THE WIZARDS
CHARACTERS
ADRAZAR ‐ Scout/Diplomat Dúnadan (F)
[MP: 1; Mind: 3; DI: 1; P/B: 3/6; Home Site: Dol Amroth]
Unique. +1 direct influence against all factions.
ANBORN ‐ Scout/Ranger Dúnadan (U)
[Mind: 2; DI: 0; P/B: 2/8; Home Site: Pelargir]
Unique. +2 direct influence against the Men of Lebennin faction.
ANNALENA ‐ Scout/Sage Elf (F)
[MP: 1; Mind: 3; DI: 0; P/B: 3/8; Home Site: Edhellond]
Unique.
ARAGORN II ‐ Warrior/Scout/Ranger Dúnadan (F)
[MP: 3; Mind: 9; DI: 3; P/B: 6/9; Home Site: Bree]
Unique. +2 direct influence against the Rangers of the North faction. ‐3 marshalling points if eliminated.
ARÎNMIR ‐ Sage/Diplomat Elf (U)
[MP: 1; Mind: 3; DI: 0; P/B: 2/7; Home Site: Edhellond]
Unique. +2 direct influence against the Variags faction.
ARWEN ‐ Scout/Sage Elf (R)
[MP: 1; Mind: 3; DI: 0; P/B: 2/8; Home Site: Rivendell] Unique. +7
direct influence only usable against Aragorn II.
BALIN ‐ Warrior/Sage Dwarf (U)
[MP: 2; Mind: 5; DI: 2; P/B: 4/7; Home Site: Blue Mountain Dwarf‐hold]
Unique. +2 prowess against Orcs. +1 direct influence against Dwarves and Dwarf factions.
BARD BOWMAN ‐ Warrior/Scout Man (F)
[Mind: 2; DI: 0; P/B: 3/6; Home Site: Lake‐town]
Unique. +2 direct influence against the Men of Northern Rhovanion faction.
BARLIMAN BUTTERBUR ‐ Warrior Man (U)
[Mind: 1; DI: 0; P/B: 2/6; Home Site: Bree]
Unique. ‐1 to all of his corruption checks. ‐1 to influence checks against factions.
BEORN ‐ Warrior/Ranger Man (F)
[MP: 2; Mind: 7; DI: 2; P/B: 7/9; Home Site: Beornʹs House]
Unique. +2 direct influence against the Beornings faction.
BEREGOND ‐ Warrior Dúnadan (F)
[Mind: 2; DI: 0; P/B: 4/8; Home Site: Minas Tirith]
Unique. ‐1 to all of his corruption checks. ‐1 to influence checks against factions.
BERETAR ‐ Warrior/Ranger Dúnadan (U)
[MP: 2; Mind: 5; DI: 1; P/B: 5/8; Home Site: Bree]
Unique. +2 direct influence against the Rangers of the North faction.
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BERGIL ‐ Warrior Dúnadan (U)
[Mind: 2; DI: 0; P/B: 1/9; Home Site: Minas Tirith]
Unique.
BIFUR ‐ Warrior Dwarf (C)
[Mind: 2; DI: 0; P/B: 4/7; Home Site: Blue Mountain Dwarf‐hold]
Unique. +1 prowess against Orcs. ‐1 to all of his corruption checks. ‐1 to influence checks against factions.
BILBO ‐ Scout/Sage Hobbit (R)
[MP: 2; Mind: 5; DI: 1; P/B: 1/9; Home Site: Bag End]
Unique. Unless he is one of the starting characters, he may only be brought into play at his home site. All of his
corruption checks are modified by +4. ‐2 marshalling points if eliminated.
BOFUR ‐ Warrior Dwarf (C)
[Mind: 2; DI: 0; P/B: 4/7; Home Site: Blue Mountain Dwarf‐hold]
Unique. +1 prowess against Orcs. ‐1 to all of his corruption checks. ‐1 to influence checks against factions.
BOMBUR ‐ Warrior Dwarf (U)
[Mind: 1; DI: 0; P/B: 3/6; Home Site: Blue Mountain Dwarf‐hold]
Unique. +1 prowess against Orcs. ‐1 to all of his corruption checks. ‐1 to influence checks against factions.
BOROMIR II ‐ Warrior Dúnadan (F)
[MP: 1; Mind: 4; DI: 1; P/B: 6/7; Home Site: Minas Tirith]
Unique. +2 direct influence against the Men of Anórien faction. ‐1 to all of his corruption checks.
CELEBORN ‐ Warrior/Sage Elf (F)
[MP: 2; Mind: 6; DI: 1; P/B: 6/9; Home Site: Lórien]
Unique. +5 direct influence that is only usable against Galadriel.
CÍRDAN ‐ Warrior/Sage/Diplomat Elf (R)
[MP: 3; Mind: 8; DI: 4; P/B: 6/8; Home Site: Grey Havens]
Unique. When Círdan is at Grey Havens, his controlling player may keep one more card than normal in his hand. May tap to
cancel one attack keyed to a Coastal Sea region [
eliminated.

]. +2 direct influence against the Elves of Lindon faction. ‐3 marshalling points if

DAIN II ‐ Warrior/Diplomat Dwarf (R)
[MP: 2; Mind: 7; DI: 3; P/B: 5/8; Home Site: Iron Hill Dwarf‐Hold]
Unique. +2 direct influence against Iron Hill Dwarves, +2 prowess against Orcs. +1 direct influence against Men and Man
factions.
DAMROD ‐ Scout/Ranger Dúnadan (U)
[Mind: 2; DI: 0; P/B: 2/7; Home Site: Vale of Erech]
Unique. +2 direct influence against the Men of Lamedon faction.
DENETHOR II ‐ Warrior/Sage Dúnadan (R)
[MP: 1; Mind: 4; DI: 2; P/B: 3/6; Home Site: Minas Tirith]
Unique. +2 direct influence against the Tower Guard of Minas Tirith faction.
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DORI ‐ Warrior Dwarf (U)
[Mind: 1; DI: 0; P/B: 3/6; Home Site: Blue Mountain Dwarf‐hold]
Unique. +1 prowess against Orcs. ‐1 to all of his corruption checks. ‐1 to influence checks against factions.
DWALIN ‐ Warrior Dwarf (C)
[Mind: 1; DI: 0; P/B: 2/7; Home Site: Blue Mountain Dwarf‐hold]
Unique. +1 prowess against Orcs. ‐1 to all of his corruption checks. ‐1 to influence checks against factions.
ELLADAN ‐ Warrior/Ranger Elf (F)
[MP: 1; Mind: 4; DI: 0; P/B: 5/8; Home Site: Rivendell]
Unique. +1 prowess against Orcs.
ELROHIR ‐ Warrior/Ranger Elf (F)
[MP: 1; Mind: 4; DI: 0; P/B: 5/8; Home Site: Rivendell]
Unique. +1 prowess against Orcs.
ELROND ‐ Warrior/Sage/Diplomat Elf (R)
[MP: 3; Mind: 10; DI: 4; P/B: 7/9; Home Site: Rivendell]
Unique. When Elrond is at Rivendell, his controlling player may keep one more card than normal in his hand. ‐3
marshalling points if eliminated.
ÉOMER ‐ Warrior/Ranger Man (U)
[MP: 1; Mind: 3; DI: 0; P/B: 3/8; Home Site: Edoras]
Unique. +2 direct influence against the Riders of Rohan faction.
ÉOWYN ‐ Warrior/Scout Man (U)
[Mind: 2; DI: 0; P/B: 2/7; Home Site: Edoras]
Unique. Against Nazgûl, +6 to her prowess, and his body is halved (round up).
ERKENBRAND ‐ Warrior Man (F)
[MP: 1; Mind: 4; DI: 2; P/B: 5/6; Home Site: Edoras]
Unique. +2 direct influence against the Riders of Rohan faction.
FARAMIR ‐ Warrior/Ranger Dúnadan (F)
[MP: 1; Mind: 5; DI: 1; P/B: 5/8; Home Site: Henneth Annûn] Unique. +2
direct influence against the Rangers of Ithilien faction.
FATTY BOLGER ‐ Scout Hobbit (P)
[MP: 1; Mind: 3; DI: 0; P/B: 1/8; Home Site: Bag End]
Unique. Unless he is one of the starting characters, he may only be brought into play at his home site. All of his
corruption checks are modified by +1. He can tap to cancel a strike against another Hobbit in his company.
FÍLI ‐ Warrior/Scout Dwarf (U)
[Mind: 2; DI: 0; P/B: 2/8; Home Site: Blue Mountain Dwarf‐hold]
Unique. +1 prowess against Orcs. ‐1 to all of his corruption checks. ‐1 to influence checks against factions.
FORLONG ‐ Warrior Dúnadan (C)
[Mind: 1; DI: 0; P/B: 3/7; Home Site: Minas Tirith]
Unique. ‐1 to all of his corruption checks. ‐1 to influence checks against factions.
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FRODO ‐ Scout/Diplomat Hobbit (R)
[MP: 2; Mind: 5; DI: 1; P/B: 1/9; Home Site: Bag End]
Unique. Unless he is one of the starting characters, he may only be brought into play at his home site. All of his
corruption checks are modified by +4. ‐2 marshalling points if eliminated.
GALADRIEL ‐ Scout/Sage/Diplomat Elf (R)
[MP: 3; Mind: 9; DI: 4; P/B: 3/10; Home Site: Lórien]
Unique. When Galadriel is at Lórien, her controlling player may keep one more card than normal in his hand. ‐3
marshalling points if eliminated.
GALVA ‐ Scout/Sage/Diplomat Man (R)
[MP: 1; Mind: 4; DI: 1; P/B: 0/9; Home Site: Shrel‐kain]
Unique. +2 direct influence against the Men of Dorwinion faction. Against Nazgûl, +6 to her prowess, and his body is halved
(round up).
GAMLING THE OLD ‐ Warrior Man (U)
[Mind: 2; DI: 1; P/B: 3/7; Home Site: Edoras]
Unique.
GHÂN‐BURI‐GHÂN ‐ Scout/Ranger Man (U)
[MP: 2; Mind: 5; DI: 2; P/B: 2/9; Home Site: Drúadan Forest]
Unique. +2 direct influence against Wose factions.
GILDOR INGLORION ‐ Warrior/Ranger Elf (F)
[MP: 1; Mind: 4; DI: 0; P/B: 5/7; Home Site: Rivendell]
Unique. +2 prowess against Orcs.
GIMLI ‐ Warrior/Diplomat Dwarf (F)
[MP: 2; Mind: 6; DI: 2; P/B: 5/8; Home Site: Iron Hill Dwarf‐Hold]
Unique. +2 direct influence against Iron Hill Dwarves. +2 prowess against Orcs. +1 direct influence against Elves and Elf factions.
GLÓIN ‐ Warrior/Diplomat Dwarf (U)
[MP: 2; Mind: 5; DI: 2; P/B: 5/7; Home Site: Blue Mountain Dwarf‐hold]
Unique. +2 direct influence against Blue Mountain Dwarves. +1 prowess against Orcs. +1 direct influence against Dwarves
and Dwarf factions.
GLORFINDEL II ‐ Warrior/Sage Elf (F)
[MP: 3; Mind: 8; DI: 2; P/B: 8/9; Home Site: Rivendell]
Unique. +1 direct influence against Elves.
HALBARAD ‐ Sage/Diplomat Dúnadan (U)
[Mind: 1; DI: 1; P/B: 0/5; Home Site: Cameth Brin]
Uniq@
HALDALAM ‐ Warrior/Diplomat Dúnadan (R)
[MP: 2; Mind: 5; DI: 1; P/B: 4/9; Home Site: Shrel‐kain]
Unique. +4 direct influence against the Easterlings faction.
HALDIR ‐ Warrior Elf (U)
[MP: 1; Mind: 3; DI: 0; P/B: 4/8; Home Site: Lórien]
Unique. ‐1 to all of his corruption checks. ‐1 to influence checks against factions.
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HAMA ‐ Warrior Man (C)
[Mind: 2; DI: 0; P/B: 4/8; Home Site: Edoras]
Unique. ‐1 to all of his corruption checks. ‐1 to influence checks against factions.
IMRAHIL ‐ Warrior/Diplomat Dúnadan (U)
[MP: 2; Mind: 6; DI: 2; P/B: 5/8; Home Site: Dol Amroth]
Unique. +2 direct influence against the Knights of Dol Amroth faction.
KÍLI ‐ Warrior/Scout Dwarf (F)
[MP: 1; Mind: 3; DI: 0; P/B: 3/8; Home Site: Blue Mountain Dwarf‐hold]
Unique. +1 prowess against Orcs. ‐1 to all of his corruption checks. ‐1 to influence checks against factions.
LEGOLAS ‐ Warrior/Diplomat Elf (U)
[MP: 2; Mind: 6; DI: 2; P/B: 5/8; Home Site: Thranduilʹs Halls]
Unique. +2 direct influence against the Wood‐elves faction.
MABLUNG ‐ Warrior/Scout Dúnadan (U)
[Mind: 1; DI: 0; P/B: 1/6; Home Site: Lond Galen]
Unique. +2 direct influence against the Men of Anfalas faction.
MERRY ‐ Scout Hobbit (U)
[MP: 1; Mind: 4; DI: 1; P/B: 1/9; Home Site: Bag End]
Unique. Unless he is one of the starting characters, he may only be brought into play at his home site. All of his
corruption checks are modified by +2.
NORI ‐ Warrior Dwarf (C)
[Mind: 2; DI: 0; P/B: 4/7; Home Site: Blue Mountain Dwarf‐hold]
Unique. +1 prowess against Orcs. ‐1 to all of his corruption checks. ‐1 to influence checks against factions.
ÓIN ‐ Warrior/Ranger Dwarf (U)
[MP: 1; Mind: 3; DI: 0; P/B: 3/8; Home Site: Blue Mountain Dwarf‐hold] Unique.
+1 prowess against Orcs. ‐1 to all of his corruption checks.
ORI ‐ Warrior Dwarf (C)
[Mind: 1; DI: 0; P/B: 2/7; Home Site: Blue Mountain Dwarf‐hold]
Unique. +1 prowess against Orcs. ‐1 to all of his corruption checks. ‐1 to influence checks against factions.
OROPHIN ‐ Warrior/Ranger Elf (C)
[Mind: 2; DI: 0; P/B: 2/7; Home Site: Lórien]
Unique. ‐1 to all of his corruption checks. ‐1 to influence checks against factions.
PEATH ‐ Ranger/Diplomat Man (F)
[MP: 1; Mind: 4; DI: 1; P/B: 4/7; Home Site: Dunnish Clan‐hold]
Unique. +4 direct influence against the Dunlendings faction. Against Nazgûl, +5 to her prowess, his body is halved (round
up).
PIPPIN ‐ Scout Hobbit (U)
[MP: 1; Mind: 4; DI: 1; P/B: 1/9; Home Site: Bag End]
Unique. Unless he is one of the starting characters, he may only be brought into play at his home site. All of his
corruption checks are modified by +2.
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ROBIN SMALLBURROW ‐ Scout Hobbit (F)
[MP: 1; Mind: 3; DI: 0; P/B: 1/9; Home Site: Bag End]
Unique. Unless he is one of the starting characters, he may only be brought into play at his home site. All of his
corruption checks are modified by +2.
SAM GAMGEE ‐ Scout/Ranger Hobbit (U)
[MP: 1; Mind: 4; DI: 0; P/B: 1/9; Home Site: Bag End]
Unique. Unless he is one of the starting characters, he may only be brought into play at his home site. All of his
corruption checks are modified by +3.
THÉODEN ‐ Warrior/Diplomat Man (F)
[MP: 2; Mind: 6; DI: 3; P/B: 5/6; Home Site: Edoras]
Unique. +2 direct influence against the Riders of Rohan faction.
THORIN II ‐ Warrior/Scout/Diplomat Dwarf (R)
[MP: 3; Mind: 8; DI: 2; P/B: 5/8; Home Site: Blue Mountain Dwarf‐hold]
Unique. +2 direct influence against Blue Mountain Dwarves. +3 prowess against Orcs. +2 direct influence against Dwarves
and Dwarf factions.
THRANDUIL ‐ Warrior/Ranger/Sage Elf (F)
[MP: 3; Mind: 9; DI: 3; P/B: 7/8; Home Site: Thranduilʹs Halls]
Unique. +2 direct influence against the Wood‐elves faction.
VÔTELI ‐ Ranger/Sage Man (C)
[MP: 1; Mind: 3; DI: 1; P/B: 3/6; Home Site: Lossadan Camp]
Unique. +2 direct influence against the Lossoth faction. Against Nazgûl, +5 to her prowess, and his body is halved (round
up).
VYGAVRIL ‐ Diplomat/Sage Man (R)
[MP: 1; Mind: 3; DI: 1; P/B: 2/7; Home Site: Southron Oasis]
Unique. +2 direct influence against the Southron faction. Against Nazgûl, +6 to prowess, and his body is halved (round up).
WACHO ‐ Scout/Sage Man (U)
[Mind: 2; DI: 0; P/B: 1/8; Home Site: Woodmen‐town]
Unique. +2 direct influence against the Woodmen faction.

