MIDDLE-EARTH: DURIN'S FOLK

EXPANSION RULES BASED ON THE FIRSTBORN RULES BY Rodrigo Perez 

RULES

INTRODUCTION
What if Thorin would have decided to kick this filthy Wizard out off his company, or if Thorin himself would have slipped over the ring under the mountains. What if Dain II would have tried to kick everybody’s ass at the Battle of the five armies?
Middle-earth: Durin’s Folk is an Expansion Set for playing of the Middle-earth Collectible Card Game.

It is fully compatible with any Middle-earth Collectible Card Game expansion. In fact, this set focuses on a Dwarf-lord player using resources from any expansion. Copyright note: Copyright over MECCG was once, and is no more, held by Iron Crown Enterprise. Copyright over Tolkien stuff is held by Tolkien's Estate. The use of these material here doesn't intend to challenge these rights and are based upon the "fair use" clause and all authoral rights on the card below

are bestowed to Council of Elrond. Some ideas below circulated already in METW discussion list, and were modified, or even created, after feedback given by various people, specially. Special thanks to all who find there ideas and comments in this set. Some card ideas below were graciously given permission to be here by  and by various netizens. Thanks and other netizens.

NEW RULES
A player may include characters of any alignment on his sideboard, unless including its race is prohibited by some other rule. He can take it to his deck when the rules normally allows a character to be taken, but cannot bring it into play unless it's expressly stated otherwise.

USING ME:DF

When you play a Dwarf-lord, assume that your Dwarf-lord is an "Avatar". All of the normal METW rules apply except for the specific exceptions outlined in these rules. The ME:LE rules that concern Wizards also apply to Avatars. You should read the following section to get a general idea of how to play a Dwarf-lord. Then read the rest of the rules for specific details.

Avatars - When the rules and cards refer to a Wizard, they apply to your Avatar. A Wizard, a Ringwraith, a Fallen Wizard, Elf-lord, the Balrog and a Dwarf-lord are all considered to be an Avatar. You receive -5 MP, during the end-game process, if your Avatar was eliminated.

Dwarf-havens - When rules and non-site cards refer to Havens, Darkhavens and Wizardhavens they apply instead to your Dwarf-havens. The only special effect of METW Havens that apply to your Dwarf-havens is the healing effect. All other effects (i.e., bringing characters into play, etc.) do not apply to your companies at your Dwarf-havens.
These same effects do not apply to your companies at MELE Darkhavens and METW Havens.
Stage Points - Certain cards give your Dwarf-lord "stage points." Stage points reflect how far your Dwarf-lord has deviated from his original mission. You must keep track of your accumulated stage points. The number of stage points that a card gives is indicated by a symbol.

Stage Resources - MEFB uses the new type of resource card, introduced by MEWH, called stage resource cards, and Dwarf-lord players may include them in their decks. Most stage resource cards give stage points.

Characters - You may use both hero and minion characters, except Orcs or Trolls. However, you may only use a character if its mind attribute is less then 6, unless for Dwarf characters for whom there is no mind limitation. All of your characters are considered to be hero characters. You may only use up to two of each non-unique character. Only Dwarf-lords may include other dwarf-lords and play them as normal characters; such as Balin, Son of Fundin, can be included in a Thorin, Son Thrain deck, but upper character values are used for Balin since, he is not your Avatar in this deck (that is why he may be included in your starting company as well).
Hero/Minion Resources - You may use both hero and minion resources, but only minion event and item (but never two manifestation of an unique item) resources, you may not include any magic card in your deck or sideboard. However, you may only include up to a total of two of each non-unique minion resource in your play deck and sideboard.

Sites - There are some Dwarf-lord site cards, which have a light bluish background. Unless stated otherwise on a card, a Dwarf-Lord player must use these sites instead of the hero version. Dwarf-lord companies use hero site cards when moving to non-Dwarf-lord non Ruins&Lairs sites (see Movement section for exceptions). A Dwarf-lord player cannot use minion non-Ruins&Lairs or Fallen-wizard sites, unless a card states otherwise.

Marshalling Points - Marshalling points for stage resource cards, Dwarven characters and Dwarven factions are handled normally (i.e., as printed on the card). However, all other marshalling point cards are only worth 1 marshalling point each to an Dwarf-lord (regardless of their printed value). These marshalling points cannot be modified by a hero or minion resource event (e.g., Rumor of the One, Tribute Garnered, Sentinels of Númenor, etc.). However, Dwarf-lord abilities, stage resource cards or card text can modify the number of marshalling points certain cards give.

