVENT 
Playable on a unique stored item. This item gives no marshalling points. All opponents’ total item MPs are reduced by the amount of marshalling points this item would normally give. May also be used as a minion resource. 
Some say the Dwarves slew Fram for this insult. There was no great love between Éothéod and the Dwarves afterwards. – LotR

Petty-Dwarves of the North Faction – Dwarves MP 3 
Unique. Playable at Deep Delving if the influence check is higher than 10 (Dwarves : +2, Elves : -4, Wizard –5). 
They became diminished in stature and in smith-craft, and took to lives of stealth, walking with bowed shoulders and furtive steps.- Unfinished Tales
*RESISTANCE OF WILL - SHORT-EVENT
Playable during your opponent's site phase if your opponent is making an influence attempt against one of your characters. Based on that character's normal mind, you may add the appropriate value to your roll: +2/1-4; +3/5-7; +4/8+. May also be played as a minion resource. Alternatively, playable during your opponent's site phase if your opponent is a Dragon-lord who is attempting to play a character at a site.

RESTORED BY MY LOSS - SHORT-EVENT
Offering Attempt. Playable on a diplomat whose company is attempting to influence a faction (as listed below). Target diplomat makes a corruption check. If he does not fail, discard an item from his company (as listed below) and make a roll adding the diplomat's unused direct influence. If the result is greater than the listed values, the influence attempt against the faction is automatically successful and you may take one resource from your play deck or discard pile into your hand (reshuffle play deck if searched). Against a Dwarf, Elf, Orc or Troll faction, greater/5; against a Dúnadan, Man or Wose faction, major/6; against a Hobbit, Ent, Eagle or Animal faction, minor/7. May also be used as a minion resource.

SPEAR OF KING BLADORTHIN (MEGW) – GREATER ITEM

[MP: 3; CP: 4] 
Unique. Hoard. Warrior only: +3 Prowess (to a maximum of 10), -2 to strike’s body. May also be played as a minion resource.
Each had a thrice-forged head, and their shafts were inlaid with cunning gold- Hob 

TAILBITER – MAJOR ITEM 
[MP: 2; CP: 1] 
Unique. Weapon. +2 prowess to a maximum of 8 (to a maximum of 10 against Dragons and Drakes). Is this item needed and where does come form MERP or Tolkien or else????


THRÓR’S GOBLET Major Item MP / CP : 2/2 
Unique. Hoard. Bearer receives +2 direct influence against dwarves. Tap Thrór’s Goblet to untap a dwarf in bearer’s company. Bearer makes a corruption check. 
The great golden cup…two-handed, hammered and carven with birds and flowers whose eyes and petals were of jewels… - HOB (should be different from the arkenstone I believe)


WE WILL HAVE KING BARD (MEGW) PERMANENT-EVENT

[MP: 2 (3); +2 (3) Mind;  +1 (2) DI; +2 (3) prowess/+1 (2) body; +1 to corruption checks] 

Playable on a Man if a Drake or Dragon hazard has been defeated. Place the Drake or Dragon with this card (you still recieve kill MP). Values in parenthesis apply if the Dragon is Smaug or the Man is Bard Bowman. This card should be merged with KING OF DALE.
SITES:

*#BUHR THURASIG (MEGW) - RUINS & LAIRS

[DRAW: 3/2; REGION: NORTHERN RHOVANION; SITE PATH: W/BL/BL/W]

Nearest Haven: Lórien

Playable: Information*, Items (minor)

*--- may only be played if you discard a non-battle gear minor item from your company

Automatic-attack:

Men --- 2 strikes with 7 prowess 

Special: Any man character with home site in Wilderland may be played (from your hand or sideboard) regardless of his alignment under direct influence by any character at this site.

*#BUHR THURASIG (MEGW) - RUINS & LAIRS

[DRAW: 2/2; REGION: NORTHERN RHOVANION; SITE PATH: DD/W/W]

Nearest Darkhaven: Dol Guldur

Playable: Information, Items (minor, major)

Automatic-attack:

Men --- 2 strikes with 7 prowess 

Special: Any man character (with mind 6 or less) with home site in Wilderland may be played (from your hand or sideboard) regardless of his alignment under direct influence (or general influence if you are Sauron) with a company at this site.

*+CAVE OF THE URDHARKONUR (MEGW) – BORDER-HOLD

[DRAW: 2/2 REGION: NORTHERN RHOVANION; SITE PATH: W/BL/BL/W]

Nearest Haven: Lórien

Automatic-attack:

Men --- 4 strikes with 7 prowess (detainment)

Special: During the site phase, discard a man from your hand to heal (from wounded to untapped) a character at the site. Alternatively, during the site phase discard any manifestation of Bain, Brand or Bard Bowman from your hand to heal (from wounded to untapped) all characters at the site. For either use tap the site

*CAVE OF THE URDHARKONUR (MV) (MEGW) – BORDER-HOLD

[DRAW: 2/2: REGION: NORTHERN RHOVANION; SITE PATH: D/W/W]

Nearest Darkhaven: Dol Guldur

Automatic-attack:

Men---Each character faces 1 strike with 7 prowess (detainment against covert company)

Special: Covert company only: During the site phase, discard a man from your hand to heal (from wounded to untapped) a character at the site. Tap the site if untapped.

Deep Delving (MEGW) – RUINS & LAIRS 

[DRAW: 2/2; REGION: GREY MOUNTAIN NARROWS; SITE PATH: W/BL/SL]

Nearest Haven : Lorien  
Automatic –Attack : Dwarves – 4 strikes at 9 (detainment) 
Playable : Information, Items (minor)
Behind the screen of the trees near the spring, between two tall buttresses of rock, there was a cave. No more than a shallow grotto it looked, with a low broken arch, but further in it had been deepened and bored far under the hills by the slow hands of the Petty-dwarves, in the long years they had dwelt there, untroubled – Unfinished Tales. 