WIZARD CHARACTERS
ALATAR ‐ Warrior/Scout/Ranger/Sage Wizard (F)
[DI: 10; P/B: 6/9; Home Site: Edhellond]
Unique. During the movement/hazard phase, the number of cards that opponent draws based on Alatarʹs companyʹs movement is
reduced by one. If in a Haven [ ] when a hazard creature is played on another company, he may join than company and face one
of the hazard creatureʹs strikes; he must make a corruption check immediately following the attack, and, if untapped, he must tap. (E)
GANDALF ‐ Warrior/Scout/Sage/Diplomat Wizard (F)
[DI: 10; P/B: 6/9; Home Site: Any Haven]
Unique. All of his corruption checks are modified by +1. Can tap to ʺtestʺ a gold ring.
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PALLANDO ‐ Warrior/Ranger/Sage/Diplomat Wizard (F)
[DI: 10; P/B: 6/9; Home Site: Grey Havens]
Unique. His controlling player may keep one more card than normal in his hand. Opponent must discard his cards face‐
up.
RADAGAST ‐ Warrior/Scout/Ranger/Diplomat Wizard (F)
[DI: 10; P/B: 6/9; Home Site: Rhosgobel]
Unique. If his company moves to a new site during the movement/hazard phase, he may draw 1 additional card for each
Wilderness region [

] in his companyʹs site path. +1 to all corruption checks.

SARUMAN ‐ Scout/Ranger/Sage/Diplomat Wizard (F)
[DI: 10; P/B: 6/9; Home Site: Isengard]
Unique. May tap to use a Palantír. At the beginning of each of his end‐of‐turn phases, he may tap to take one ʺspellʺ card from his
discard pile and return it to his hand.

HAZARD CREATURES
ABDUCTOR ‐ Creature (C)
[MP: 1; P/B: 10/‐; Playable: Border‐lands [ ] and Border‐holds [ ]]
Men. One Strike. Each non‐Wizard defending character wounded by the Abductor is discarded.
ADÛNAPHEL ‐ Creature/Permanent‐event (R)
[MP: 5; P/B: 15/10; Playable: Dark‐domains [ ] and Dark‐holds [ ]]
Unique. Nazgûl (7th). May be played as a hazard creature (with one strike) or as a permanent‐event. As a creature, may also be
played keyed to Brown Lands, Dagorlad, Gorgoroth, and Western Mirkwood; and may also be played at sites in these regions. If
played as a permanent‐event, it will remain in play until tapped during the opponent’s
movement/hazard phase (tapping counts against the hazard limit). When tapped, Adûnaphel becomes a short‐event and causes any
one character to tap.
AGBURANAR ‐ Creature (R)
[MP: 4; P/B: 15/9]
Unique. May be played at Caves of Ûlund. Dragon. Two strikes. If Doors of Night is in play, may also be played keyed to Grey
Mountain Narrows, Iron Hills, Northern Rhovanion, and Withered Heath; and may also be played at sites in these regions.
AKHÔRAHIL ‐ Creature/Permanent‐event (R)
[MP: 5; P/B: 16/9; Playable: Dark‐domains [ ] and Dark‐holds [ ]]
Unique. Nazgûl (5th). May be played as a hazard creature (with one strike) or as a permanent‐event. As a creature, may also be
played keyed to Harondor, Horse Plains, Gorgoroth, and Khand; and may also be played at sites in those regions. If played as a
permanent‐event, it will remain in play until tapped during the opponent’s movement/hazard phase (tapping counts against the
hazard limit). When tapped, Akhôrahil becomes a short‐event and modifies any one character’s body by ‐1 for the rest of this turn. (E)
AMBUSHER ‐ Creature (C)
[MP: 1; P/B: 10/‐; Playable: Free‐domains [ ] and Border‐lands [
Men. Two strikes. Attacker chooses defending characters.

]]

ASSASSIN ‐ Creature (R)
[MP: 2; P/B: 11/‐; Playable: Free‐holds [ ] and Border‐holds [ ]]
Men. Three attacks (of one strike each) all against the same character. Attacker chooses defending character. One or two of these
attacks may be canceled by tapping one character (not the defending character) in the defenderʹs company for each attack
canceled. (E)
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BARROW‐WIGHT ‐ Creature (U)
[MP: 1; P/B: 12/‐; Playable: Shadow‐lands [ ], Dark‐domains [ ], Shadow‐holds [ ] and Dark‐holds [ ]]
Undead. One strike. After the attack, each character wounded by Barrow‐wight makes a corruption check modified by ‐2.
ʺBERTʺ (BÛRAT) ‐ Creature (U)
[MP: 1; P/B: 12/‐; Playable: Wilderness [ ], Shadow‐lands [ ] and Shadow‐holds [ ]]
Unique. Troll. One strike. If played after ʺWilliamʺ or ʺTomʺ and if keyed to the same site path against the same company,
each character wounded by ʺBertʺ must discard all non‐special items he bears.
BRIGANDS ‐ Creature (C)
[MP: 1; P/B: 8/‐; Playable: Border‐lands [ ] and Wilderness [ ]]
Men. Two strikes. If any strike of Brigands wounds a character, the company must immediately discard one item (of defenderʹs
choice).
CAVE‐DRAKE ‐ Creature (C)
[MP: 1; P/B: 10/‐; Playable: double Wilderness [

] and Ruins & Lairs [ ]]

Dragon. Two strikes. Attacker chooses defending characters. Two Wildernesses [

] in site path are required.

CORPSE‐CANDLE ‐ Creature (C)
[MP: 1; P/B: 7/‐; Playable: Wilderness [ ], Shadow‐lands [ ], Dark‐domains [ ], Shadow‐holds [ ] and Dark‐holds [ ]]
Undead. One strike. Before a defending character is selected, every character in the company makes a corruption check.
CORSAIRS OF UMBAR ‐ Creature (U)
[MP: 1; P/B: 9/‐; Playable: Coastal Seas [ ]]
Men. Five strikes. May also be played keyed to Andrast, Anfalas, Belfalas, Cardolan, Enedhwaith, Harondor, Lindon, Lebennin, and
Old Pûkel‐land; and may also be played at Ruins & Lairs [ ] and Shadow‐holds [ ] in these regions. May also be played at any
site in Elven Shores, Eriadoran Coast, Andrast Coast, Bay of Belfalas, or Mouths of the Anduin. (E)
CREBAIN ‐ Creature (C)
[MP: 1; P/B: 5/‐; Playable: Border‐lands [

], Wilderness [

], Shadow‐lands [

], Dark‐domains [

], Ruins & Lairs [ ],

Shadow‐holds [ ] and Dark‐holds [ ]]
Animals. Each character in the company faces one strike. After the attack, the defender must reveal one random card from his
hand for each character in the defending company.
DAELOMIN ‐ Creature (R)
[MP: 4; P/B: 13/8]
Unique. May be played at Dancing Spire. Dragon. Three strikes. Attacker chooses defending characters. If Doors of Night is in
play, may also be played keyed to Grey Mountain Narrows, Iron Hills, Northern Rhovanion, and Withered Heath; and may also
be played at site in these regions.
DWAR OF WAW ‐ Creature/Permanent‐event (R)
[MP: 5; P/B: 15/10; Playable: Dark‐domains [ ] and Dark‐holds [ ]]
Unique. Nazgûl (3rd). May be played as a hazard creature (with one strike) or as a permanent‐event. As a creature, may also be
played keyed to Harondor, Imlad Morgul, Gorgoroth, and Ithilien; and may also be played at sites in these regions. If played as a
permanent‐event, it will remain in play until tapped during the opponent’s movement/hazard phase (tapping counts against the
hazard limit). When tapped, Dwar of Waw becomes a short‐event and gives +1 prowess to all Wolf, Spider and Animal attacks until
the end of the turn.
FELL TURTLE ‐ Creature (R)
[MP: 1; P/B: 15/‐; Playable: Coastal Seas [ ]]
Animals. One strike. If any strike is successful, the defending company must return to its site of origin (defending characters
are wounded normally).
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GHOSTS ‐ Creature (C)
[MP: 1; P/B: 9/‐; Playable: Shadow‐lands [ ], Dark‐domains [ ], Shadow‐holds [ ] and Dark‐holds [ ]]
Undead. Three strikes. After attack, each character wounded by the Ghosts makes a corruption check modified by ‐1.
GHOULS ‐ Creature (C)
[MP: 1; P/B: 7/‐; Playable: Shadow‐lands [
Undead. Five strikes.

], Dark‐domains [

], Shadow‐holds [ ] and Dark‐holds [ ]]

GIANT ‐ Creature (C)
[MP: 1; P/B: 13/‐; Playable: double Wilderness [
Giant. One strike. Two Wildernesses [

]]

] in the site path are required. (E)

GIANT SPIDERS ‐ Creature (C)
[MP: 1; P/B: 10/‐; Playable: double Wilderness [
]]
Spiders. Two strikes. If the body check for a non‐Wizard character wounded by Giant Spiders equals the character’s body, the
character is discarded. May also be played keyed to Heart of Mirkwood, Southern Mirkwood, Western Mirkwood, and Woodland
Realm; and may also be played at Ruins & Lairs [ ], Shadow‐holds [ ], and Dark‐holds [ ] in these regions. Two
Wildernesses [

] in site path are otherwise required.

THE GREAT GOBLIN ‐ Creature (R)
[MP: 2; P/B: 12/7; Playable: Dark‐holds [ ]]
Unique. Orc. One strike. May also be played on a company moving from Rivendell to Lórien or from Lórien to Rivendell.
May also be played keyed to High Pass and at sites in High Pass. (E)
HALF‐TROLLS OF FAR HARAD ‐ Creature (C)
[MP: 1; P/B: 10/‐; Playable: Shadow‐lands [
Trolls. Two strikes.

], Dark‐domains [

], Shadow‐holds [ ] and Dark‐holds [ ]]

HOARMÛRATH OF DÍR ‐ Creature/Permanent‐event (R)
[MP: 5; P/B: 15/9; Playable: Dark‐domains [ ] and Dark‐holds [ ]]
Unique. Nazgûl (6th). May be played as a hazard creature (with one strike) or as a permanent‐event. As a creature, may also be
played keyed to Dagorlad, Ithilien, Gorgoroth, and Khand; and may also be played at sites in these regions. If played as a
permanent‐event, it will remain in play until tapped during the opponent’s movement/hazard phase (tapping counts against the
hazard limit). When tapped, Hoarmûrath of Dír becomes a short‐event and gives +1 strike to any one attack.
HUORN ‐ Creature (C)
[MP: 1; P/B: 10/‐; Playable: Wilderness [ ]]
Awakened Plant. One strike. May also be played at Drúadan Forest, Old Forest, and Wellinghall. May also be played keyed to
Heart of Mirkwood, Southern Mirkwood, Western Mirkwood, and Woodland Realm; and may also be played at Ruins & Lairs [ ]
and Shadow‐holds [ ] in these regions. (E)
INDÛR DAWNDEATH ‐ Creature/Permanent‐event (R)
[MP: 5; P/B: 15/10; Playable: Dark‐domains [ ] and Dark‐holds [ ]]
Unique. Nazgûl (4th). May be played as a hazard creature (with one strike) or as a permanent‐event. As a creature, may also be
played keyed to Harondor, Imlad Morgul, Gorgoroth, and Khand; and may also be played at sites in these regions. If played as a
permanent‐event, it will remain in play until tapped during the opponent’s movement/hazard phase (tapping counts against the
hazard limit). When tapped, Indûr Dawndeath becomes a short‐event and makes any wounded character discard an item (but not a
ring).
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KHAMÛL THE EASTERLING ‐ Creature/Permanent‐event (R)
[MP: 6; P/B: 18/8; Playable: Dark‐domains [ ] and Dark‐holds [ ]]
Unique. Nazgûl (2nd). May be played as a hazard creature (with one strike) or as a permanent‐event. As a creature, may also be
played keyed to Brown Lands, Heart of Mirkwood, Gorgoroth, and Southern Mirkwood; may also be played at sites in those
regions. If played as a permanent‐event, it will remain in play until tapped during the opponent’s movement/hazard phase (tapping
counts against the hazard limit). When tapped, Khamûl the Easterling becomes a short‐event and forces opponent to discard one
card of his choice for every Nazgûl permanent‐event in play (including this one).
LEUCARUTH ‐ Creature (R)
[MP: 4; P/B: 16/8]
Unique. May be played at Irerock. Dragon. Two strikes. If Doors of Night is in play, may also be played keyed to Grey Mountain
Narrows, Iron Hills, Northern Rhovanion, and Withered Heath; and may also be played at sites in these regions.
MOUTH OF SAURON ‐ Creature/Short‐event (R)
[MP: 3; P/B: 13/8; Playable: Dark‐domains [ ] and Dark‐holds [ ]]
Unique. Man. May be played as a hazard creature (with one strike) or as a short‐event. If played as a short‐event, bring any
hazard card from your discard pile back into your hand. (E)
MÛMAK (OLIPHANT) ‐ Creature (R)
[MP: 1; P/B: 12/‐]
Animals. May be played keyed to Dagorlad, Gorgoroth, Horse Plains, Ithilien, Khand, Nurn, Ûdun; and may also be played at sites
in these regions. May also be played (on the same turn and on the same company as Corsairs of Umbar) keyed to Andrast,
Anfalas, Belfalas, Lebennin; and at Ruins & Lairs [ ] and Shadow‐holds [ ] in these regions.
NEEKER‐BREEKERS ‐ Creature (P)
[MP: 1; P/B: 7/‐; Playable: Border‐lands [ ], Wilderness [ ], Shadow‐lands [ ], Dark‐domains [ ] and Ruins & Lairs [ ]]
Animals. Each character in the company faces one strike. His prowess against such a strike is equal to his mind attribute. Any
character that would normally be wounded is only tapped instead ‐ no body checks are made.
OLD MAN WILLOW ‐ Creature (U)
[MP: 1; P/B: 13/‐; Playable: double Wilderness [
]]
Awakened Plant. One strike. 15 prowess against Hobbits. May also be played keyed to Fangorn, Heart of Mirkwood, Southern
Mirkwood, and Western Mirkwood; and may also be played at Ruins & Lairs [ ], Shadow‐holds [ ], and Dark‐holds [ ] in these
regions. Also playable at Old Forest and Drúadan Forest. Two Wildernesses [

] in site path are required. (E)

OLOG‐HAI (TROLLS) ‐ Creature (U)
[MP: 2; P/B: 10/5; Playable: Shadow‐lands [
Trolls. Three strikes.

], Dark‐domains [

] and Dark‐holds [ ]]

ORC‐GUARD ‐ Creature (C)
[MP: 1; P/B: 8/‐; Playable: Shadow‐lands [
Orcs. Five strikes.

], Dark‐domains [

], Shadow‐holds [ ] and Dark‐holds [ ]]

ORC‐LIEUTENANT ‐ Creature (U)
[MP: 1; P/B: 7/‐; Playable: Wilderness [

], Shadow‐lands [

], Dark‐domains [

], Ruins & Lairs [ ], Shadow‐holds [ ] and

Dark‐holds [ ]]
Orcs. One strike. If played on a company that has already faced an Orc attack this turn, Orc‐lieutenant receives +4 prowess.
ORC‐PATROL ‐ Creature (C)
[MP: 1; P/B: 6/‐; Playable: Wilderness [
Dark‐holds [ ]]
Orcs. Three strikes.

], Shadow‐lands [

], Dark‐domains [

], Ruins & Lairs [ ], Shadow‐holds [ ] and
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ORC‐RAIDERS ‐ Creature (C)
[MP: 1; P/B: 6/‐; Playable: Border‐lands [
Orcs. Four strikes.

], Wilderness [

] and Ruins & Lairs [ ]]

ORC‐WARBAND ‐ Creature (C)
[MP: 1; P/B: 4/‐; Playable: Wilderness [

], Shadow‐lands [

], Dark‐domains [

], Ruins & Lairs [ ], Shadow‐holds [ ] and

Dark‐holds [ ]]
Orcs. Five strikes. If played on a company that has already faced an Orc attack this turn, Orc‐warband receives +3 prowess.
ORC‐WARRIORS ‐ Creature (C)
[MP: 1; P/B: 7/‐; Playable: Border‐lands [
Orcs. Three strikes.