THE VICTORY CONDITIONS

As a Dwarf-lord you may win in the same way a METW Wizard wins: your opponent is eliminated or you recover The One Ring or you have the most marshalling points at the Free Council. The following exceptions apply:

* In order to win by recovering The One Ring you must play the Specific card that states you win

*The Free Council is handled normally, and victory is determined in the standard way by comparing marshalling points. However, to you (a Dwarf-lord) it is called your Day of Reckoning and your marshalling points reflect how far you have progressed towards completing your own agenda.

* You do not receive marshalling points for cards stored at non-Dwarf-havens sites, unless stated otherwise on a card.

GETTING READY TO PLAY

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

Declaring That You Are a Dwarf-lord. If you are playing a Dwarf-lord, you must tell your opponent which Dwarf-lord you are playing before choosing starting companies. If your opponent has normal hero Dwarf character cards in his play deck and/or sideboard that correspond to the Dwarf-lord you have declared, he may replace those hero character cards with an equal number of other hero character cards that he has available, or he may switch to another deck at all. Your opponent may also add 10 cards to his sideboard (these cards should be preselected for a Dwarf-lord opponent).

Note: This rule means that when you declare that you are playing a specific Dwarf-lord, your opponent may not play the corresponding hero Dwarf character (i.e., that Dwarf-lord has already fallen). You and your opponent may still both declare and attempt to play the same Dwarf-lord, but the game will probably be won by the first player to get his Dwarf-lord into play.

Clarification: Once a player declares being a Dwarf-lord, all manifestations of that character, including hazard manifestations, are prevented to be played.

Your Location Deck

Your location deck may include multiple copies of the Dwarf-lord site cards. However, your location deck may only 
include one of every hero site, except hero Havens.

include one of every minion Ruin&Lairs site 

Your Play Deck

The resource half of your play deck (and your sideboard) may include hero, minion and stage resources. But you are limited to:

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

* Three of each non-unique stage resource card;

* Two of each non-unique character card;

* Three of each non-unique hero resource card;

* Two of each non-unique minion event resource card;

*You may not include resource cards, Stage or otherwise, that are "specific" to another non-Dwarf-lord Avatar (e.g., if you declare that you are Thrain, Son of Thror Dwarf-lord, you may include cards that are "specific", to any other Dwarf-lord see special “King of Durin’s House Rules”);

* You may not play with any cards that is specific to another non-Dwarf-lord Avatar

*You may not play the following cards:

Bad Company

Great Ruse

Greater Half-Orcs

Half-Orcs

Hidden Haven

Spells Born of Discord

Wizard’s Myrmidon

Non allowed Minion Resources:

Any cards that is specific to a Balrog, Ringwraith or Sauron Avatar.

Any magic (sorcery, shadow-magic etc.) cards

Awaiting the Call

Bade to Rule

Descendance

Ill East Wind

Messenger of Mordor

News Must Get Through

No Better Use

Ready to his Will

Red Book of Westmarch*
The Black Council

The Iron-crown*
The Ring Leaves Its Mark

Vermin for Dinner

World Gnawed by the Nameless

Starting Stage Cards

You must attempt to start with one, two, or three (your choice) stage resource permanent-event cards in play. These cards must have a combined total of three (3) stage points. At least one of these cards must be non-unique. You may not start such a card if the conditions required to play the card do not exist. These cards should be revealed as if they were starting characters with duplicate unique cards being discarded.

Starting Characters

Your starting characters (up to 6) may include hero characters and minion characters, except (Orcs, Trolls or) Elves, but you may not start a non-Dwarf character with a mind greater than 5.

Starting Site

Your starting company begins play at your specific Lordhaven (or any Dwarf-lord specific haven if you are Thrain)
THE PLAYER TURN

The player turn proceeds normally with the following exceptions:

You may discard one of your stage resource cards already in play during your organization phase. You may not discard such a card if it would reduce your stage points below 3.

You may only play stage resource permanent-events during your organization phase (unless a specific card states otherwise).

Dwarf-lord companies may attack Ringwraith, Balrog or overt Fallen-wizard companies (see MELE rules, p. 80) and vice versa.