Deep Delving (MV) (MEGW) – RUINS & LAIRS 

[DRAW: 2/2; REGION: GREY MOUNTAIN NARROWS; SITE PATH: DD/W/W/SL]

Nearest Haven : Dol Guldur 
Automatic-Attack : Dwarves – 4 strikes at 9 (detainment vs. covert) 
Playable : Information, Items (minor, major*) 

*--- battle gear item only---
There was a cleft so shaped that two faces of the wall overlapped, and an opening ran back to the left between them. Its entrance was shrouded by long-trailing plants rooted in crevices above, but within there was a steep stony path going upwards in the dark.- Unfinished Tales
*DRAGON’S DEN

Place this card on your dragon's home site. This site is a protected Lord-haven. Non-CvCC-Attacks against your companies at this site are cancelled. Your major items are each worth 1 marshalling points, your greater items 2 marshalling points each. Items stored at this site always yield their maximum marshalling points. Items stored at this site may be played by an opponent's company (as if these items where on opponent's hand), but CvCC must be initiated with your dragon-lord (or with any of your companies) if present, before such an item may be played. This site always returns to your location deck along with its associated dragon’s home site.
*+GYOGORARAG SANCTUARY (MV) (MEGW) FREE-HOLD
[DRAW: 3/3; REGION: SOUTHERN RHOVANION; SITE PATH: W/BLW/W/W]

Nearest Haven: Lórien

Special: This site is considered a Haven for the purposes of healing.

*GYOGORARAG SANCTUARY (MV) (MEGW) FREE-HOLD

[DRAW: 3/1; REGION: SOUTHERN RHOVANION; SITE PATH: DD/W]

Nearest Darkhaven: Dol Guldur

Playable: Items* (minor) *---non battle gear item only---

Automatic-attacks:

Men---Each character faces 1 strike with 6 prowess (detainment against covert company)

Special: Covert Company only: This site is considered a Haven for the purposes of healing.
*#LONG PEAK (MENW) – RUINS&LAIRS

[DRAW: 3/2; REGION: GREY MOUNTAIN NARROWS; SIDE PATH: W/BL/SL]

Nearest Haven: Lorien

Playable: Items (minor major, greater*) *---battle gear items only---

Automatic-attacks:

Dragon --- 1 strike with 14 prowess

*#LONG PEAK (MV) (MENW) – RUINS&LAIRS

[DRAW: 2/2; REGION: GREY MOUNTAIN NARROWS; SIDE PATH: DD/W/W/SL]

Nearest Darkhaven: Dol Guldur

Playable: Items (minor major, greater*)

*---battle gear items only---

Automatic-attacks:

Dragon --- 1 strike with 14 prowess

Mountains of Mirkwood

Mountains of Mirkwood

*+NORR-DÛM (MENW) – RUINS&LAIRS

[DRAW: 3/1; REGION: GREY MOUNTAIN NARROWS; SIDE PATH: W/BL/SL]

Nearest Haven: Lorien

Playable: Items (minor, major, greater, gold ring)

Automatic-attacks:

Dragon --- 2 strike with 13 prowess

*NORR-DÛM (MV) (MENW) – RUINS&LAIRS

[DRAW: 2/2; REGION: GREY MOUNTAIN NARROWS; SIDE PATH: DD/W/W/SL]

Nearest Darkhaven: Dol Guldur

Playable: Items (minor major, greater*)

*---battle gear items only---

Automatic-attacks:

Dragon --- 2 strike with 13 prowess
*#STEEL FALL (MENW) – RUINS&LAIRS

[DRAW: 3/2; REGION: GREY MOUNTAIN NARROWS; Site Path: W/BL/S]

Nearest Haven: Lorien

Playable: Items (minor, major, greater, gold ring)

Automatic-attacks:


Undead Dragon --- 1 strike with 16 prowess ---cannot be canceled---

Special: Any item which is worth more than 3 marshalling points and which can be played at more than one site may also be played at this site.

*#STEEL FALL (MV) (MENW) – RUINS&LAIRS

[DRAW: 3/2; REGION: GREY MOUNTAIN NARROWS; Site Path: D/W/W/S]

Nearest Darkhaven: Dol Guldur

Playable: Items (minor, major, greater, gold ring)

Automatic-attacks:


Undead Drake – 1 strike with 16 prowess

---cannot be canceled---

Special: Any item which is worth more than 3 marshalling points and which can be played at more than one site may also be played at this site.

*#THE TOWER OF THE WOLF-FRIEND (MEGW) – RUINS & LAIRS

[DRAW: 3/2; REGION: WITHERED HEATH; SITE PATH W/BL/SL/W]

Nearest Haven: Lórien

Playable: Information, Items (minor)

Automatic-attacks:

Wolves --- 3 strikes with 6 prowess

Special: Contains a hoard. Any company staying at this site has its hazard limit increased by one for every unique Dragon manifestation in play.
*#THE TOWER OF THE WOLF-FRIEND (MV) (MEGW) – RUINS & LAIRS

[DRAW: 2/2; REGION: WITHERED HEATH; SITE PATH DD/W/W/W]

Nearest Darkhaven: Dol Guldur

Playable: Information, Items (minor)

Automatic-attacks:

Wolves --- 3 strikes with 6 prowess

Special: Contains a hoard. Any company staying at this site has its hazard limit increased by one for every unique Dragon manifestation in play.