], Wilderness [

] and Ruins & Lairs [ ]]

ORC‐WATCH ‐ Creature (C)
[MP: 1; P/B: 9/‐; Playable: Shadow‐lands [
Orcs. Three strikes.

], Dark‐domains [

], Shadow‐holds [ ] and Dark‐holds [ ]]

PICK‐POCKET ‐ Creature (U)
[MP: 1; P/B: 11/‐; Playable: Free‐holds [ ] and Border‐holds [ ]]
Men. One strike. Attacker chooses the defending characters. For each successful strike, an item the defending character bears must
be discarded (defenderʹs choice); he is not harmed.
PÛKEL‐MEN ‐ Creature (R)
[MP: 1; P/B: 11/‐; Playable: Shadow‐holds [ ] and Dark‐holds [ ]]
Pûkel‐creature. Two strikes. May also be played at Ruins & Lairs [ ] sites in the following regions: Andrast, Anfalas, Anórien,
Dunland, Enedhwaith, Gap of Isen, Lamedon, Old Pûkel Gap, Old Pûkel‐land, and Rohan. (E)
REN THE UNCLEAN ‐ Creature/Permanent‐event (R)
[MP: 5; P/B: 15/10; Playable: Dark‐domains [ ] and Dark‐holds [ ]]
Unique. Nazgûl (8th). May be played as a hazard creature (with one strike) or as a permanent‐event. As a creature, may also be
played keyed to Dagorlad, Ithilien, Gorgoroth, and Horse Plains; and may also be played at sites in these
regions. If played as a permanent‐event, it will remain in play until tapped during the opponent’s movement/hazard phase (tapping
counts against the hazard limit). When tapped, Ren the Unclean becomes a short‐event: each character in play must make a
corruption check.
ROGROG ‐ Creature (R)
[MP: 2; P/B: 13/8; Playable: Dark‐domains [
Unique. Troll. One strike.

], Shadow‐holds [ ] and Dark‐holds [ ]]

SHELOB ‐ Creature/Permanent‐event (R)
[MP: 6; P/B: 18/9]
Unique. Spider. May be played as a hazard creature (with one strike) or as a permanent‐event. As a creature, may be played at any
site in Imlad Morgul or Gorgoroth. If Doors of Night is in play, Shelob may be played as a permanent‐event that gives +1 prowess
and +1 strikes to all Spider and Animal attacks. She may opt to attack from a permanent‐ event state and receive these bonuses, but
her attack counts as one against the hazard limit. Discard when Shelob attacks or when Doors of Night leaves play.
SILENT WATCHER ‐ Creature (R)
[MP: 1; P/B: 8/‐; Playable: Shadow‐holds [ ] and Dark‐holds [ ]]
Pûkel‐creature. Each character in the company faces one strike. (E)
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SLAYER ‐ Creature (C)
[MP: 2; P/B: 11/‐; Playable: Border‐lands [ ] and Border‐holds [ ]]
Slayer. Two attacks (of one strike each) against the same character. Attacker chooses defending character. The defender may tap
one character in the same company to cancel one of these attacks. (E)
SMAUG ‐ Creature (R)
[MP: 5; P/B: 17/8]
Unique. May be played at The Lonely Mountain. Dragon. Two strikes. Attacker chooses defending character. If Doors of Night is in
play, may also be played keyed to Grey Mountain Narrows, Iron Hills, Northern Rhovanion, and Withered Heath; and may also be
played at sites in these regions.
THIEF ‐ Creature (R)
[MP: 1; P/B: 15/‐; Playable: Border‐lands [ ] and Border‐holds [ ]]
Men. One strike. For each successful strike, an item held by the defending company must be discarded (defenderʹs choice); the
defending character is not harmed.
ʺTOMʺ (TÛMA) ‐ Creature (U)
[MP: 1; P/B: 13/‐; Playable: double Wilderness [
]]
Unique. Troll. One strike. If played after ʺBertʺ or ʺWilliamʺ and if keyed to the same site path against the same company, each
character wounded by ʺTomʺ must discard all non‐special items he bears. Two Wildernesses [

] in site path are required.

ÛVATHA THE HORSEMAN ‐ Creature/Permanent‐event (R)
[MP: 5; P/B: 15/9; Playable: Dark‐domains [ ] and Dark‐holds [ ]]
Unique. Nazgûl (9th). May be played as a hazard creature (with one strike) or as a permanent‐event. As a creature, may also be
played keyed to Harondor, Horse Plains, Gorgoroth, and Khand; and may also be played at sites in these regions. If played as a
permanent‐event, it will remain in play until tapped during the opponent’s movement/hazard phase (tapping counts against the
hazard limit). When tapped, Ûvatha the Horseman becomes a short‐event and you may bring one hazard creature from your
discard pile to your hand.
WARGS ‐ Creature (C)
[MP: 1; P/B: 9/‐; Playable: Border‐lands [
Wolves. Two strikes.

], Wilderness [

] and Shadow‐lands [

]]

WATCHER IN THE WATER ‐ Creature (U)
[MP: 1; P/B: 8/‐; Playable: double Wilderness [

] and Coastal Seas [

]]

Animal. Each character in the company faces one strike. May also be played at Moria. Two Wildernesses [
required.

] in the site path are

ʺWILLIAMʺ (WÛLUAG) ‐ Creature (U)
[MP: 1; P/B: 11/‐; Playable: Wilderness [ ], Shadow‐lands [ ], Dark‐domains [ ], Shadow‐holds [ ] and Dark‐holds [ ]]
Unique. Troll. One strike. If played after ʺBertʺ or ʺTomʺ and if keyed to the same site path against the same company, each
character wounded by ʺWilliamʺ must discard all non‐special items he bears.
WITCH‐KING OF ANGMAR ‐ Creature/Permanent‐event (R)
[MP: 6; P/B: 17/12; Playable: Dark‐domains [ ] and Dark‐holds [ ]]
Unique. Nazgûl (1st). May be played as a hazard creature (with one strike) or as a permanent‐event. As a creature, may also be
played keyed to Angmar, Gundabad, Gorgoroth, and Imlad Morgul; and may also be played at sites in these regions. If played as a
permanent‐event, it will remain in play until tapped during the opponent’s movement/hazard phase (tapping counts against the
hazard limit). When tapped, Witch‐king of Angmar becomes a long‐event and causes all Shadow‐holds [ ] to become
Dark‐holds [ ].
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WOLVES ‐ Creature (C)
[MP: 1; P/B: 8/‐; Playable: Border‐lands [
Wolves. Three strikes. (E)

] and Wilderness [

]]

HAZARD EVENTS
AROUSE DENIZENS ‐ Short‐event (C)
The prowess of one automatic‐attack at a Ruins & Lairs [ ] site is increased by 3 until the end of the turn. Cannot be
duplicated at a given site.
AROUSE MINIONS ‐ Short‐event (C)
The prowess of one automatic‐attack at a Shadow‐hold [ ] or Dark‐hold [ ] site is increased by 3 until the end of the turn.
Cannot be duplicated at a given site.
AWAKEN DENIZENS ‐ Long‐event (C)
The number of strikes for each automatic‐attack at a Ruins & Lairs [ ] site is doubled. Cannot be duplicated.
AWAKEN MINIONS ‐ Long‐event (C)
The number of strikes for each automatic‐attack at a Shadow‐hold [ ] site or at a Dark‐hold [ ] site is doubled. Cannot be
duplicated.
AWAKEN THE EARTHʹS FIRE ‐ Short‐event (U)
Environment. Modify the prowess of one auto‐attack at a Shadow‐hold [ ] or Dark‐hold [ ] site by +2.
Alternatively, if Doors of Night is in play, treat one Shadow‐land [
duplicated.

] as a Dark‐domain [

] until end of the turn. Cannot be

THE BALANCE OF THINGS ‐ Long‐event (R)
Unique. Each character has the corruption points doubled for one of his sources of corruption (the player controlling the character
chooses).
BALROG OF MORIA ‐ Permanent‐event (r)
[MP: 5]
Unique. The Balrog appears in Moria. The Moria site gains a second automatic‐attack of 1 strike with 18 prowess and no body. If
this 2nd automatic attack is defeated, this permanent‐event is removed from play (i.e., the Balrog is defeated). If your opponent
defeats this 2nd automatic‐attack, he receives the marshalling points. In addition, unless Galadriel is at Lórien or she is not in play,
Lórien is considered a Free‐hold [ ] (for purposes of healing and playing hazards). +2 prowess to all automatic‐attacks at sites in
Hollin, Redhorn Gate, and Wold & Foothills.
BANE OF THE ITHIL‐STONE ‐ Permanent‐event (R)
Corruption points for Palantíri are doubled. Automatically cancels any effect that causes a player to search through or look at any
portion of a play deck or a discard pile outside of the normal sequence of play. Discard Bane of the Ithil‐ stone whenever a play
deck is exhausted. Cannot be duplicated.
THE BURDEN OF TIME ‐ Permanent‐event (U)
[CP: 2]
Corruption. Playable on an Elf not in a Haven [

]. Target Elf receives 2 corruption points and must make a corruption check

during each of his untap phases if he is not in a Haven [ ]. Cannot be duplicated on a given Elf. During his organization phase, an
Elf with this card may tap to attempt to remove it. Make a roll (or draw a #): if this result is greater than 7, discard this card.
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CALL OF HOME ‐ Short‐event (C)
Playable on a non‐Wizard character that is not the bearer of The One Ring. The character’s player must make a roll (or draw a #);
return the character to the playerʹs hand if the result plus his unused general influence is less than 10. Any one item held by a
character removed in this fashion may automatically be transferred to another character in his company.
CALL OF THE SEA ‐ (U)
Short‐event Playable on a Elf character. The character’s player must make a roll (or draw a #). Return the character to the playerʹs
hand if this result plus his unused general influence is less than 10. This result is modified by ‐3 if the character’s company moved
this turn using a site path containing a Coastal Sea [ ]. Any one item held by a character removed in this fashion may
automatically be transferred to another character in his company.
CHOKING SHADOWS ‐ Short‐event (C)
Environment. Modify the prowess of one automatic‐attack at a Ruins & Lairs [ ] site by +2..
Alternatively, if Doors of Night is in play, treat one Wilderness [

] as a Shadow‐land [

] or one Ruins & Lairs [ ] as a

Shadow‐hold [ ] until the end of the turn. Cannot be duplicated.
CLOUDS ‐ Long‐event (R)
Environment. If Doors of Night is in play, the prowess of each hazard creature is modified by +2. Cannot be duplicated.
DESPAIR OF THE HEART ‐ Permanent‐event (C)
[CP: 2]
Corruption. A non‐Wizard, non‐Hobbit character receives 2 corruption points. Target character makes a corruption check each time a
character in his company becomes wounded. Cannot be duplicated on a given character. During his organization phase, a character
with this card may tap to attempt to remove it. Make a roll (or draw a #): if this result is greater than 4, discard this card.
DOORS OF NIGHT ‐ Permanent‐event (F)
Environment. All resource environment cards in play are immediately discarded, and all resource environment effects are canceled.
Cannot be duplicated.
DRAGONʹS DESOLATION ‐ Short‐event (U)
The prowess of one Dragon attack is modified by +2.
Alternatively, it may be played on a Ruins & Lairs [ ] that has two Wildernesses [ ] in its site path (only one Wilderness [
required if Doors of Night is in play) ‐ one Dragon hazard creature may be played on a company at that site this turn.

] is

DROWNING SEAS ‐ Short‐event (U)
Environment. Playable on a company that moved this turn to a site with a Coastal Sea [ ] in its site path. Target company loses
one item of its choice and its player must randomly discard two cards from his hand.
Alternatively, if Doors of Night is in play, target company must immediately return to its site of origin. Cannot be duplicated. (E)
EYE OF SAURON ‐ Long‐event (R)
The prowess of each automatic‐attack is increased by one. If Doors of Night is in play, the prowess of each automatic‐ attack is
increased by three.
FELL BEAST ‐ Short‐event (R)
The number of strikes of one Nazgûl hazard creature is increased by one and its prowess is decreased by 2. Attacker chooses
defending characters.
Additionally, target Nazgûl may be played keyed to a Shadow‐land [
Nazgûl.

] or Shadow‐hold [ ]. Cannot be duplicated on a given

FELL WINTER ‐ Long‐event (C)
Environment. Each Border‐hold [ ] receives an automatic‐attack: Wolves ‐ strikes with 7 prowess.
Additionally, if Doors of Night is in play, treat all Free‐domains [
Wildernesses [

]. Cannot be duplicated.

] as Border‐lands [

] and all Border‐lands [

] as
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FOUL FUMES ‐ Long‐event (C)
Environment. Each moving company that has a Shadow‐land [
origin unless it contains a ranger.

] or a Dark‐domain [

] in its site path must return to its site of

Additionally, if Doors of Night is in play, each non‐Haven site in play with a Shadow‐ land or a Dark‐domain [
tapped. Cannot be duplicated.

] in its site path is

FURY OF THE IRON CROWN ‐ Short‐event (P)
Unique. May not be played if The Iron Crown is in play. The prowess of one strike of an attack by an Orc, Troll, Man, or Nazgûl creature
is increased by +4. After the attack is resolved, if the creature is not a Nazgûl: the creature is removed from play (defender receives
the marshalling points); and, in addition, if the defender has The Iron Crown in his hand, he may immediately play it with a
character in the defending company.
GLOOM ‐ Short‐event (C)
Environment. Playable only on a company that is moving this turn. One character (attackerʹs choice) in that company suffers ‐1 to
his prowess until the end of the turn.
Alternatively, if Doors of Night is in play, treat one Border‐land [

] as a Wilderness [

] or one Border‐hold [ ] as a Ruins &

Lairs [ ] until the end of the turn. Cannot be duplicated.
GREED ‐ Short‐event (C)
Playable on a site. Until the end of the turn, each non‐Hobbit, non‐Wizard character at the site must make a corruption check each
time an item is played at the site. The character playing an item need not make a corruption check. When a character makes one
of these corruption checks, it is modified by subtracting the corruption points that the item would normally give the character if he
controlled the item. Cannot be duplicated on a given site.
LONG WINTER ‐ Long‐event (C)
Environment. Each moving company that has at least two Wildernesses [
it contains a ranger.

] in its site path must return to its site of origin unless

Additionally, if Doors of Night is in play, each non‐Haven site in play with at least two Wildernesses [
tapped. Cannot be duplicated.

] in its site path is

LOST AT SEA ‐ Short‐event (R)
Playable on a company that is moving this turn. If the company has a Coastal Sea [
during its site phase.

] in its site path, it may do nothing at the site

LOST IN BORDER‐LANDS ‐ Short‐event (C)
Playable on a company that is moving this turn. You may play one additional hazard on target company for each
Border‐land [

] in its site path.

LOST IN DARK‐DOMAINS ‐ Short‐event (R)
Playable on a company that is moving this turn. If the company has a Dark‐domain [
doubled until the end of the turn.

] in its site path, its hazard limit is

LOST IN FREE‐DOMAINS ‐ Short‐event (C)
Playable on a company that is moving this turn. If the company has a Free‐domain [
site during its site phase.

] in its site path, it may do nothing at the

LOST IN SHADOW‐LANDS ‐ Short‐event (C)
Playable on a company that is moving this turn. You may play one additional hazard on target company for each
Shadow‐land [

] in its site path.

LOST IN THE WILDERNESS ‐ Short‐event (C)
Playable on a company that is moving this turn. You may play one additional hazard on target company for each Wilderness
[

] in its site path.