CHARACTERS AND COMPANIES

All of your characters are considered to be hero characters. Thus, your companies are treated as hero companies. Such a company is covert for the purposes of playing minion resources. Your Dwarf-lord may only start at his home site. You may not start or bring into play any non-Dwarf character with a mind greater than 5.

MOVEMENT

Dwarf-lord companies must use region or Under-deeps movement. When one of your Dwarf-lord companies moves to a site, you and your opponent draw cards based on the site being moved to. This applies even if moving to or from your Dwarf-lord specific-havens. The METW Havens (i.e., Grey Havens, Rivendell, Lórien, Edhellond) are not considered to be Havens for an Dwarf-Lord player. Hazards and stage resources which forces a Fallen-wizard to use minion sites (e.g., Plotting Ruin???, Heart Grown Cold, etc.).have no effects on an Elf-lord's companies.
CORRUPTION CHECKS

Corruption checks are handled normally with these exceptions:

Corruption checks for a Dwarf-Lord are handled as if he were a minion character. That is, if the roll for a corruption check is equal to a Dwarf-lord’s corruption point total or one less, he is tapped instead of being discarded. He is not considered to fail the corruption check in this case. Corruption checks for a Dwarf-lord’s characters are handled as if the player were a hero character. Corruption points given on all non-item stage resource cards apply to your Dwarf-Lord.

PLAYING AND USING RESOURCES

Clarification: Whenever an Dwarf-lord player tests a hero gold ring item, the roll is done as by a hero player.

WHEN YOUR DWARF-LORD LEAVES PLAY

If your Dwarf-lord leaves play, discard all of your stage resource permanent-events in play that are specific for your Dwarf-lord.

As is normally the case, all hazard permanent-events on such a character are discarded.

SPECIAL – KING OF DURIN’S HOUSE RULES:
When you declare yourself as a Dwarf-lord player you may also declare yourself as a King of Durin’s House player instead.

For this type of game it is important to know somewhat the family tree of the House of Durin

[image: image1.emf]
As everyone can see (hope fully) there are potentially 6 dwarf from the royal line which are also party of MECCG (below is given the order in which they are supposed to become kings due to their inheritance)
Thrain, Son of Thror; 

Thorin, Son of Thrain; 

Frerin; 

Nain, Son of Gror; 

Dain, Son of Nain; 

Thorin III

You may include one copy of each of these 6 dwarves in your deck (& sideboard), but non in your starting company.

Once you reveal one of them as your Avatar, no version of any of the older dwarves may be played any longer by any player (they died peacefully and it wasn’t your fault).
All specific stage cards of older dwarves already (considered) dead, may be played on your avatar. 

Once your avatar dies, he only yields his marshalling point value as negative points to you, so no automatic -5 MPs.
Also you may opt to shuffle all specific stage cards which were in play on your now-dead-king into your play deck and you may shuffle all younger future dwarves kings from your discard pile into your deck.

This goes on until either the game ends or you do run out of future kings (so make sure your last king doesn’t die).

EXAMPLE PLAY (aka the Hobbit)

Your reveal Thorin, Son of Thrain, from your starting hand. He then becomes your King of Durin’s House (you may now place all specific stage cards that could be placed on your avatar on him (which of course had to be in play with your starting company or which you just played on your 1st organisation phase), note that among these cards could also be stage cards specific to 

Thrain, Son of Thror.
As Thorin fell victim to some “über”-orcs (Bolg, Son of Azog) keyed to the Lonely Mountain (yes he is dead), you may now opt to shuffle all specific stage cards on him to your deck (or discard them normally) and shuffle all younger (Note, Nain, Son of Gror, though not younger the Thorin can only become King, once the direct line of Kings failed) future dwarf-kings from discard pile to your deck.
You shuffle your deck and fill up your hand, just to see a Dain, Son of Nain; smiling at you. Even though he is not the next in line you decide to play him next org phase at his home site. 

Once Dain, Son of Nain, no player can play either Nain, Son of Gror nor Frerin as both are supposed dead without your mistake.

Once Dain, Son of Nain would die you only had one chance to replace him: Thorin III, would be the only dwarf left who could be King of Durin’s House in the set time frame.
Hope this helps you all to understand how thing go around this scenario set up for a Dwarf-lord player.