Middle‐earth CCG ‐ Full Spoiler List

18

LURE OF CREATION ‐ Permanent‐event (U)
[CP: 2]
Corruption. A revealed Wizard receives 2 corruption points and makes a corruption check at the end of any movement/hazard
phase in a turn during which his company moved to a Haven [ ]. Cannot be duplicated on a given Wizard. During his
organization phase, a Wizard with this card may tap to attempt to remove it. Make a roll (or draw a #): if this result is greater
than 6, discard this card.
LURE OF EXPEDIENCE ‐ Permanent‐event (C)
[CP: 2]
Corruption. Does not affect Hobbits and Wizards. A character receives 2 corruption points. Target character makes a corruption check
each time a character in his company gains an item. Cannot be duplicated on a given character. During his organization phase, a
character with this card may tap to attempt to remove it. Make a roll (or draw a #): if this result is greater than 5, discard this card.
LURE OF NATURE ‐ Permanent‐event (C)
[CP: 2]
Corruption. Does not affect Hobbits and Dwarves. A character receives 2 corruption points. Target character makes one corruption
check after all other hazards have been played for each Wilderness [ ] in the site path that his company moved through that turn.
Cannot be duplicated on a given character. During his organization phase, a character with this card may tap to attempt to remove it.
Make a roll (or draw a #): if this result is greater than 4, discard this card.
LURE OF POWER ‐ Permanent‐event (R)
The next non‐Hobbit character to make a successful influence attempt (e.g., against a faction, an opponent’s character, etc.) must
immediately make a corruption check modified by ‐4. Discard this card after this corruption check.
LURE OF THE SENSES ‐ Permanent‐event (C)
[CP: 2]
Corruption. A character receives 2 corruption points. Target character makes a corruption check at the end of his untap phase if he
is at a Haven [ ]. Cannot be duplicated on a given character. During his organization phase, a character with this card may tap to
attempt to remove it. Make a roll (or draw a #): if this results is greater than 6, discard this card.
MINIONS STIR ‐ Long‐event (U)
The number of strikes and prowess of each Orc and Troll attack is increased by one (by two for Orcs if Doors of Night is in play). Cannot
be duplicated.
MORGUL NIGHT ‐ Long‐event (R)
Environment. Playable only if Doors of Night is in play, treat all Wildernesses [
as Dark‐domains [

] as Shadow‐lands [

] and all Shadow‐lands [

]

]. Cannot be duplicated.

MORGUL‐HORSE ‐ Short‐event (R)
This card allows you to place a tapped Nazgûl permanent‐event back into your hand instead of discarding it.
Alternatively, allows a Nazgûl to be played keyed to a Shadow‐land [

].

MORGUL‐KNIFE ‐ Permanent‐event (R)
[CP: 4]
A Nazgûlʹs prowess is modified by +2. Discard if attack doesnʹt wound a character. Corruption. One character (attackerʹs choice)
wounded by an attack modified by this card receives 4 corruption points (place this card under the character). If at a Haven [ ]
during his untap phase, a character with this card may attempt to remove it (but he may not untap or heal). Make a roll (or draw a
#): if this result is greater than 4, discard this card. Cannot be duplicated on a given Nazgûl.
MUSTER DISPERSES ‐ Short‐event (C)
Affects a faction already in play. The factionʹs player makes a roll (or draws a #), the faction is discarded if the result plus his
unused general influence is less than 11.
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THE NAZGÛL ARE ABROAD ‐ Permanent‐event (R)
Nazgûl may attack the company containing the bearer of The One Ring at any site that is not a Free‐hold [ ] or Haven [

].

Nazgûl may attack any company possessing any ring in a Shadow‐land [ ] or Shadow‐hold [ ]. If Doors of Night is in play, at
the end of each turn, each player may return one Nazgûl permanent‐event from his discard pile to his hand. Cannot be
duplicated.
NEW MOON ‐ Short‐event (U)
Environment. Tap one Elf character.
Alternatively, if Doors of Night is in play, treat one Free‐domain [

] as a Border‐land [

] or one Free‐hold [ ] as a

Border‐hold [ ] until the end of the turn. Cannot be duplicated.
NIGHT ‐ Long‐event (C)
Environment. The prowess of each non‐ranger Dúnadan is modified by ‐1.
Additionally, if Doors of Night is in play, the prowess of all attacks are modified by +1 and the prowess of each Man and Dúnadan
is modified by ‐1. Cannot be duplicated.
THE PALE SWORD ‐ Permanent‐event (R)
[CP: 6]
Unique. A Nazgûlʹs prowess is modified by +1; if used with the Witch‐king of Angmar, his prowess is increased by +1
plus the number of Nazgûl permanent‐events in play. Discard if attack doesnʹt wound a character. Corruption. One
character wounded by an attack modified by this card receives 6 corruption points (place this card under the character).
If at a Haven [ ] during his untap phase, a character with this card may attempt to remove it instead of untapping or
healing. Make a roll (or draw a #): if this result is greater than 5, discard this card. May not be duplicated on a given
Nazgûl.
PLAGUE OF WIGHTS ‐ Long‐event (U)
The prowess of all Undead attacks is increased by one.
Additionally, if Doors of Night is in play, the number of strikes for each Undead attack is doubled. Cannot be duplicated.
THE PRECIOUS ‐ Short‐event (R)
A character in the same company as The One Ring (not the bearer himself) must make a corruption check modified by ‐ 2..
If he fails, discard The One Ring along with the target character.
THE RINGʹS BETRAYAL ‐ Short‐event (U)
The bearer of a Ring must make a corruption check modified by ‐2. If the bearer fails this corruption check, his Ring is discarded,
but he remains in play.
RIVER ‐ Short‐event (C)
Playable on a site. If a company that has moved to this site this turn does not tap a ranger, it must do nothing during its site
phase. (E)
SIEGE ‐ Permanent‐event (R)
Playable on a Border‐hold [ ] or Free‐hold [ ] site. A company at this site must face an Orc attack of three strikes at 7 prowess at
the beginning of its site phase. At the end of the organization phase, a company at a site with Siege on it must make a roll (or draw a #)
and subtract one from the result for every non‐scout character it contains. If this result is less than 5, the company may not move
this turn. Discard when the site card is discarded or when the site card is returned to the location deck. Cannot be duplicated on a
given site.
SNOWSTORM ‐ Long‐event (R)
Environment. Playable only if Doors of Night is in play. Each moving company with a Wilderness [
to its site of origin. Cannot be duplicated.

] in its site path must return
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STORMS OF OSSË ‐ Long‐event (R)
Environment. Playable only if Doors of Night is in play. Each non‐Haven site in play with a Coastal Sea [
tapped. Cannot be duplicated.

] in its site path is

TOOKISH BLOOD ‐ Short‐event (C)
Playable on a Hobbit character. The Hobbitʹs player must make a roll (or draw a #); return the Hobbit to the playerʹs hand if the
result plus his unused general influence is less then 11. If the Hobbit is removed from play, one of his items may be transferred to
another character in his company; any other cards under his control are discarded.
Alternatively, this card can be played as a resource card. For the rest of the turn, the target Hobbit cannot be discarded or returned
to its ownerʹs hand for any reason.
TRAITOR ‐ Permanent‐event (R)
When the next character fails a corruption check, he becomes a ʺtraitorʺ and an attack is immediately made against a character in the
traitorʹs company. The character to be attacked is chosen by the player who does not control the traitorʹs company. The prowess of
the attack is equal to the prowess of the traitor plus 10. Any resulting body check is modified by +1. This card is discarded when a
character fails his corruption check. (E)
TWILIGHT ‐ Short‐event (C)
Environment. One environment card in play is immediately discarded. This card may also be played as a resource. This card may
be played at any time during any playerʹs turn. (E)
WAKE OF WAR ‐ Long‐event (U)
The number of strikes and prowess of each Wolf, Spider, and Animal attack are increased by one (by two for Wolves if Doors of
Night is in play). Cannot be duplicated.
WEARINESS OF THE HEART ‐ Short‐event (C)
The prowess of a character is modified by ‐1 until the end of the turn.
Alternatively, the target character is forced to make a corruption check. Cannot be duplicated.
THE WILL OF SAURON ‐ Permanent‐event (R)
Playable only if Doors of Night is in play. All hazard long‐events remain in play until this card is discarded. Discard this card when
Doors of Night leaves play, or when any play deck is exhausted. When this card is discarded, all hazard long‐events are discarded.
Cannot be duplicated.
THE WILL OF THE RING ‐ Short‐event (R)
The bearer of The One Ring makes a corruption check modified by ‐4.
WORDS OF POWER AND TERROR ‐ Short‐event (R)
Modify the prowess of all characters in a company attacked by a Nazgûl by ‐1 until the end of the turn. Cannot be
duplicated on a given company.

REGIONS
ANDRAST ‐ Wilderness (C)
Adjacent Regions: Andrast Coast, Anfalas, Bay of Belfalas, Eriadoran Coast, Old Pûkel‐land
ANDRAST COAST ‐ Coastal Seas (C)
Adjacent Regions: Andrast, Bay of Belfalas, Eriadoran Coast
ANDUIN VALES ‐ Border‐lands (C)
Adjacent Regions: Brown Lands, Grey Mountain Narrows, Gundabad, High Pass, Southern Mirkwood, Western
Mirkwood, Wold and Foothills, Woodland Realms
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ANFALAS ‐ Wilderness (C)
Adjacent Regions: Andrast, Bay of Belfalas, Belfalas, Lamedon, Old Pûkel Gap
ANGMAR ‐ Shadow‐land (C)
Adjacent Regions: Arthedain, Forochel, Gundabad, Rhudaur
ANÓRIEN ‐ Free‐domains (C)
Adjacent Regions: Ithilien, Lebennin, Rohan
ARTHEDAIN ‐ Wilderness (C)
Adjacent Regions: Angmar, Cardolan, Forochel, Lindon, Númeriador, Rhudaur, The Shire
BAY OF BELFALAS ‐ Coastal Seas (C)
Adjacent Regions: Andrast Coast, Andrast, Mouths of the Anduin, Anfalas, Belfalas
BELFALAS ‐ Free‐domains (C)
Adjacent Regions: Mouths of the Anduin, Anfalas, Bay of Belfalas, Lamedon, Lebennin
BROWN LANDS ‐ Shadow‐lands (C)
Adjacent Regions: Anduin Vales, Dagorlad, Southern Mirkwood, Wold and Foothills
CARDOLAN ‐ Wilderness (C)
Adjacent Regions: Arthedain, Dunland, Enedhwaith, Eriadoran Coast, Hollin, Rhudaur, The Shire
DAGORLAD ‐ Shadow‐lands (C)
Adjacent Regions: Brown Lands, Horse Plains, Ithilien, Southern Mirkwood, Southern Rhovanion
DORWINION ‐ Border‐lands (C)
Adjacent Regions: Northern Rhovanion, Southern Rhovanion
DUNLAND ‐ Wilderness (C)
Adjacent Regions: Cardolan, Enedhwaith, Hollin
ELVEN SHORES ‐ Coastal Seas (C)
Adjacent Regions: Eriadoran Coast, Lindon
ENEDHWAITH ‐ Wilderness (C)
Adjacent Regions: Cardolan, Dunland, Eriadoran Coast, Gap of Isen, Old Pûkel‐land
ERIADORAN COAST ‐ Coastal Seas (C)
Adjacent Regions: Andrast, Andrast Coast, Cardolan, Elven Shores, Enedhwaith, Old Pûkel‐land
FANGORN ‐ Wilderness (C)
Adjacent Regions: Gap of Isen, Rohan, Wold and Foothills
FOROCHEL ‐ Wilderness (C)
Adjacent Regions: Angmar, Arthedain, Númeriador
GAP OF ISEN ‐ Border‐lands (C)
Adjacent Regions: Enedhwaith, Fangorn, Old Pûkel‐land, Rohan
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GORGOROTH ‐ Dark‐domains (C)
Adjacent Regions: Imlad Morgul, Nurn, Ûdun
GREY MOUNTAIN NARROWS ‐ Shadow‐lands (C)
Adjacent Regions: Anduin Vales, Northern Rhovanion, Withered Heath, Woodland Realm
GUNDABAD ‐ Dark‐domains (C)
Adjacent Regions: Anduin Vales, Angmar
HARONDOR ‐ Wilderness (C)
Adjacent Regions: Mouths of the Anduin, Ithilien, Khand
HEART OF MIRKWOOD ‐ Wilderness (C)
Adjacent Regions: Northern Rhovanion, Southern Mirkwood, Southern Rhovanion, Western Mirkwood, Woodland
Realm
HIGH PASS ‐ Wilderness (C)
Adjacent Regions: Anduin Vales, Rhudaur
HOLLIN ‐ Wilderness (C)
Adjacent Regions: Cardolan, Dunland, Redhorn Gate, Rhudaur
HORSE PLAINS ‐ Shadow‐lands (C)
Adjacent Regions: Dagorlad, Nurn, Southern Rhovanion
IMLAD MORGUL ‐ Shadow‐lands (C)
Adjacent Regions: Gorgoroth, Ithilien
IRON HILLS ‐ Wilderness (C)
Adjacent Regions: Northern Rhovanion, Withered Heath
ITHILIEN ‐ Wilderness (C)
Adjacent Regions: Anórien, Dagorlad, Harondor, Imlad Morgul
KHAND ‐ Shadow‐lands (C)
Adjacent Regions: Harondor, Nurn
LAMEDON ‐ Border‐lands (C)
Adjacent Regions: Anfalas, Belfalas, Lebennin
LEBENNIN ‐ Free‐domains (C)
Adjacent Regions: Mouths of the Anduin, Anórien, Belfalas, Lamedon
LINDON ‐ Free‐domains (C)
Adjacent Regions: Arthedain, Elven Shores, Númeriador
MOUTHS OF THE ANDUIN ‐ Coastal Seas (C)
Adjacent Regions: Bay of Belfalas, Belfalas, Harondor, Lebennin
NORTHERN RHOVANION ‐ Wilderness (C)
Adjacent Regions: Dorwinion, Heart of Mirkwood, Iron Hills, Southern Rhovanion, Withered Heath, Woodland Realms, Grey
Mountain Narrows
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NÚMERIADOR ‐ Wilderness (C)
Adjacent Regions: Arthedain, Forochel, Lindon
NURN ‐ Dark‐domains (C)
Adjacent Regions: Gorgoroth, Horse Plains, Khand
OLD PÛKEL GAP ‐ Wilderness (C)
Adjacent Regions: Anfalas, Old Pûkel‐land
OLD PÛKEL‐LAND ‐ Wilderness (C)
Adjacent Regions: Andrast, Enedhwaith, Eriadoran Coast, Gap of Isen, Old Pûkel Gap
REDHORN GATE ‐ Wilderness (C)
Adjacent Regions: Hollin, Wold and Foothills
RHUDAUR ‐ Wilderness (C)
Adjacent Regions: Angmar, Arthedain, Cardolan, High Pass, Hollin
ROHAN ‐ Border‐lands (C)
Adjacent Regions: Anórien, Fangorn, Gap of Isen, Wold and Foothills
SOUTHERN MIRKWOOD ‐ Dark‐domains (C)
Adjacent Regions: Anduin Vales, Brown Lands, Dagorlad, Heart of Mirkwood, Southern Rhovanion, Western
Mirkwood
SOUTHERN RHOVANION ‐ Wilderness (C)
Adjacent Regions: Dagorlad, Dorwinion, Heart of Mirkwood, Horse Plains, Northern Rhovanion, Southern Mirkwood
THE SHIRE ‐ Free‐domains (C)
Adjacent Regions: Arthedain, Cardolan
ÛDUN ‐ Dark‐domains (C)
Adjacent Regions: Gorgoroth
WESTERN MIRKWOOD ‐ Wilderness (C)
Adjacent Regions: Anduin Vales, Heart of Mirkwood, Southern Mirkwood, Woodland Realm
WITHERED HEATH ‐ Wilderness (C)
Adjacent Regions: Iron Hills, Northern Rhovanion, Grey Mountain Narrows
WOLD & FOOTHILLS ‐ Wilderness (C)
Adjacent Regions: Anduin Vales, Brown Lands, Fangorn, Redhorn Gate, Rohan
WOODLAND REALM ‐ Border‐lands (C)
Adjacent Regions: Anduin Vales, Heart of Mirkwood, Northern Rhovanion, Western Mirkwood, Grey Mountain
Narrows
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ALLIES
BILL THE PONY ‐ Ally (U)
[MP: 1; Mind: 1; P/B: ‐2/10]
Unique. Playable at Bree of Bag End; playable even if the site is tapped. If at a non‐Haven site and if his companyʹs size is three
of less, you may discard Bill the Pony at the end of his companyʹs turn and replace its site with the nearest Haven [

]. (E)

GOLDBERRY ‐ Ally (U)
[MP: 1; Mind: 2]
Unique. Playable at Old Forest. May not be attacked. Tap Goldberry to cancel any effect that would cause her company to return to
its site of origin after declaring its movement to a new site.
Alternatively, tap Goldberry to cancel one attack against her company keyed to Wilderness [

].

GOLLUM ‐ Scout Ally (U)
[MP: 2; Mind: 4; P/B: 2/9]
Unique. Playable at Goblin‐gate or Moria. If his companyʹs size is less than three, tap Gollum to cancel one attack against his
company keyed to Wilderness [ ] or Shadow‐land [
Gollum and The One Ring are discarded.

]. Tap Gollum if he is at the same non‐Haven site as The One Ring; then both

GWAIHIR ‐ Ally (R)
[MP: 2; Mind: 4; P/B: 4/8]
Unique. Playable at Eaglesʹ Eyrie. If his companyʹs size is two or less, you may discard Gwaihir during the organization phase to
allow his company to move to any site that is not in a Shadow‐land [
site may be played on a company that moves in this fashion. (E)

] or Dark‐domain [

]; only hazard creatures keyed to the

LEAFLOCK ‐ Ally (U)
[MP: 2; Mind: 3; P/B: 5/8]
Unique. Playable at Wellinghall. Tap to cancel the effects of one hazard that targets his company. May not be attacked by
automatic‐attacks or hazards keyed to his site. Discard Leaflock if his company moves to a site that is not in: Fangorn, Rohan, Gap
of Isen, Wold and Foothills, Enedhwaith, Old Pûkel‐land, Brown Lands, Anduin Vales, or Redhorn Gap.
QUICKBEAM ‐ Ally (U)
[MP: 2; Mind: 3; P/B: 6/9]
Unique. Playable at Wellinghall. May not be attacked by automatic‐attacks or hazards keyed to his site.
RÖAC THE RAVEN ‐ Diplomat Ally (R)
[MP: 1; Mind: 1; P/B: ‐3/8]
Unique. Playable at any site in Northern Rhovanion. Tap and discard to attempt to bring any faction into play ‐ treat this influence
check as though it were made by a diplomat. (E)
SHADOWFAX ‐ Ally (R)
[MP: 1; Mind: 2; P/B: 2/8]
Unique. Playable at Edoras or Dunharrow. If his company has only one character or one character and a Hobbit at the end of the
movement/hazard phase, tap Shadowfax to allow his company to immediately move again; an additional site card may be played
and an additional movement/hazard phase follows for that company. (E)
SKINBARK ‐ Ally (R)
[MP: 2; Mind: 3; P/B: 10/9]
Unique. Playable at Wellinghall. May not be attacked by automatic‐attacks or hazards keyed to his site. discard Skinbark if his
company moves to a site that is not in: Fangorn, Rohan, Gap of Isen, Wold and Foothills, Anduin Vales, or Redhorn Gap.
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TOM BOMBADIL ‐ Sage Ally (U)
[MP: 3; Mind: 4; P/B: 12/11]
Unique. Playable at Old Forest. Tap to cancel the effects of one hazard that targets a company, or an entity associated with a
company, moving to a site in: Arthedain, Cardolan, Rhudaur, of The Shire. Discard Tom Bombadil if his company moves to a
site that is not in: Arthedain, Cardolan, Rhudaur, or The Shire. (E)
TREEBEARD ‐ Sage Ally (U)
[MP: 2; Mind: 3; P/B: 8/9]
Unique. Playable at Wellinghall. May not be attacked by automatic‐attacks or hazards keyed to his site. Discard Treebeard if his
company moves to a site that is not in: Fangorn, Rohan, Gap of Isen, Wold and Foothills, Enedhwaith, Old Pûkel‐land, Brown
Lands, Anduin Vales, or Redhorn Gate. (E)

RESOURCE EVENTS
A CHANCE MEETING ‐ Short‐event (C)
A character (even a Hobbit) may be brought into play with direct influence at any Free‐hold [ ], Border‐hold [ ], or
Ruins & Lairs [ ].
A FRIEND OR THREE ‐ Short‐event (C)
For every character in the influencing character’s company, A Friend or Three gives a +1 modification to an influence check or to
a corruption check made by a character in the same company.
ALIGN PALANTÍR ‐ Permanent‐event (U)
[MP: 2; CP: 2]
Sage only if a Palantír is in his company. Keep with the Palantír; bearer now has the ability to use the Palantír. Discard Align
Palantír if the company carrying the Palantír moves. May not be duplicated on a given Palantír. (E)
ANDUIN RIVER ‐ Short‐event (C)
Playable at the end of the organization phase on a company containing a ranger. If the company uses region cards for its site path,
tap the ranger to move as if the following pairs of regions were adjacent: Rohan and Dagorlad, Anórien and Dagorlad, Anórien and
Ithilien, Lebennin and Ithilien, Lebennin and Harondor.
Alternatively, if the site moved to is in one of the regions listed above, the hazard limit is reduced by two (to a minimum of two).
Cannot be duplicated on a given company. (E)
ANDÚRIL, THE FLAME OF THE WEST ‐ Permanent‐event (R)
[MP: 1(4); CP: 1]
Unique. Sage only during the site phase at an untapped site where ʺinformationʺ is playable. Tape the sage and the site. Sage
makes a corruption check modified by ‐3. Keep sage tapped until Andúril is stored at a Haven [ ]. Once stored, you may discard
a stored Reforging and place Andúril with Narsil. In addition to Narsilʹs effects, Andúril gives its bearer 4 marshalling points, +4
prowess (to a maximum of 11), +1 direct influence, and one more corruption point. Andúril may be tapped to untap a Dúnadan
character in the same company, but its bearer must make a corruption check modified by ‐1.
ASH MOUNTAINS ‐ Short‐event (C)
Playable at the end of the organization phase on a company containing a ranger. If the company uses region cards for its site path,
tap the ranger to move as if the following pairs of regions were adjacent: Dagorlad and Gorgoroth, Horse Plains and Gorgoroth. The
company faces an attack at the beginning of its movement/hazard phase: Orcs ‐ 4 strikes with 8 prowess.
Alternatively, if the site moved to is in one of the regions listed above, the hazard limit is reduced by 2 (to a minimum of 2).
Cannot be duplicated on a given company. (E)
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BLOCK ‐ Short‐event (C)
Warrior only. Warrior does not tap against one strike (unless he is wounded by the strike).
BRIDGE ‐ Short‐event (U)
Playable at the end of the movement/hazard phase on a company that moved to a Haven [ ]. That company may move to an
additional site on the same turn. Another site card may be played and a movement/hazard phase immediately follows for that
company.
CLEAR SKIES ‐ Long‐event (R)
Environment. Playable only if Gates of Morning is in play. The prowess of each character is modified by +2.
THE COCK CROWS ‐ Short‐event (U)
Cancels a Troll attack.
Alternatively, if Gates of Morning is in play, it forces the discard of one hazard permanent‐event.
CONCEALMENT ‐ Short‐event (C)
Scout only. Tap scout to cancel one attack against his company.
CRACKS OF DOOM ‐ Short‐event (U)
Only playable if The One Ring is at Mount Doom during the site phase. Its bearer must make a corruption check modified by ‐4. If
successful, The One Ring is destroyed and its bearer’s player wins. Otherwise, discard The One Ring and its bearer. (E)
DARK QUARRELS ‐ Short‐event (C)
Cancel one attack by Orcs, Trolls, or Men.
Alternatively, if Gates of Morning is in play, the number of strikes from any attack is reduced to half of its original number,
rounded up.
DODGE ‐ Short‐event (C)
Target character does not tap against one strike (unless he is wounded by the strike). If wounded by the strike, his body is
modified by ‐1 for the resulting body check. (E)
DREAMS OF LORE ‐ Permanent‐event (C)
[MP: 2]
Sage only during the site phase at an untapped site where ʺInformationʺ is playable. Tap the sage and the site. Sage may not untap
until Dreams of Lore is stored at a Haven [

] during his organization phase. May not be transferred.

EAGLE‐MOUNTS ‐ Short‐event (R)
Playable only at the end of the organization phase on a company with a diplomat that begins the turn at Eaglesʹ Eyrie. Company
may move to any site that is not a Shadow‐hold [ ] or a Dark‐hold [ ]. Opponent may only play hazard creatures that are keyed
to the company’s site.
ELF‐SONG ‐ Long‐event (R)
When Elf‐song comes into play, each character at a Haven [
in play, no character at a Haven [

] may immediately remove one corruption card. While Elf‐ song is

] may be discarded or returned to its ownerʹs hand for any reason.

ESCAPE ‐ Short‐event (C)
Cancels an attack against a company. One character of your choice in the company is wounded (no body check is
required).
THE EVENSTAR ‐ Short‐event (U)
Environment. The prowess of one Elf is modified by +1 until the end of the turn.
Additionally, if Gates of Morning is in play, until the end of the turn, the prowess of each Elf is modified by +1 and treat one
Wilderness [

] as a Border‐land [

], or one Border‐land [

] as a Free‐domain [

]. Cannot be duplicated.
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FAIR SAILING ‐ Short‐event (R)
Playable at the end of the organization phase if target company plays a new site card. The hazard limit for the target company
decreases by one for every Coastal Sea [

] in its site path (to a minimum of two). Cannot be duplicated on the same company.

FAIR TRAVELS IN BORDER‐LANDS ‐ Short‐event (C)
Playable at the end of the organization phase if target company plays a new site card. The hazard limit for the target company
decreases by one for every Border‐land [
company.

] in its site path (to a minimum of two). Cannot be duplicated on the same

FAIR TRAVELS IN DARK‐DOMAINS ‐ Short‐event (R)
Playable at the end of the organization phase if target company plays a new site card. If the site path has at least one
Dark‐domain [ ], the hazard limit for the target company decreases by one (or by two if Gates of Morning is in play) to a
minimum of two. Cannot be duplicated on the same company.
FAIR TRAVELS IN FREE‐DOMAINS ‐ Short‐event (R)
Playable at the end of the organization phase if target company plays a new site card. The hazard limit for the target company
decreases by one for every Free‐domain [
company.

] in its site path (to a minimum of two). Cannot be duplicated on the same

FAIR TRAVELS IN SHADOW‐LANDS ‐ Short‐event (C)
Playable at the end of the organization phase if target company plays a new site card. If the site path has at least one
Shadow‐land [ ], the hazard limit for the target company decreases by one (or by two if Gates of Morning is in play) to a
minimum of two. Cannot be duplicated on the same company.
FAIR TRAVELS IN WILDERNESS ‐ Short‐event (C)
Playable at the end of the organization phase if target company plays a new site card. The hazard limit for the target company
decreases by one for every Wilderness [

] in its site path (to a minimum of two). Cannot be duplicated on the same company.

FAR‐SIGHT ‐ Short‐event (C)
Sage only during the site phase at an untapped site where ʺInformationʺ is playable. Tap the sage and the site to search through
your play deck and choose an item that you must reveal to your opponent. This item is placed in your hand and the play deck is
reshuffled. The sage makes a corruption check.
FAVOR OF THE VALAR ‐ Short‐event (R)
Unique. Playable during your organization phase. Shuffle your hand and your discard pile into you play deck (site cards
remain in the discard pile). Draw a new hand of 8 cards. Remove Favor of the Valar from the game.
FELLOWSHIP ‐ Permanent‐event (C)
Only playable at a Haven [ ] during the organization phase on a company that has four or more characters and allies. +1 to
prowess and +1 to corruption checks for all characters and allies in the company. Discard this card if a character of ally joins or
leaves the company for any reason.
FOG ‐ Long‐event (U)
Environment. Playable only if Gates of Morning is in play. Treat all Free‐domains [
as Wildernesses [
duplicated.

] and all Shadow‐lands [

] as Wildernesses [

] as Border‐lands [

] and all Dark‐domains [

] and all Border‐lands [

] as Shadow‐lands [

]. Cannot be

FORD ‐ Short‐event (C)
Playable only at the end of the organization phase. Tap a ranger to prevent opponent from playing hazard creatures keyed to
Wilderness [

] against the rangerʹs company.

]

Middle‐earth CCG ‐ Full Spoiler List

28

GATES OF MORNING ‐ Permanent‐event (F)
Environment. All environment hazard cards in play are immediately discarded, and all hazard environment effects are canceled.
Cannot be duplicated.
GOLLUMʹS FATE ‐ Short‐event (R)
Unique. Only playable if The One Ring and Gollum are both at Mount Doom during the site phase. The One Ring is
destroyed and its bearer’s player wins.
GREAT SHIP ‐ Short‐event (R)
Tap a character in target company during the organization phase to play Great Ship on that company. If company’s current site path
contains a coastal sea region [ ] and no consecutive non‐coastal sea regions, until the end of the turn any character in the company
may tap to cancel the effects of one hazard that targets the company. (E)
GREAT‐ROAD ‐ Short‐event (C)
Playable only at the end of the organization phase on a company that starts at a Haven [ ]. Opponent may draw up to twice the
normal number of cards for this company during the movement/hazard phase. At the end of the turn, the company may replace its
site card with the Haven card at which it began the turn. (E)
HALFLING STEALTH ‐ Short‐event (C)
Hobbit only. Cancel one strike against the Hobbit.
HALFLING STRENGTH ‐ Short‐event (C)
Hobbit only. The Hobbit may untap or he may move from wounded status to well and untapped during his
organization phase or he may receive a +4 modification to one corruption check.
HIDING ‐ Short‐event (R)
Scout only at the end of the organization phase. Scout’s company may not move to another site this turn. Cancels all hazard
creature attacks against the scout’s company this turn.
HORSES ‐ Short‐event (C)
Playable only at the end of the organization phase. Hazard limit for a company is decreased by two (to a minimum of 2). The
prowess of any hazard creatures played against this company is modified by +2. (E)
KINDLING OF THE SPIRIT ‐ Short‐event (C)
Spell. Wizard only. +2 prowess against one attack for all characters in the same company as the Wizard. Wizard makes a corruption
check modified by ‐2.
LAPSE OF WILL ‐ Long‐event (U)
The prowess of each attack is modified by ‐1. The prowess of each Nazgûl attack is modified by ‐3.
LORDLY PRESENCE ‐ Short‐event (C)
Diplomat only. +5 to an influence check against a faction. If the influence check is successful, draw a card.
LUCKY SEARCH ‐ Short‐event (R)
Scout only. During the site phase, tap a scout at a Shadow‐hold [ ] or Dark‐hold [ ]. Turn over cards from your play deck one at a
time until you reveal a non‐special item or reach the end. If you reveal a non‐special item, the scout takes control of it. In any case,
the scout must face a single strike attack with a prowess equal to 3 plus the number of cards revealed; this attack/strike cannot be cancelled.
Discard item if the scout is wounded by this attack. Reshuffle all revealed cards except the item back into play deck (this does not exhaust
the play deck). (E)
LUCKY STRIKE ‐ Short‐event (C)
Warrior only. Make two rolls (or draw two #ʹs) against a strike and choose one of the two results to use.
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MIRROR OF GALADRIEL ‐ Short‐event (U)
Only playable at Lórien. You may look at your opponent’s hand and choose to look at either the top five cards of his play deck
or your play deck. Shuffle those 5 cards and return them to the top of their play deck.
MISTY MOUNTAINS ‐ Short‐event (C)
Playable at the end of the organization phase on a company containing a ranger. If the company uses region cards for its site path,
tap the ranger to move as if the following pairs of regions were adjacent: Rhudaur and Anduin Vales, Rhudaur and Wold and
Foothills, Hollin and Wold and Foothills, Hollin and Fangorn, Dunland and Fangorn.
Alternatively, if the site moved to is in one of the regions listed above, the hazard limit is reduced by two (to a minimum of two). Cannot
be duplicated on a given company. (E)
MOON ‐ Long‐event (U)
Environment. If Gates of Morning is in play, treat all Wildernesses [
Free‐domains [

] as Border‐lands [

] and all Border‐lands [

] for the purposes of playing hazards. If Doors of Night is in play, treat all Dark‐domains [

and all Shadow‐lands [

] as Wildernesses [

] as

] as Shadow‐lands [

]

] for the purposes of playing hazards. Cannot be duplicated.

MORANNON ‐ Short‐event (R)
Playable at the end of the organization phase on a company that has a size of less than three, contains a scout, and begins the turn
at a site in Dagorlad. This card is used as a Dark‐hold [ ] site card in the region of Ûdun that is moved to using the following site‐path:
(the moving player draws 2 cards and his opponent draws 5 cards). The company can later leave this site using region cards
or by using the following site path to Lórien:
new site card. (E)

. Discard Morannon when the company successfully plays a

MOUNTAINS OF SHADOW ‐ Short‐event (C)
Playable at the end of the organization phase on a company containing a ranger. If the company uses region cards for its site path,
tap the ranger to move as if the following pairs of regions were adjacent: Ithilien and Gorgoroth, Ithilien and Nurn, Harondor and
Nurn. The company faces an attack at the beginning of its movement/hazard phase: Orcs ‐ 4 strikes with 9 prowess.
Alternatively, if the site moved to is in one of the regions listed above, the hazard limit is reduced by 2 (to a minimum of 2). Cannot be
duplicated on a given company. (E)
MUSTER ‐ Short‐event (C)
Warrior only. An influence check against a faction by a warrior is modified by adding the warriorʹs prowess to a maximum modifier of +5. (E)
NARYA ‐ Short‐event (R)
Gandalf only. +4 prowess, +1 body, +2 direct influence for the rest of the turn. Immediately untap all unwounded characters
in Gandalfʹs company. Gandalf makes a corruption check modified by ‐5.
NENYA ‐ Short‐event (R)
Galadriel only. +2 prowess, +2 body, +2 direct influence for the rest of the turn. Galadriel makes a corruption check
modified by ‐3, by ‐1 if in a Haven [
is automatically successful.

]. Any one corruption check made by a character not in a Shadow‐hold [ ] or Dark‐hold [ ]

NEW FRIENDSHIP ‐ Short‐event (C)
Diplomat only. +3 to any one influence check or +2 to a corruption check made by a character in the same company.
OLD FRIENDSHIP ‐ Short‐event (C)
Diplomat only. +5 to an influence check against a character or +4 to a corruption check made by a character in the same
company.
OLD ROAD ‐ Short‐event (C)
Allows a character at a Haven [ ] to attempt to bring a faction into play. The length of the site path from this Haven to the site at which
the faction can be played must be two or less (this must be verified by an available site card). The influence check for this attempt
is modified by ‐1 and is not modified by the influencing character’s direct influence.
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THE OLD THRUSH ‐ Short‐event (U)
‐3 to the prowess and body of a non‐Nazgûl attack with a prowess of 13 or more. Cannot be duplicated on a given attack. (E)
PATHS OF THE DEAD ‐ Short‐event (R)
Playable only at the end of the organization phase. For its movement, a company that starts at the Dunharrow site and contains
Aragorn II may move to the Vale of Erech site. The only hazard creatures that may be played on this company are Undead, but
any Undead may be played on the company.
PERSUASIVE WORDS ‐ Short‐event (C)
Diplomat only. Make two rolls (or draw two #ʹs) when making an influence check and choose one result to use.
PRAISE TO ELBERETH ‐ Short‐event (U)
For each of your characters in play that you choose to tap, cancel one Nazgûl event or one Nazgûl attack.
Additionally, if Doors of Night is in play, characters gain +1 prowess until the end of the turn.
QUIET LANDS ‐ Short‐event (U)
Environment. Until the end of the turn, the number of strikes for one automatic‐attack at a Shadow‐hold [ ] or Ruins & Lairs [ ] is
reduced by half (round up).
Alternatively, if Gates of Morning is in play, treat one Shadow‐land [

] as a Wilderness [

], or one Shadow‐hold [ ] as a Ruins &

Lairs [ ] until the end of the turn. Cannot be duplicated. (E)
REFORGING ‐ Permanent‐event (C)
[MP: 1]
Sage only during the site phase at an untapped site where ʺInformationʺ is playable. Tap the sage and the site. Sage may not untap
until Reforging is stored at a Haven [ ]. During your organization phase, you may tap a sage at a Haven and discard a stored
Reforging to retrieve any minor or major weapon, armor, or shield from your discard pile. The item must be placed under the
control of a character in the sageʹs company.
RESCUE PRISONERS ‐ Permanent‐event (C)
[MP: 2]
Playable at an already tapped Dark‐hold [ ] or Shadow‐hold [ ] during the site phase. The company faces a spider attack (2 strikes
with 7 prowess). If no characters are untapped after the attack, discard Rescue Prisoners. Otherwise, you may tap 1 character in the
company and put Rescue Prisoners under his control. That character may not untap until Rescue Prisoners is stored at a Haven [
Border‐hold [ ], or Free‐hold [ ] during his organization phase. You receive the marshalling points for this card only when it is stored.
Cannot be duplicated at a given site. (E)
RETURN OF THE KING ‐ Permanent‐event (R)
[MP: 3]
Unique. Aragorn II only. Only playable in Minas Tirith and only if Denethor II is not in play. Aragorn IIʹs direct influence
is modified by +3. Keep this card with Aragorn II; discard if he leaves play.
RINGLORE ‐ Short‐event (U)
Sage only, only playable at a site where ʺInformationʺ is playable, and only if a character in his company has a Gold Ring.
Playable only during the site phase. Tap the sage and the site. Play to test a Gold Ring. No roll (or draw) is used. The player may replace the
Gold Ring with any ring from his hand (except for The One Ring). Playable only during site phase. Tap the sage and the site. (E)
RISKY BLOW ‐ Short‐event (C)
Warrior only against one strike. +3 to prowess and ‐1 to body.

],
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SACRIFICE OF FORM ‐ Permanent‐event (R)
Spell. Wizard only. All of the strikes from one attack against your Wizardʹs company fail; +3 to any body checks made to determine
if the attack is defeated. Discard the Wizard (i.e., he becomes unrevealed) and any non‐item cards he controls. Place any items he
controls under his card and keep these off to the side (these items are considered to still be in play). If the Wizard is put back into play,
return his items to him and place Sacrifice of Form with him. Wizard receives +1 to his prowess, body and direct influence. May not
be duplicated on a given Wizard. (E)
SECRET ENTRANCE ‐ Short‐event (R)
Only playable at the end of the organization phase; may not be played on a company that is moving to a site in a Dark‐ domain.
Tap a sage in the company, and no hazard creatures keyed to the site may be played on the company.
SECRET PASSAGE ‐ Short‐event (C)
Playable only at the end of the organization phase. If the company that it is played on moves to a Ruins & Lairs [ ] site,
opponent may only play hazard creatures that are keyed to the companyʹs site.
STARS ‐ Short‐event (U)
Environment. Modify the prowess of one Undead attack by ‐1.
Alternatively, if Gates of Morning is in play, until the end of the turn, treat one Dark‐domain [
Shadow‐land [

] as a Wilderness [

] as a Shadow‐land [

] or one

]. Cannot be duplicated.

STEALTH ‐ Short‐event (C)
Scout only. Tap a scout to play at the end of the organization phase only if the scoutʹs company size is less than three. No
creature hazards may be played on his company this turn.
STONE OF ERECH ‐ Permanent‐event (R)
[MP: 2]
Unique. Playable at the Vale of Erech and if the Men of Lamedon are already in play. Discard if the Men of Lamedon leave
play.
SUN ‐ Long‐event (U)
Environment. The prowess of each Dúnadan is modified by +1.
Additionally, if Gates of Morning is in play, the prowess of each automatic‐attack and hazard creature is modified by ‐1 and the
prowess of each Man and Dúnadan is modified by +1. Cannot be duplicated.
TEMPERING FRIENDSHIP ‐ Short‐event (C)
+4 to an influence attempt against a faction.
TEST OF FORM ‐ Short‐event (C)
Sage only, and only if a character in his company has a Gold Ring. Play to test a Gold Ring.
TEST OF LORE ‐ Short‐event (C)
Sage only, and only if a character in his company has a Gold Ring. Play to test a Gold Ring; subtract one from the result of the roll (or
draw).
THOROUGH SEARCH ‐ Short‐event (C)
Scout only. Tap a scout during the site phase to allow another character in his company to play a minor, major, or gold ring item
normally found at its current site. The company must face any automatic‐attack for its current site at least once during this site
phase. This does not tap the site, and Thorough Search can be played at a site that is already tapped. (E)
TRUE FÁNA ‐ Short‐event (R)
Spell. Wizard only. Before resolving an attack against the Wizardʹs company, make a roll (or draw a #) and add the Wizardʹs
prowess to the result. If the total is greater than the attackʹs prowess, all of the attackʹs strikes fail (if the attack has a body, make
body checks to determine if the attack is defeated). Otherwise, the attack proceeds normally. Wizard makes a corruption check
modified by ‐3.
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USE PALANTÍR ‐ Short‐event (U)
Sage only. Tap sage to enable him to use one Palantír he bears for the rest of the turn. (E)
VANISHMENT ‐ Short‐event (C)
Spell. Wizard only. Cancels an attack against the Wizardʹs company. Wizard makes a corruption check modified by ‐2.
VILYA ‐ Short‐event (R)
Playable on Elrond only. +4 prowess, +2 body, +6 direct influence until the end of the turn. If Elrond is at Rivendell and your play deck has at
least 5 cards in it, you may take 3 resource cards of your choice from your discard pile and shuffle them into your play deck. Elrond
makes a corruption check modified by ‐3. Cannot be duplicated on a given turn. (E)
WHITE MOUNTAINS ‐ Short‐event (C)
Playable at the end of the organization phase on a company containing a ranger. If the company uses region cards for its site path,
tap the ranger to move as if the following pairs of regions were adjacent: Old Pûkel‐land and Anfalas, Rohan and Lamedon, Rohan
and Anfalas, Anórien and Lamedon.
Alternatively, if the site moved to is in one of the regions listed above, the hazard limit is reduced by two (to a minimum of two).
Cannot be duplicated on a given company. (E)
THE WHITE TREE ‐ Permanent‐event (R)
[MP: 5]
Unique. Sage only at Minas Tirith. Playable only if a Sapling of the White Tree is at Minas Tirith. Minas Tirith becomes a Haven [
for the purposes of healing and playing hazards. Discard the Sapling of the White Tree. (E)
WIZARDʹS FIRE ‐ Short‐event (R)
Spell. Wizard only. +5 prowess for the Wizard against one attack. Wizard makes a corruption check modified by ‐4.
WIZARDʹS FLAME ‐ Short‐event (U)
Spell. Wizard only. All attacks against Wizardʹs company suffer a ‐2 modification to prowess for the rest of the turn. Wizard
makes a corruption check modified by ‐3.
WIZARDʹS LAUGHTER ‐ Short‐event (U)
Spell. Wizard only during opponent’s site phase. Automatically cancels an influence check against one of the Wizardʹs playerʹs
characters, followers, factions, allies, or items. Wizard makes a corruption check modified by ‐2. (E)
WIZARDʹS RIVER‐HORSES ‐ Short‐event (U)
Spell. Wizard only. All Nazgûl events are discarded or cancels an attack against a Wizard if he is the only character in the
company. Wizard makes a corruption check modified by ‐2.
WIZARDʹS TEST ‐ Short‐event (C)
Spell. Wizard only, and only if a character in his company has a Gold Ring. Play to test a Gold Ring; make two rolls (or draw two #ʹs)
and choose one result to use for the test. Wizard makes a corruption check modified by ‐1.
WIZARDʹS VOICE ‐ Short‐event (R)
Spell. Wizard only. +6 to direct influence for the Wizard for the rest of the turn. Wizard makes a corruption check modified
by ‐3. May not be duplicated on a given Wizard.

]
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FACTIONS
ARMY OF THE DEAD ‐ Special Faction (R)
[MP: 6]
Unique. Playable at Vale of Erech. May only be played by Aragorn II on the same turn that he plays Paths of the Dead. May not
be influenced by an opponent. (E)
BEORNINGS ‐ Man Faction (F)
[MP: 2]
Unique. Playable at Beornʹs House if the influence check is greater than 7. Standard Modifications: Men (+1)
BLUE MOUNTAIN DWARVES ‐ Dwarf Faction (U)
[MP: 3]
Unique. Playable at Blue Mountain Dwarf‐hold if the influence check is greater than 9. Standard modifications: Elves (‐ 2), Dwarves
(+2).
DUNLENDINGS ‐ Man Faction (F)
[MP: 2]
Unique. Playable at Dunnish Clan‐hold if the influence check is greater than 9. Standard Modifications: Men (‐1), Dúnedain
(‐1), Dwarves (‐1).
EASTERLINGS ‐ Man Faction (R)
[MP: 4]
Unique. Playable at Easterling Camp if the influence check is greater than 9. Standard modifications: Dúnedain (‐2).
ELVES OF LINDON ‐ Elf Faction (R)
[MP: 2]
Unique. Playable at Grey Havens if the influence check is greater than 9. Standard Modifications: Dúnedain (+1), Elves (+2).
ENTS OF FANGORN ‐ Ent Faction (F)
[MP: 3]
Unique. Playable at Wellinghall if the influence check is greater than 9. Standard Modifications: Hobbits (+4).
THE GREAT EAGLES ‐ Eagle Faction (U)
[MP: 3]
Unique. Playable at Eaglesʹ Eyrie if the influence check is greater than 9. Standard Modifications: none.
HILLMEN ‐ Man Faction (U)
[MP: 1]
Unique. Playable at Cameth Brin if the influence check is greater than 9. Standard Modifications: Men (+1).
HOBBITS ‐ Hobbit Faction (R)
[MP: 1]
Unique. Playable at Bag End if the influence check is greater than 8. Standard Modifications: Hobbits (+4).
IRON HILL DWARVES ‐ Dwarf Faction (F)
[MP: 4]
Unique. Playable at Iron Hill Dwarf‐hold if the influence check is greater than 8. Standard Modifications: Elves (‐2), Dwarves
(+2).
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KNIGHTS OF DOL AMROTH ‐ Dúnadan Faction (U)
[MP: 3]
Unique. Playable at Dol Amroth if the influence check is greater than 8. Standard Modifications: Dúnedain (+1).
LOSSOTH ‐ Man Faction (U)
[MP: 2]
Unique. Playable at Lossadan Camp if the influence check is greater than 8. Standard Modifications: Men (+1).
MEN OF ANFALAS ‐ Man Faction (U)
[MP: 2]
Unique. Playable at Lond Galen if the influence check is greater than 8. Standard Modifications: Dúnedain (+1).
MEN OF ANÓRIEN ‐ Man Faction (F)
[MP: 2]
Unique. Playable at Minas Tirith if the influence check is greater than 7. Standard Modifications: Dúnedain (+1).
MEN OF DORWINION ‐ Man Faction (U)
[MP: 3]
Unique. Playable at Shrel‐kain if the influence check is greater than 6. Standard Modifications: Men (+1).
MEN OF LAMEDON ‐ Man Faction (U)
[MP: 2]
Unique. Playable at Vale of Erech if the influence check is greater than 7. Standard Modifications: Dúnedain (+1).
MEN OF LEBENNIN ‐ Man Faction (U)
[MP: 2]
Unique. Playable at Pelargir if the influence check is greater than 7. Standard Modifications: Dúnedain (+1).
MEN OF NORTHERN RHOVANION ‐ Man Faction (U)
[MP: 2]
Unique. Playable at Lake‐town if the influence check is greater than 6. Standard Modifications: Men (+1).
RANGERS OF ITHILIEN ‐ Dúnadan Faction (F)
[MP: 3]
Unique. Playable at Henneth Annûn if the influence check is greater than 7. Standard Modifications: Dúnedain (+1).
RANGERS OF THE NORTH ‐ Dúnadan Faction (F)
[MP: 3]
Unique. Playable at Bree if the influence check is greater than 9. Standard Modifications: Dúnedain (+1).
RIDERS OF ROHAN ‐ Man Faction (F)
[MP: 3]
Unique. Playable at Edoras if the influence check is greater than 9. Standard Modifications: Hobbits (+1), Dúnedain (+1).
SOUTHRONS ‐ Man Faction (R)
[MP: 5]
Unique. Playable at the Southron Oasis if the influence check is greater than 8. Standard Modifications: Dúnedain (‐2), Elves (‐2),
Dwarves (‐2).
TOWER GUARD OF MINAS TIRITH ‐ Dúnadan Faction (F)
[MP: 2]
Unique. Playable at Minas Tirith if the influence check is greater than 7. Standard Modifications: Dúnedain (+1).
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VARIAGS OF KHAND ‐ Man Faction (R)
[MP: 4]
Unique. Playable at Variag Camp if the influence check is greater than 9. Standard Modifications: none.
WOOD‐ELVES ‐ Elf Faction (F)
[MP: 3]
Unique. Playable at Thranduilʹs Halls if the influence check is greater than 8. Standard Modifications: Men (‐1), Elves (+1),
Dwarves (‐2).
WOODMEN ‐ Man Faction (U)
[MP: 2]
Unique. Playable at Woodmen‐town if the influence check is greater than 7. Standard Modifications: Men (+1).
WOSES OF OLD PÛKEL‐LAND ‐ Wose Faction (R)
[MP: 3]
Unique. Playable at Wose Passage‐hold if the influence check is greater than 8. Standard Modifications: none.
WOSES OF THE DRÚADAN FOREST ‐ Wose Faction (U)
[MP: 3]
Unique. Playable at Drúadan Forest if the influence check is greater than 9. Standard Modifications: none.

ITEMS
THE ARKENSTONE ‐ Greater Item (R)
[MP: 2(5); CP: 3]
Unique. +3 to bearer’s direct influence against Dwarves and Dwarf factions. If held by a Dwarf, The Arkenstone gives 5 marshalling
points and 4 corruption points. The Arkenstone may be tapped to untap a Dwarf character in the same company, but target Dwarf
must make a corruption check modified by ‐2.
ATHELAS ‐ Minor Item (U)
[CP: 1]
A Dúnadan can tap and use this item to heal a character in his company (change from wounded to well, character
remains tapped). Aragorn II can also tap and use this item to remove a corruption card from a character in his company. Discard
after use.
BEAUTIFUL GOLD RING ‐ Gold Ring Item (C)
[MP: 1; CP: 1]
Discard Beautiful Gold Ring when tested. If tested, make a roll (or draw a #) to determine which ring card may be
immediately played: The One Ring (12+); a Dwarven Ring (10, 11, 12+); a Magic Ring (1, 2, 3, 4, 5, 6, 7); a Lesser Ring (any result).
BLACK ARROW ‐ Minor Item (P)
[CP: 1]
Warrior only. Tap Black Arrow to give ‐1 to the prowess and body of any one attack against bearer’s company. When Black
Arrow is tapped, discard it if its bearer is not a Man.
BOOK OF MAZARBÛL ‐ Special Item (U)
[MP: 1(5); CP: 2]
Unique. Only playable at Moria. May be stored at a Dwarf‐hold for 5 marshalling points. If its bearer is a sage, tap Book of
Mazarbûl during your organization phase to increase your hand size by 1 until your next untap phase. (E)
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DAGGER OF WESTERNESSE ‐ Minor Item (C)
[CP: 1]
Weapon. +1 to prowess to a maximum of 8.
DURINʹS AXE ‐ Major Item (U)
[MP: 2(4); CP: 2(3)]
Unique. Weapon. +2 prowess (+4 if held by a Dwarf) to a maximum of 9. If held by a Dwarf, 4 marshalling points and 3 corruption
points.
DWARVEN RING OF BARINʹS TRIBE ‐ Special Item (R)
[MP: 4(6); CP: 3(5)]
Unique. Dwarven Ring. Playable only with a Gold Ring and after a test indicates a Dwarven Ring. Values in parentheses and
brackets apply to a Dwarf bearer. Tap a Dwarf bearer to search your play deck for a major item playable at the bearer’s site. Play
this item immediately or discard; reshuffle the play deck. Bearer makes a corruption check modified by +2.
+2 (+7 if held by a Dwarf) to direct influence, +2 (+4 if held by a Dwarf) prowess, +1 body.
DWARVEN RING OF BÁVORʹS TRIBE ‐ Special Item (R)
[MP: 4(6); CP: 3(5)]
Unique. Dwarven Ring. Playable only with a Gold Ring and after a test indicates a Dwarven Ring. Values in parentheses and
brackets apply to a Dwarf bearer. Tap a Dwarf bearer to search your play deck for a greater item playable at the bearer’s site. Play
this item immediately or discard; reshuffle the play deck. Bearer makes a corruption check modified by +2.
+2 (+7 if held by a Dwarf) to direct influence, +2 (+4 if held by a Dwarf) prowess, +1 body.
DWARVEN RING OF DRÚINʹS TRIBE ‐ Special Item (R)
[MP: 4(6); CP: 3(5)]
Unique. Dwarven Ring. Playable only with a Gold Ring and after a test indicates a Dwarven Ring. Values in parentheses and
brackets apply to a Dwarf bearer. Tap a Dwarf bearer to search your play deck for a greater item playable at the bearer’s site. Play
this item immediately or discard; reshuffle the play deck. Bearer makes a corruption check modified by +2.
+2 (+7 if held by a Dwarf) to direct influence, +2 (+4 if held by a Dwarf) prowess, +1 body.
DWARVEN RING OF DURINʹS TRIBE ‐ Special Item (R)
[MP: 4(6); CP: 3(5)]
Unique. Dwarven Ring. Playable only with a Gold Ring and after a test indicates a Dwarven Ring. Values in parentheses and
brackets apply to a Dwarf bearer. Tap a Dwarf bearer to untap the site he is currently at. Bearer makes a corruption check modified
by +2..
+2 (+7 if held by a Dwarf) to direct influence, +2 (+4 if held by a Dwarf) prowess, +1 body.
DWARVEN RING OF DWÁLINʹS TRIBE ‐ Special Item (R)
[MP: 4(6); CP: 3(5)]
Unique. Dwarven Ring. Only playable with a Gold Ring and after a test indicates a Dwarven Ring. Values in parentheses and
brackets apply to a Dwarf bearer. Tap a Dwarf bearer to search through your play deck for a major item playable at the bearer’s
site. Play this item immediately or discard; reshuffle the play deck. Bearer makes a corruption check modified by +2..
+2 (+7 if held by a Dwarf) to direct influence, +2 (+4 if held by a Dwarf) prowess, +1 body.
DWARVEN RING OF THÉLORʹS TRIBE ‐ Special Item (U)
[MP: 4(6); CP: 3(5)]
Unique. Dwarven Ring. Playable only with a Gold Ring and after a test indicates a Dwarven Ring. Values in parentheses apply to a
Dwarf bearer. Tap a Dwarf bearer to search your play deck and/or discard pile for any one or two minor items; place these items in
your hand and reshuffle your play deck. Bearer makes a corruption check modified by +2.
+2 (+7 if held by a Dwarf) to direct influence, +2 (+4 if held by a Dwarf) prowess, +1 body.
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DWARVEN RING OF THRÁRʹS TRIBE ‐ Special Item (U)
[MP: 4(6); CP: 3(5)]
Unique. Dwarven Ring. Playable only with a Gold Ring and after a test indicates a Dwarven Ring. Values in parentheses apply to a
Dwarf bearer. Tap a Dwarf bearer to search your play deck and/or discard pile for any one or two minor items; place these items in
your hand and reshuffle your play deck. Bearer makes a corruption check modified by +2.
+2 (+7 if held by a Dwarf) to direct influence, +2 (+4 if held by a Dwarf) prowess, +1 body.
EARTH OF GALADRIELʹS ORCHARD ‐ Special Item (U)
[MP: (2); CP: 1]
Unique. Only playable at Lórien. 2 marshalling points if stored at Bag End.
ELF‐STONE ‐ Minor Item (C)
[CP: 1]
+2 to direct influence used against an Elf character or an Elf faction. May not be duplicated on a given character.
ELVEN CLOAK ‐ Minor Item (C)
[CP: 1]
Tap Elven Cloak to cancel one strike against bearer; the strike must be keyed to Wilderness [
character.

]. May not be duplicated on a given

ENT‐DRAUGHTS ‐ Special Item (U)
Only playable at Wellinghall in addition to an ally or faction that has been successfully played at Wellinghall this turn (even if
Wellinghall is already tapped). +1 to prowess. This item may not be stolen, transferred, or stored. May not be duplicated on a
given character. (E)
FAIR GOLD RING ‐ Gold Ring Item (C)
[MP: 1; CP: 1]
Discard Fair Gold Ring when tested. If tested, make a roll (or draw a #) to determine which ring card may be immediately played:
The One Ring (11, 12+); a Dwarven Ring (9, 10, 11, 12+); a Magic Ring (1, 2, 3, 4, 5, 6); a Lesser Ring (any result).
GLAMDRING ‐ Major Item (U)
[MP: 2; CP: 1]
Unique. Weapon. +3 to prowess to a maximum of 8 (a maximum of 9 against Orcs).
GREAT‐SHIELD OF ROHAN ‐ Major Item (U)
[MP: 2; CP: 2]
Unique. Shield. +2 to body to a maximum of 9. Warrior only: tap Great Shield of Rohan to remain untapped against one strike
(unless bearer is wounded by the strike).
HAUBERK OF BRIGHT MAIL ‐ Major Item (C)
[MP: 2; CP: 1]
Armor. Warrior only: +2 to body to a maximum of 9.
HEALING HERBS ‐ Minor Item (C)
[CP: 1]
The bearer can tap and discard this item to heal a character in his company, changing the character’s status from wounded to well
and untapped.
Alternatively, the bearer can tap and discard this item to untap a character that is not wounded.
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HORN OF ANOR ‐ Minor Item (C)
[CP: 1]
+2 to direct influence used against a faction. May not be duplicated on a given character.
THE IRON CROWN ‐ Greater Item (P)
[MP: 4; CP: 5]
Unique. Whenever bearer makes an influence check, he must also make a corruption check. If the bearer is not a Hobbit: he receives
+1 to body to a maximum of 10; he receives +4 to direct influence; and he may tap The Iron Crown to cancel an attack by Orcs, Trolls, or
Men against his company.
LESSER RING ‐ Special Item (U)
[MP: 2; CP: 1]
Lesser Ring. Playable only with a Gold Ring and after a test indicates Lesser Ring. +2 to direct influence.
MAGIC RING OF COURAGE ‐ Special Item (U)
[MP: 3; CP: 2]
Magic Ring. Playable only with a Gold Ring and after a test indicates a Magic Ring. Gives the bearer warrior skill. If the bearer is
already a warrior, he gets +2 to prowess. May not be duplicated on a given character.
MAGIC RING OF LORE ‐ Special Item (U)
[MP: 3; CP: 2]
Magic Ring. Playable only with a Gold Ring and after a test indicates a Magic Ring. Gives the bearer sage skill. If the bearer is
already a sage, he may tap to use a Palantír. May not be duplicated on a given character.
MAGIC RING OF NATURE ‐ Special Item (U)
[MP: 3; CP: 2]
Magic Ring. Playable only with a Gold Ring and after a test indicates a Magic Ring. Gives the bearer ranger skill. If the bearer is
already a ranger, he may tap to cancel an attack against his company. May not be duplicated on a given character.
MAGIC RING OF STEALTH ‐ Special Item (U)
[MP: 3; CP: 2]
Magic Ring. Playable only with a Gold Ring and after a test indicates a Magic Ring. Gives the bearer scout skill. If the bearer is
already a scout, he may tap the Magic Ring of Stealth to cancel a strike directed against him. May not be duplicated on a given
character.
MAGIC RING OF WORDS ‐ Special Item (U)
[MP: 3; CP: 2]
Magic Ring. Playable only with a Gold Ring and after a test indicates a Magic Ring. Gives the bearer diplomat skill. If the bearer
is already a diplomat, he gets +3 to direct influence. May not be duplicated on a given character.
MIRUVOR ‐ Minor Item (C)
[CP: 1]
Discard to give +2 body (to a maximum of 10) for all characters in bearer’s company until the end of the turn.
THE MITHRIL‐COAT ‐ Greater Item (R)
[MP: 4; CP: 2]
Unique. Armor. +3 body (to a maximum of 10).
NARSIL ‐ Greater Item (U)
[MP: 3; CP: 2]
Unique. Weapon. +1 to prowess and direct influence.

Middle‐earth CCG ‐ Full Spoiler List

39

THE ONE RING ‐ Special Item (R)
[MP: 6; CP: 6]
Unique. The One Ring. Playable only with a Gold Ring and after a test indicates The One Ring. +5 prowess (to a maximum of
double the bearer’s starting prowess). +5 body (to a maximum of 10). +5 to direct influence. Bearer may make a corruption check
modified by ‐2 to cancel a strike; this does not work against Undead and Nazgûl strikes. +1 corruption point to every character
in the bearer’s company.
ORCRIST ‐ Greater Item (U)
[MP: 4; CP: 2]
Unique. Weapon. +3 to prowess to a maximum of 9 (+4 prowess to a maximum of 10 against Orcs).
PALANTÍR OF AMON SÛL ‐ Greater Item (R)
[MP: 3(5); CP: 3]
Unique. Palantír. If the bearer’s company is ever below 2 characters and the company moves, discard the Palantír. 5 marshalling
points if stored in a Haven [ ]. With its bearer able to use a Palantír, tap Palantír of Amon Sûl to look at your opponent’s
hand or tap it to use the abilities of either the Palantír of Annúminas or the Palantír of Elostirion if either one is in play. Bearer
makes a corruption check.
PALANTÍR OF ANNÚMINAS ‐ Greater Item (R)
[MP: 3; CP: 2]
Unique. Palantír. With its bearer able to use a Palantír, tap Palantír of Annúminas to search through your play deck and
discard pile for a ʺsage onlyʺ card. Put this card in your hand. Reshuffle your play deck. Bearer makes a corruption
check.
PALANTÍR OF ELOSTIRION ‐ Special Item (U)
[MP: 2; CP: 2]
Unique. Palantír. Playable only at The White Towers. Discard if the bearer moves. If the bearer is a sage, he may tap Palantír of
Elostirion to remove one corruption card from an Elf or a Wizard under your control. Bearer makes a
corruption check.
PALANTÍR OF MINAS TIRITH ‐ Special Item (U)
[MP: 2; CP: 2]
Unique. Palantír. Playable only at Minas Tirith. With its bearer able to use a Palantír, tap Palantír of Minas Tirith to look at the top
five cards of your play deck; shuffle these 5 cards and return them to the top of your play deck. do the same to your opponent’s play
deck. Bearer makes a corruption check.
PALANTÍR OF ORTHANC ‐ Special Item (U)
[MP: 2; CP: 2]
Unique. Palantír. Playable only at Isengard. With its bearer able to use a Palantír and with at least 5 cards in your play deck, tap
Palantír of Orthanc to choose one card from your discard pile to place in your play deck (reshuffle the play deck). Bearer makes a
corruption check.
PALANTÍR OF OSGILIATH ‐ Greater Item (R)
[MP: 3(5); CP: 3]
Unique. Palantír. If the bearer’s company is ever below 4 character and the company moves, discard. 5 marshalling points if
stored in a Haven [ ]. With its bearer able to use a Palantír, tap Palantír of Osgiliath to force the discard of any hazard
permanent‐event or to duplicate the effect of any Palantír in play. Bearer makes a corruption check.
POTION OF PROWESS ‐ Minor Item (C)
[CP: 1]
Discard to give +1 prowess to all characters in bearer’s company until the end of the turn.
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PRECIOUS GOLD RING ‐ Gold Ring Item (C)
[MP: 1; CP: 1]
Discard Precious Gold Ring when tested. If tested, make a roll (or draw a #) to determine which ring card may be immediately
played: The One Ring (10, 11, 12+); a Dwarven ring (8, 9, 10, 11, 12+); a Magic Ring (1, 2, 3, 4, 5); a Lesser Ring (any result).
RED ARROW ‐ Major Item (U)
[MP: 2; CP: 2]
Unique. Bearer may automatically influence the Riders of Rohan. +5 to the bearer’s direct influence against any character with Edoras
as a home site.
RED BOOK OF WESTMARCH ‐ Special Item (U)
[MP: (1); CP: 1]
Unique. Only playable at Bag End. +2 to direct influence against a Hobbit character or faction. 1 marshalling point if stored at a
Haven.
SAPLING OF THE WHITE TREE ‐ Major Item (U)
[MP: 1(2); CP: 1]
Not playable in a Shadow‐hold [ ] or Dark‐hold [ ]. May be stored at Minas Tirith. 2 marshalling points if stored at Minas
Tirith.
SCROLL OF ISILDUR ‐ Greater Item (U)
[MP: 4; CP: 3]
Unique. When a Gold Ring is tested in a company with the Scroll of Isildur, the result of the roll (or draw) is modified by +2.
SHIELD OF IRON‐BOUND ASH ‐ Minor Item (C)
[CP: 1]
Shield. +1 to body to a maximum of 8. Tap Shield of Iron‐bound Ash to gain +1 prowess against one strike.
STAR‐GLASS ‐ Minor Item (U)
[CP: 1]
Tap bearer of Star‐glass to cancel an attack by Undead or to modify the prowess of a spiders, animals, or wolves attack by ‐2.
Bearer makes a corruption check.
STING ‐ Minor Item (U)
[CP: 1]
Unique. Weapon. +1 prowess to a maximum of 8, +2 to a Hobbitʹs prowess to a maximum of 8.
SWORD OF GONDOLIN ‐ Major Item (C)
[MP: 2; CP: 2]
Weapon. Warrior only: +2 to prowess to a maximum of 8.
TORQUE OF HUES ‐ Major Item (U)
[MP: 2; CP: 2]
Unique. Tap Torque of Hues and its bearer to cancel an attack against his company. Bearer makes a corruption check.
WIZARDʹS RING ‐ Special Item (R)
[MP: 2; CP: 4]
Wizard only. Playable only at a Haven [ ]. Cannot be stored, stolen or transferred. May not be duplicated on a given
Wizard. Bearer makes a corruption check when this item is played. +5 to direct influence. (E)
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SITES
AMON HEN ‐ Ruins & Lairs [ ] (Rohan)
[opponent draws/you draw: 1/1]
Nearest Haven: Lórien
Site Path:
Playable: Information, Items (minor)
Automatic‐attack: Undead: 1 strikes with 6 prowess; each character wounded must make a corruption check.
BAG END ‐ Free‐hold [ ] (The Shire) (F)
[opponent draws/you draw: 2/2]
Nearest Haven: Rivendell
Site Path:
BANDIT LAIR ‐ Ruins & Lairs [ ] (Brown Lands) (F)
[opponent draws/you draw: 2/1]
Nearest Haven: Lórien
Site Path:
Playable: Items (minor, gold ring)
Automatic‐attack: Men 3 strikes with 6 prowess
BARAD‐DÛR ‐ Dark‐hold [ ] (Gorgoroth) (F)
[opponent draws/you draw: 6/3]
Nearest Haven: Lórien
Site Path:
Playable: Items (minor, major, greater)
Automatic‐attacks (2): Orcs 4 strikes with 7 prowess; Trolls 3 strikes with 9 prowess Special:
Any company moving to Barad‐dûr has its hazard limit modified by +2.
BARROW‐DOWNS ‐ Ruins & Lairs [ ] (Cardolan) (F)
[opponent draws/you draw: 2/1]
Nearest Haven: Rivendell
Site Path:
Playable: Items (minor, major)
Automatic‐attack: Undead 1 strike with 8 prowess; each character wounded must make a corruption check.
BEORNʹS HOUSE ‐ Free‐hold [ ] (Anduin Vales) (F)
[opponent draws/you draw: 1/1]
Nearest Haven: Lórien
Site Path:
BLUE MOUNTAIN DWARF‐HOLD ‐ Free‐hold [ ] (Númeriador) (U)
[opponent draws/you draw: 1/1]
Nearest Haven: Grey Havens
Site Path:
BREE ‐ Border‐hold [ ] (Arthedain) (F)
[opponent draws/you draw: 1/1]
Nearest Haven: Rivendell
Site Path:
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CAMETH BRIN ‐ Border‐hold [ ] (Rhudaur) (U)
[opponent draws/you draw: 1/1]
Nearest Haven: Rivendell
Site Path:
CARN DÛM ‐ Dark‐hold [ ] (Angmar) (R)
[opponent draws/you draw: 3/2]
Nearest Haven: Rivendell
Site Path:
Playable: Items (minor, major, greater)
Automatic‐attack: Orcs 4 strikes with 7 prowess
CAVES OF ÛLUND ‐ Ruins & Lairs [ ] (Withered Heath) (U)
[opponent draws/you draw: 3/3]
Nearest Haven: Lórien
Site Path:
Playable: Items (minor, major, greater, gold ring)
Automatic‐attack: Dragon 1 strikes with 13 prowess
CIRITH UNGOL ‐ Dark‐hold [ ] (Imlad Morgul) (R)
[opponent draws/you draw: 4/3]
Nearest Haven: Lórien
Site Path:
Playable: Items (minor, major, greater)
Automatic‐attack: Orcs 4 strikes with 7 prowess
DANCING SPIRE ‐ Ruins & Lairs [ ] (Withered Heath) (U)
[opponent draws/you draw: 3/3]
Nearest Haven: Lórien
Site Path:
Playable: Items (minor, major, greater, gold ring)
Automatic‐attack: Dragon 2 strikes with 11 prowess
DEAD MARSHES ‐ Shadow‐hold [ ] (Dagorlad) (U)
[opponent draws/you draw: 3/2]
Nearest Haven: Lórien
Site Path:
Playable: Items (minor, major, greater)
Automatic‐attack: Undead 2 strikes with 8 prowess; each character wounded must make a corruption check.
DIMRILL DALE ‐ Ruins & Lairs [ ] (Redhorn Gate) (U)
[opponent draws/you draw: 1/1]
Nearest Haven: Lórien
Site Path:
Playable: Information
Automatic‐attack: Orcs 1 strikes with 6 prowess
DOL AMROTH ‐ Free‐hold [ ] (Belfalas) (C)
[opponent draws/you draw: 1/1]
Nearest Haven: Edhellond
Site Path:
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DOL GULDUR ‐ Dark‐hold [ ] (Southern Mirkwood) (R)
[opponent draws/you draw: 4/2]
Nearest Haven: Lórien
Site Path:
Playable: Items (minor, major, greater)
Automatic‐attacks (2): Orcs 3 strikes with 7 prowess; Trolls 2 strikes with 8 prowess
DRÚADAN FOREST ‐ Border‐hold [ ] (Anórien) (C)
[opponent draws/you draw: 2/2]
Nearest Haven: Lórien
Site Path:
DUNHARROW ‐ Border‐hold [ ] (Rohan) (R)
[opponent draws/you draw: 1/1]
Nearest Haven: Lórien
Site Path:
DUNNISH CLAN‐HOLD ‐ Border‐hold [ ] (Dunland) (F)
[opponent draws/you draw: 2/2]
Nearest Haven: Rivendell
Site Path:
EAGLESʹ EYRIE ‐ Free‐hold [ ] (Anduin Vales) (C)
[opponent draws/you draw: 1/1]
Nearest Haven: Lórien
Site Path:
EASTERLING CAMP ‐ Border‐hold [ ] (Horse Plains) (R)
[opponent draws/you draw: 4/4]
Nearest Haven: Lórien
Site Path:
EDHELLOND ‐ Haven [ ] (Anfalas) (F, C)
[opponent draws/you draw: 2/2]
Site path from Grey Havens:
Site path from Lórien:
EDORAS ‐ Free‐hold [ ] (Rohan) (F)
[opponent draws/you draw: 1/1]
Nearest Haven: Lórien
Site Path:
ETTENMOORS ‐ Ruins & Lairs [ ] (Rhudaur) (C)
[opponent draws/you draw: 1/1]
Nearest Haven: Rivendell
Site Path:
Playable: Items (minor)
Automatic‐attack: Troll 1 strike with 9 prowess
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GLADDEN FIELDS ‐ Ruins & Lairs [ ] (Anduin Vales) (C)
[opponent draws/you draw: 1/1]
Nearest Haven: Lórien
Site Path:
Playable: Items (gold ring)
Automatic‐attack: Undead 1 strike with 8 prowess; each character wounded must make a corruption check.
GLITTERING CAVES ‐ Ruins & Lairs [ ] (Gap of Isen) (U)
[opponent draws/you draw: 2/2]
Nearest Haven: Lórien
Site Path:
Playable: Items (minor, major)
Automatic‐attack: Pûkel‐man 1 strike with 9 prowess
GOBLIN‐GATE ‐ Shadow‐hold [ ] (High Pass) (F)
[opponent draws/you draw: 2/1]
Nearest Haven: Rivendell
Site Path:
Playable: Items (minor, gold ring)
Automatic‐attack: Orcs 3 strikes with 6 prowess
GREY HAVENS ‐ Haven [ ] (Lindon) (F, C)
[opponent draws/you draw: 2/2]
Site path from Rivendell:
Site path from Edhellond:
HENNETH ANNÛN ‐ Border‐hold [ ] (Ithilien) (F)
[opponent draws/you draw: 2/2]
Nearest Haven: Lórien
Site Path:
HIMRING ‐ Ruins & Lairs [ ] (Elven Shores) (U)
[opponent draws/you draw: 1/1]
Nearest Haven: Grey Havens
Site Path:
Playable: Items (minor, major)
Automatic‐attack: Undead 1 strike with 8 prowess; each character wounded must make a corruption check.
IREROCK ‐ Ruins & Lairs [ ] (Withered Heath) (U)
[opponent draws/you draw: 3/3]
Nearest Haven: Lórien
Site Path:
Playable: Items (minor, major, greater, gold ring)
Automatic‐attack: Dragon 1 strikes with 14 prowess
IRON HILL DWARF‐HOLD ‐ Free‐hold [ ] (Iron Hills) (F)
[opponent draws/you draw: 3/3]
Nearest Haven: Lórien
Site Path:
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ISENGARD ‐ Ruins & Lairs [ ] (Gap of Isen) (F)
[opponent draws/you draw: 2/2]
Nearest Haven: Lórien
Site Path:
Playable: Items (minor, major, gold ring)
Automatic‐attack: Wolves 3 strikes with 7 prowess
ISLES OF THE DEAD THAT LIVE ‐ Ruins & Lairs [ ] (Eriadoran Coast) (R)
[opponent draws/you draw: 2/1]
Nearest Haven: Grey Havens
Site Path:
Playable: Items (minor, major, gold ring)
Automatic‐attack: Undead 2 strikes with 8 prowess; each character wounded must make a corruption check.
LAKE‐TOWN ‐ Border‐hold [ ] (Northern Rhovanion) (C)
[opponent draws/you draw: 2/2]
Nearest Haven: Lórien
Site Path:
LOND GALEN ‐ Border‐hold [ ] (Anfalas) (C)
[opponent draws/you draw: 1/1]
Nearest Haven: Edhellond
Site Path:
THE LONELY MOUNTAIN ‐ Ruins & Lairs [ ] (Northern Rhovanion) (F)
[opponent draws/you draw: 2/2]
Nearest Haven: Lórien
Site Path:
Playable: Items (minor, major, greater, gold ring)
Automatic‐attack: Dragon 1 strike with 14 prowess
LÓRIEN ‐ Haven [ ] (Wold and Foothills) (F, C)
[opponent draws/you draw: 2/2]
Site path from Rivendell:
Site path from Edhellond:
LOSSADAN CAIRN ‐ Ruins & Lairs [ ] (Forochel) (C)
[opponent draws/you draw: 2/2]
Nearest Haven: Rivendell
Site Path:
Playable: Items (minor, major, greater*)
*‐Palantíri only
Automatic‐attack: Undead 2 strikes with 8 prowess; each character wounded must make a corruption check.
LOSSADAN CAMP ‐ Border‐hold [ ] (Forochel) (C)
[opponent draws/you draw: 2/2]
Nearest Haven: Rivendell
Site Path:
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MINAS MORGUL ‐ Dark‐hold [ ] (Imlad Morgul) (R)
[opponent draws/you draw: 4/3]
Nearest Haven: Lórien
Site Path:
Playable: Items (minor, major, greater)
Automatic‐attack: Undead 3 strikes with 8 prowess; each character wounded must make a corruption check.
MINAS TIRITH ‐ Free‐hold [ ] (Anórien) (F)
[opponent draws/you draw: 2/2]
Nearest Haven: Lórien
Site Path:
MORIA ‐ Shadow‐hold [ ] (Redhorn Gate) (F)
[opponent draws/you draw: 3/2]
Nearest Haven: Lórien
Site Path:
Playable: Items (minor, major, greater, gold ring)
Automatic‐attack: Orcs 4 strikes with 7 prowess
MOUNT DOOM ‐ Shadow‐hold [ ] (Gorgoroth) (U)
[opponent draws/you draw: 6/3]
Nearest Haven: Lórien
Site Path:
Special: Any company moving to mount doom has its hazard limit modified by +2 and hazard creatures may always be played
keyed to the site regardless of any other cards played.
MOUNT GRAM ‐ Shadow‐hold [ ] (Angmar) (U)
[opponent draws/you draw: 3/2]
Nearest Haven: Rivendell
Site Path:
Playable: Items (minor, major)
Automatic‐attack: Orcs 3 strikes with 6 prowess
MOUNT GUNDABAD ‐ Shadow‐hold [ ] (Gundabad) (U)
[opponent draws/you draw: 3/2]
Nearest Haven: Lórien
Site Path:
Playable: Items (minor, major, greater)
Automatic‐attack: Orcs 2 strikes with 8 prowess
OLD FOREST ‐ Border‐hold [ ] (Cardolan) (U)
[opponent draws/you draw: 1/1]
Nearest Haven: Rivendell
Site Path:
Special: Healing effects affect all characters at the site. (E)
OST‐IN‐EDHIL ‐ Ruins & Lairs [ ] (Hollin) (U)
[opponent draws/you draw: 1/1]
Nearest Haven: Rivendell
Site Path:
Playable: Items (minor, gold ring)
Automatic‐attack: Wolves 3 strikes with 5 prowess
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PELARGIR ‐ Free‐hold [ ] (Lebennin) (C)
[opponent draws/you draw: 2/2]
Nearest Haven: Edhellond
Site Path:
RHOSGOBEL ‐ Free‐hold [ ] (Southern Mirkwood) (F)
[opponent draws/you draw: 3/2]
Nearest Haven: Lórien
Site Path:
Playable: Items (minor)
Special: Healing effects affect all characters at the site. (E)
RIVENDELL ‐ Haven [ ] (Rhudaur) (F, C)
[opponent draws/you draw: 2/2]
Site path from Lórien:
Site path from Grey Havens:
RUINED SIGNAL TOWER ‐ Ruins & Lairs [ ] (Enedhwaith) (F)
[opponent draws/you draw: 2/2]
Nearest Haven: Rivendell
Site Path:
Playable: Items (minor, major)
Automatic‐attack: Spiders 2 strikes with 8 prowess
SARN GORIWING ‐ Shadow‐hold [ ] (Heart of Mirkwood) (C)
[opponent draws/you draw: 2/2]
Nearest Haven: Lórien
Site Path:
Playable: Items (minor, major)
Automatic‐attack: Orcs 3 strikes with 5 prowess
SHELOBʹS LAIR ‐ Shadow‐hold [ ] (Imlad Morgul) (R)
[opponent draws/you draw: 4/3]
Nearest Haven: Lórien
Site Path:
Playable: Items (minor, major)
Automatic‐attack: Orcs 2 strikes with 8 prowess
SHREL‐KAIN ‐ Border‐hold [ ] (Dorwinion) (C)
[opponent draws/you draw: 3/3]
Nearest Haven: Lórien
Site Path:
SOUTHRON OASIS ‐ Border‐hold [ ] (Harondor) (R)
[opponent draws/you draw: 2/2]
Nearest Haven: Edhellond
Site Path:
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THE STONES ‐ Ruins & Lairs [ ] (Andrast) (R)
[opponent draws/you draw: 1/1]
Nearest Haven: Edhellond
Site Path:
Playable: Items (minor, major, greater)
Automatic‐attack: Pûkel‐men 2 strikes with 9 prowess
STONE‐CIRCLE ‐ Ruins & Lairs [ ] (Old Pûkel Gap) (R)
[opponent draws/you draw: 1/1]
Nearest Haven: Edhellond
Site Path:
Playable: Information Items (minor)
Automatic‐attack: Pûkel‐man 1 strike with 9 prowess
THRANDUILʹS HALLS ‐ Free‐hold [ ] (Woodland Realm) (F)
[opponent draws/you draw: 2/2]
Nearest Haven: Lórien
Site Path:
TOLFALAS ‐ Ruins & Lairs [ ] (Mouths of the Anduin) (R)
[opponent draws/you draw: 2/2]
Nearest Haven: Edhellond
Site Path:
Playable: Items (minor, major, greater*)
* ‐ Scroll of Isildur only. (E)
Automatic‐attack: Undead 3 strikes with 7 prowess; each character wounded must make a corruption check.
VALE OF ERECH ‐ Border‐hold [ ] (Lamedon) (R)
[opponent draws/you draw: 1/1]
Nearest Haven: Edhellond
Site Path:
VARIAG CAMP ‐ Border‐hold [ ] (Khand) (R)
[opponent draws/you draw: 4/3]
Nearest Haven: Edhellond
Site Path:
WEATHERTOP ‐ Ruins & Lairs [ ] (Arthedain) (F)
[opponent draws/you draw: 1/1]
Nearest Haven: Rivendell
Site Path:
Playable: Information
Automatic‐attack: Wolves 2 strikes with 6 prowess
WELLINGHALL ‐ Free‐hold [ ] (Fangorn) (F)
[opponent draws/you draw: 1/1]
Nearest Haven: Lórien
Site Path:
THE WHITE TOWERS ‐ Ruins & Lairs [ ] (Arthedain) (U)
[opponent draws/you draw: 1/1]
Nearest Haven: Rivendell
Site Path:
Automatic‐attack: Wolves 2 strikes with 6 prowess
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THE WIND THRONE ‐ Ruins
& Lairs [ ] (Grey Mountain
Narrows)
(F)
[opponent
draws/you draw: 2/2]
Nearest Haven: Lórien
Site Path:
Playable: Information, Items (minor, major)
Automatic‐attack: Orcs 3 strikes with 7 prowess
WOODMEN‐TOWN ‐
Border‐hold [ ]
(Western Mirkwood)
(C)
[opponent
draws/you
draw:
2/2]
Nearest Haven: Lórien
Site Path:
WOSE
PASSAGE‐HOLD ‐
Border‐hold [ ]
(Old
Pûkel‐land)
(C)
[opponent
draws/you
draw:
2/2]
Nearest Haven: Edhellond
Site Path:

