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Maps of Middle-earth, Set 2: Cities and Strongholds 
MSRP: $29.95 
This boxed set contains six full-color maps of key cities and 
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fans of the movies, and game players everywhere. 

’5) MMlll New Line Productions. inc {rm} Tolkien Em. Uc to New Line Productions, inc. All Rights Reserved. TM, ’5? 8. © 2003 Decipher inc. All Rights Reserved. 



5 “ .  .\ \.. ‘\ \t‘ \ \ t ‘  \ \ r ‘  \ \ . \  \ V SCRX’E OPRESE 
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The long wait is finally over! The Return of the King opens in just a few 
short weeks, and we’ll all get to see the culmination of Peter Jackson’s epic 
adaptation of The Lord of the Rings trilogy. Whatever nitpicking you, I, or 
anyone else have done about the films, they have undeniably defined how a 
new generation will viewJ.R.R. Tolkien’s work. They’ve also made the story 
accessible to a much wider audence — including members who simply don’t 
yet have the reading skills necessary to get through the original books. Like my 
4-year-old niece, for example. 

Samantha’s seen both movies, via the wonders of home video, and while 
she’s still mastering some basic skills like writing letters of the alphabet so that 
they can be deciphered by another human being, she knows all the major 
players in the story and will, if allowed, gladly provide her fellow viewers with 
helpful reminders. (“That’s Air-a-gorn. He’s gonna marry Ar-wen.”) Her favorite 
character is Girnli, and she greatly enjoys “helping” her older siblings play their 
Lord of the Rings videogames — either assuming the dwarven warrior’s role 
when they graciously allow her to participate or by coaching from the sidelines. 
“Don’t forget to pick that up! Now go the other way. Get the Orc! Get the Orc!” 
— you get the idea. 

Now you’re probably feeling really sorry for her older sibs, but the fact is, 
most of what she knows about the characters and the story she learned from 
them, because all the kids (not to mention their parents) are genuinely inter- 
ested in the world of Middle-earth, and they’ve enjoyed sharing their interest 
with others. The movies are something they can enjoy as a family. Decipher’s 
trading-card game has given the older kids something else to enjoy, as have 
several of the other LotR games of varying types. This year, there are even some 
new Lord of the Rings games that are reaching out to a wider — and in some 
cases, younger — audience, as well. Which gives fans of the books and the 
movies even more ways to share their mutual enjoyment Tolkien’s works. 

So while we’re waiting for Dec. 17 to get here 
. .. let’s play a game! 

Joyce Greenholdt 
E-MAIL: soryemaflakrausenom 
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A NEW ADVENTURE FOR 
YOUR LITTLE H 033113 

J.R.R. Tolkien’s .4 1 
Lord of The Rings® * 33 
An adventure for kids 6 and up. 
Now kids can experience the fun 8C excitement of the 
Lord of the Rings by having their own adventures in 
Middle Earth. During the game, players move their 
Hobbits through Middle Earth, overcoming obstacles 
and braving encounters with fantastic creatures. The 
first player to move their hobbit safely to Mount Doom 
wins the game. 

Features: 
0 Simple, fim gamtplay for kids 6 and up 
0 Artwork by the internationally acclaimed children} boo/e 

illustrators Ingrid ana' Dieter Schubert 
o Designed by award-winning author Reiner Kn z'z {a 

"AF ., , '  — ‘ , -  3-334” 7. ‘ . I, 

.i 

i i , 4.- 0"“ . . ‘ 

a _ . : '  1 ‘ . n .7 , - ‘  7‘ a " ,  ' ,  H/J-z - . .. . _ . 7‘ ‘fi .  N 0» An ‘- 
' ' " i f .  . .M ‘ .  ‘- 

m ' r ' ‘ , -  
V - ' m h . l 

1-_ 

W 

M »  '. . ' a» w ‘7‘ -~».,.: .  , .— 



Register onlme for the aim beta test aad loin the 
_Ith01mndsofpeopledIIm playing mmqmw 
WE: online and Mia-earth as we know it. 

i 

F_ _ Commg Soa'. 
http l/latronline. deaphermqfit 

'F’IORLDWIDE ANYTIME ONLINE 
- J - ;-; - I- ‘4'“? " t  a 

r -' ' ‘ 7 ‘  * ‘ j f  ' 9 ‘  -7 i v ' C 

: n.~u-.-qh:..w '"l .211:t 0‘ 'N, Eva. ‘ 62. " 
~ - 4“:- “‘° ._.— -- I 

@ML‘!" Nu. '- we PicdacfiMs, Inc fits it-‘d M “In Rims and me \ .:: 9-: ms, Names, and phases thumb; ‘ha ‘~- "w" . .w mmflvd "b '5 YC-Hii‘ 

V " 

refines: . 



w 
‘ 

“ 
" 

. 
.

-
 

l
‘

 
,

f
 

‘ 
p

‘
.

f
 

. 
.. 

”
‘

3
'

 
" 

f
'

r
 

*
5

 
f 

1
|

 
3 

I”
 

l
l

 
"
 

r
a

m
 

1 
a.

 
L 

K
r

?
 

f a
 

If:—
 

_ 
__ 

n 
"

A
 

. .
u

:
 

:1
. :< 

...
. 

.. 
g. 

fl 
flp

f 
r‘

! 
an

 ..
 

i 
a- 

?Cbme find a game anyétime of day orb: ponents from all‘arpund the yorld. Nor familiar with fire [3711 
fire Rings TQG? Do'n' t w3rry!’ fire? wdlbea‘h playagle Mal 19‘. 

easfy and secure "wand Online tournm supportflfire 

6 5 1 9 5 3 3 3  rte-matron, andffmoflers from fire 10nd ofidre 

OFTHE . fi’f’T' 
RINGS ’ fl ... _ 

“A". ‘macmwa ~ON LINE “ i  MM 
TRADING CARD GAME 



. m5 » ._ 

I ORDaFEPJNGC 
i.__J TRADEABLEMlNlATJRl-ZSGAME : 

by Tom Matthews 

.":' .‘ 
’c > V-.. 

l . . ‘  

I "  . 

itting in Sabertooth Games’ 
Seattle office on a rainy October 
day, it was easy to see that the 

staff loves games. Sketches line the 
walls, and dice are as common as 
paper clips. “I love the smell of new 
cards in the morning.” said lead 
designer Ryan Miller . “It’s the smell of 
victory.” 

Misquotes notwithstanding, Miller's 
been designing games since he was 
13, when his mother warned him 
against the dangers of Dungeons & 
Dragons. “I wasn’t allowed to buy any 
of the books,” he recalled, “so I made 
up the games on my own.” 

Miller has been the lead designer 
for Sabertooth Games for 2 1/2 
years now, and he’s only getting 
started. “The Lord of the Rings TMG 
was a great challenge.” he said “I 
had to take my collectible card game 
experience and translate it to the 
tabletop.” It wasn’t as easy as he 
thought. “Card-game rules are finite. 
but on the tabletop, anything can 
happen. I’m still occasionally sur- 
prised by a question a player will 
pose, and I’ll think ‘Yeah, that prob- 

One game to rule them all... 

GO INSIDE THE LORD 
\ 
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ably should have been 
covered.’ Then I flog myself.” 
No game is designed in a vac- 

uum. and this game is no excep- 
tion. “I took a look at some of the 
other games that are out there and 
listed some of the things that both- 
ered me about them — the long play 
time, the small armies, and the way 
the warriors’ stats decreased as they 
took damage, to name a few —- and 

set to work.” 
And work he did. After my 
first few games, I was struck 
by how quickly and 
smoothly things went. 
Playing against the game’s 

designer was a little daunt- 
ing, but Miller reassured me: 

“I have the Game Designer’s 
Curse,” he explained. “It keeps 

me from winning the games I 
design. When I start beating peo- 

ple at my own games, I start to 
worry!” 

If that’s the litmus test, then he 
should start worrying. He trounced me 
four games to one. In my one win, I 
got lucky and snatched a “Frodo victo- 
ry.” Frodo is a risky hero to play, 
because if you lose him, you lose the 
game! The flip side is that if you can 
manage to sneak him off of your 
enemy’s side' of the map, you win, 
which is how I was able to best the 
designer at his own game. It’s a cool 
way to add flavor to the game. 

The standard way to win is to 
reduce your enemy’s army to half 
of its starting strength or 
less, and is one of the 
reasons gameplay is fast. 
You never get to that 
part of chess where 
each army has only 
one piece left — bat- 
tles are often decided 
by one or two key combats. 

Even though I was 
thoroughly beaten, I 
was pleased with 
the outcome. It 
showed that player 
skill matters more 
than the luck of 
the dice. 

\ .  

., OF THE RINGS TMG 
Such a little thing. I‘ve been a 

Lord of the Rings fan since my father 
loaned me his weathered copy of The 
Hobbit And even though I didn’t write 
it, I admit to having “paternal” 
instincts whenever a new game comes 
out based on it. It’s like I want to 
make sure that such a treasure ‘gets a 
good home. “I did a lot of work in the 
early stages,” Miller said, “to make 
sure the game ‘felt’ like The Lord of the 
Rings. In the end, I decided that the 
basic fi'amework of the game should 

. focus on battle, and the special abili- 
ties would bring out the flavor.” 

Checking out the various heroes 
and their special abilities, I could see 
what he meant. Boromir, for instance, 
is one of the few warriors with the 
Courage special ability. It means that 
the turn he is reduced to zero 
wounds is not his last e he gets to 
fight on for one more turn. Images of 
Boromir bravely fighting on, even 
with four arrows in his chest, instant- 
1y came to mind. 

The most extensive special rule, of 
course, involves The One Ring. “I find 
the idea of an invisible model pretty 
cool, but executing the idea took some 
time,” Miller recalled. “I messed 
around with some hidden-movement 
rules, but it seemed to be more trouble 
than it was worth. In the end, I went 
with a smoother, simpler system.” 

Basically, while Frodo wears The 
Ring, he can move around without 
penalty, and can only be attacked 
by Ringvvraiths. There is a down- 

side, though, represented by the 
struggle roll. If he fails this 

important roll, he can't 
move that turn and 

loses one wound to 
the black breath. 
Wearing The One 

Ring is always a risk, 
but it can pay off if 

you get'Frodo off 
the map. 

In the end, I 
decided that the 
game really does 
capture the feel of 
The Lord of the 
Rings. The look of 

the models, the flow 
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of game play, everything con- 
tributed to a satisfying Lord of 
the Rings experience. And I have 
to give kudos to any game that fea- 
tures frying-pan-wielding hobbitsl 

“3-D cards.” So how does a com- 
pany like Sabertooth Games, known 
for collectible card games, make the 
move to miniatures? “It wasn't that 
big a leap,” said Miller. “A tradeable 
miniatures game is a lot like a 
CCG, only with 3-D cards.” Putting 
together my first army, I could see 
what he meant. It felt like I was 
building a deck, as I considered 
different warriors to fill different 
roles, and how my special abilities 
would combine. 

The CCG feel extends to the 25 
special abilities in the base set. 
They’re divided into five categories, 
based on what part of the turn they- 
affect, so they’re really not that hard 
to remember. Combos and dirty tricks 
abound, such as using Magical Force 
to move an enemy warrior out of con- 
tact with one of your warriors and giv- 
ing your warrior a free attack against 
it. “That raised a few eyebrows with 
the playtesters,” Miller said. ”They 
thought it was cheating.” In war, 
there’s often a fine line between 
“cheating” and good strategy. 

A veteran designer with two pub- 
lished CCGs, Miller takes the col- 
lectible aspect very seriously. “I didn’t 
want the coolest characters to be 
impossible to find,” he said. To that 
end, there are two versions of each 
hero: one that costs fewer points and 
has fewer abilities, but is easier to 
find, and another that has more power 
but costs more points and is harder to 
find. “That way, if someone wants to 
play Girnli, they won’t have too much 

trouble finding one.” 
So will the best amiies contain lots 

of ultra-rares? “I doubt it very much,” 
Miller said. “The rarer models are on 
the high end of the point-cost spec- 
trum, so filling your army with them 
will mean that you should only get 
three to six waniors. It’s very hard for 
a small army like that to beat a more 
balanced army of 12 to 20 warriors.” 

There are some cool ultra-rares, 
though. Gandalf the Grey’s ultra-rare 
version is currently the most expensive 
warrior in the game, weighing in at a 
whopping 680 points. He probably 
won’t make his way into many stan- 
dard lOOO-point games, but he’s a 
monster on the battlefield, as he 
should be! “In playtesting, we dubbed 
him the “battle platform’ because of his 
Arrow Flurry and Crack Shot abilities,” 
Miller said, “which basically let him 
walk around the board shooting peo- 
ple.” The standard rules don’t allow 
shooting and moving in the same turn, 
but Crack Shot gets around that rule. 
Arrow Flurry doubles Gandalf’s shots 
to 10, and lets him shoot at any num- 
ber of targets. 

Tournaments, tournaments, 
tournaments. While I was there, the 
folks at Sabertooth Games had a 
Lord of the Rings staff tournament in 
which I was fortunate enough to par— 
ticipate. While I didn’t win, I do have 
the distinction of being the only 
player to defeat Jason Dawson’s 
“arrows a-flyin’ ” army, which went 
on to win the tournament. A11 in all, 
it was a lot of fun, and it showed me 
how well the game functions in a 
tournament environment. 

Many tabletop miniatures games 
have a fudge factor, which means that 
sometimes models that can only move 
6" are sometimes “accidentally” moved 
a little more, and models that should- 
n’t have a line of sight to a particular 
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target end up being able to shoot 
at it anyway. While this accepted 
by most tabletop ' gamers as 
part and parcel of e game, CCG 

players (myself included) demand 
more precision. 

The Lord of the Rings 1M0 handles 
this aspect nicely, starting with the 
beautifully rendered hex map. With 
this, arguments about line-of-sight are 
over, and there's no fudge factor on 
movement because it’s simply not pos- 
sible. It also speeds up gameplay 
tremendously, something that is 
imperative in tournaments. Lastly, it's 
about 2' x 2', so it fits perfectly on the 
average CCG table. 

The folks at Sabertooth took pains 
to ensure that the game held up well 
in tournament play. “First of all, the 
game had to take less than an hour to 
play,” Miller explained, “and it had to 
have a comprehensive rules manual.” 
Since rules manuals are not the best 
way to learn how to play the game, the 
Tournament Rulebook can be down- 
loaded for free at the company's web- 
site, www.sabertoothgames.com The 
standard rulebook in the starter set is 
enough to teach the game, so the 
Tournament Rulebook is used to 
answer specific rules questions, and 
provides several clarifications to the 
main rulebook. “It’s also what we call 
a ‘living’ document,” Miller continued, 
“so players will be able to give feed- 
back and affect future versions.” 

Finally, nothing drives tournaments 
like free stuff! Sabertooth has made 
several exclusive models to be given 
out as free tournament support. “As 
long as the tournament is sanctioned 
on our website three weeks in 
advance,” Miller explained, “we‘ll send 
out a free tournament kit, including 
some exclusive models.” . 
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TRADEABLE MlNlATURES GAME 

by Ryan Miller 
LotR TMG Designer 

“The board is set. the pieces are 
moving. We come to it at last — the 
great battle o f  our time. ” 

— GandaU’, The Return o f  the King 

The base set of Sabertooth Games’ 
Lord o f  the Rings Tradeable Miniatures 
Game contains 120 pre-painted 40mm 
models depicting the major characters 
from the Fellowship o f  the Ring and 
The Two Towers movies. All of the fel- 
lowship is here, from Frodo to Aragom 
to Legolas. There are also a host of 
your favorite good and evil characters, 
including Saruman, Arwyn, Lurtz, and 
Elrond. There are plenty of soldiers for 
them to lead, like the Moria Goblins 
and Uruk-hai for the forces of Shadow 
or the stalwart Gondorian Warriors 
and Lothlorien Elves for the Free 
Peeples of Middle-earth. 

Their large size offers many advan- 

JOIN THE BATTLE! 
Understanding Lord of the Rings TMG 

tages. Most miniatures games use 
models in the 25-30mm range, so 
these models stand, literally, head and 
shoulders above the competition! This 
has allowed the expert sculptors at 
Games Workshop to add a level of 
detail previously unlmown in tradeable 
miniatures games. 

The models are painted using a 
combination of hand painting and 
mechanical process. This means you 
get an amazing level of detail, with a 
minimum of “bleed.” From Aragom’s 
five-o'clock shadow to the golden 
lines of Legolas’ quiver, the paint 
detail is excellent. 

How does it play? Using Saber— 
tooth’s Combat Hex system, play is 
fast and bloody. Standard games last 
about 30 to 45 minutes and involve 
around 12 to 20 warriors per side. 
This allows you to fight some satisfy- 

ing battles without giving u p  your 
entire evening for a single game. 

As its name unplies, the Combat 
Hex system is played on a hex map. 
This means there are no arguments 
about movement or line-of-sight, and 
it speeds up  play tremendously. You 
get one two-sided map with the starter 
set, and there are four more maps due 
out in December. 

Where can Iget  some?The first 
place to look is your local game store. 
They should also have information on 
Sabertooth’s tournament program, 
which includes exclusive models and 
lots of opponents. You can get a list of 
local retailers at Sabertooth’s website: 
www.5abertoothgames.com. You can 
also find resources, downloads, and 
forums so you can interact and even 
trade with players from around 
the globe. . 

Base anal S'IS: Aragom 
A Movement Points. How ast Aragom moves across 
the map. 
B Toughness. How hard it is to damage Aragom. 
C Attacks. How many dice Aragom rolls in combat. 
D Rarity symboL Some models are harder to find than 
others. This version of Aragom is ultra rare. 
E Collector number: This number is just there to help you 
organize your collection. The two letters before the num- 
ber tell you what set the model is fiom. This version of 
Aragom is #98 in the Base Set. 
F Unique number: Aragom is unique number 1,  and this 
means you can’t have another model in your army with 
unique number 1. This keeps unscrupulous types from 
making a whole army out of Aragorns! 
G Point cost. This version of Aragom costs 400 points. 
Since you field a LOGO-point army in a standard game, 
he’s pretty hefiyl 
H Faction. The leaf symbol tells us Aragom is one of the 
good guys. As if we didn't know! 
I Special Abilities. These are Aragom’s special skills — 
more on those later. 
J Wounds. How much damage Aragom can take before 
he falls. 
K Action points. How many action points (APs) Aragom 
can use during a battle. APs do not get replenished dur- 
ing the game, so use them wisely! 

Looking at Aragom's base, we can see that he’s quite 
powerful, with five attacks, five toughness and five 
wounds. He’s even more powerful when you look at his 
special abilities. He  has three of them, as you can see on 
his base. Each symbol tells you which ability it is,  and 
the number inside the symbol is that ability’s action 

point cost. 1 
His first ability (the four arrows in four directions) is 

called Berserk. This gives Aragom +1 attack for each 1 
enemy in an adjacent hex. So if you get him in the thick 
of things, he could get up  to +6 attacks. ' 

Next is Armor (the helmet symbol), which allows him to 
ignore one wound per turn. Coupled with his toughness 
of five, Aragom is hard to get rid of! 

Finally there’s Battle Awareness (the four arrows 
with the circle in the center). This means that he can 
attack any enemy, not just enemies to his front, as is 
normally allowed. 

All of this means that Aragom is best used by having 
him wade into the thick of the enemy’s ranks, causing as 
much damage as possible — as the King of Men should 

MUJOSEJV 



OH MY LDRD THE RETURN . ,. 
OF THE KING WAS EEVN BETTER THAN "THE FELLOWSHIP 

OF THE RING 
: AND "THE Two ,, j TOWERS! 

THOSE NIFICENT LANDSCAPES... ‘ HTY CLASHING ARMIES... E DARY BEAUTY or THE ELAND, . TH E PANORAMIC SHOTS... _ 

IT WAS JUST" .JUST 
OVERWHELMING! AND SO 

EPIC! SO SWEEPING! 

CIGARETTE... 

THE SCARY THING IS HE 5 0 L  TALKING AapUTTH CARD GA E. JUST WAIT TIL HE ACTUALLY SEES 

I SHUDDER 
TO THINK... 
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STRATEGY BATTLE GAME 

by Tim Huckleberry 
Public Relations 
Games Workshop 

The Lord of The Rings Strategy 
Battle Game from Games Workshop 
allows players to relive the excitement 
of the motion pictures. All that's need- 
ed is an opponent, a handful of dice. a 
flat surface to play on, and, of course, 
some of The Lord of  the Rings minia- 
tures, and a new player is ready to 
take his or her first steps into the 
hobby of miniatures gaming. 

Drums in the deep 
7 Shadow and Flame is a full-color 
48-page supplement book out now. 
thrilling not only fans of The Lord of  
the Rings Strategy Battle Game but 
also lovers of the classic books them- 
selves. The first in a series of supple- 
ments which will take the action 
beyond the epic fihns and into the 
original trilogy of books by J .R.R. 
Tolkien, Shadow and Flame allows 
players experience a new depth to the 
hobby with new characters, new 
forces, and new battle scenarios. 

The book is divided into two 
main parts. starting with the 
ancient Dwarf realm of Moria. 
Here players learn its history, 
with a detailed map showing 
the path of the Fellowship 
through the underground 
kingdom. The expedition 
of Balin and his quest to 
reclaim this kingdom from 
the foul Moria Goblins is a 
main part of Shadow and 
Flame, with new forces and 
characters such as Balin’s 
Dwarves and the dread 
Goblin King. 

The second 
part contains 
three appendices, 
each adding to 
the game many 
of the favorite 
characters and scenes 
beloved by readers of The Fellowship of  
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Games Workshop brings 
' Middle-earth to life 

the Ring. First, players discover the 
Barrow-downs, home to dark spectral 
powers that threaten the four Hobbits 
on their way to Bree. The second 
focuses on Rivendell and its Elven 
heroes, and the third addresses new 
magical forces in Middle-earth. includ- 
ing the evil shamans of the goblins 
and Uruk-hai. Players will receive 
rules for such characters as the pow- 
erful wizard Radagast the Brown, Tom 
Bombadil of the Old Forest and the 
river—daughter Goldben'y, Glorfindel 
the Elf. and the twin sons of Elrond: 
Elladan and Elrohir. 

Happy Return 
The Battle of Helm’s Deep is over, 

but the battle for Middle-earth has 
just begun! ' 

Following on The Fellowship of  the 
Ring and The 1100 Towers tabletop 
battlegames, The Return of the King (in 
stores now) mirrors the events of the 
upcoming film. It will take players 
through the key events of the movie, 
such as the fighting at Minas Tirith. 
the battle at the Black Gates of 
Mordor, and the culmination of 
Frodo’s quest to destroy the Ring. Just 

l ‘
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as the film raises the action to new 
heights, the action in the game also 
rises with the inclusion of new rules, 
warriors, and scenarios. 

The Return of the King adds greater 
depth and detail to the previous 
games, with 12 new scenarios that 
allow players to re—create the events of 
the third film. The l76-page, full-color 
rulebook also includes a comprehen- 
sive forces section that gives players 
all the information needed to field war- 
riors from any of the films. From older 
characters like Isuldur to newer ones 
like the Mouth of Sauron, fiom the 
noble High Elves to the brutish 
Mordor Trolls, players will now be able 
to draw on an incredible variety of 

. characters, warriors, and monsters for 
their armies. The rulebook also 
includes The War of the Ring, a special 
section presenting an additional five 
scenarios covering the great battles 
raging throughout Middle-earth. 

Exciting new miniatures 
Over the coming months, Games 

Workshop will be releasing many fan- 
tastic new models for the game. From 
Aragorn the King to the twisted 
Gorbag, from the Knights of Gondor to 
the Mordor Uruk-hai, players will get a 
wide variety of new miniatures to add 
extra depth to their armies. New war- 
riors such as the Eastlerlings, mon- 
strous characters such as Shelob. and 
heroes such as Denethor will arrive to 
bolster forces on both sides. The new 
game itself will come with great new 
plastic models, including 24 plastic 

Mordor Orcs and 24 Warriors of Minas 
Tirith. Players also get new plastic 
scenery, evocative of the unique 
appearance of Middle-earth as seen in 
the motion pictures. 

Other treasures 
Two new Starter Paint Sets will be 

coming out in November as well, each 
with six starter paint pots, 12 Mordor 
Ores or Warriors of Minas Tirith. a 
paint brush, and a painting guide. 
These are great introductory products 
for people who want try out the minia- 
tures hobby, as they come with every- 
thing needed in one box. 

The Heroes of the West comes with 
new models of Aragorn, Eorner, 
Gandalf, Faramir, Legolas. Gimli. 
Eowyn, Merry, and Pippin — the last 
three all in armor. These stalwart 
defenders stand against the forces of 
Mordor in the battle to protect the 
White City and the hope of all Middle- 
earth. This set of characters for The 
Return ofthe King is sure to be popular 
with players and collectors alike. 

The Ruins of Middle-earth scenery 
collection evokes the strong imagery of 
the motion pictures. The ruined build- 
ings, fallen statues, and building 
columns of forgotten ages contained in 
the new plastic set reinforce the fact 
that these games are set in Middle- 
earth and nowhere else. And this is 
just the start — there are many more 
releases coming after the launch, 
including the huge plastic Mumakil 
(“Oliphants” to all you Hobbits). 

Following in March will be The Siege 
‘(a \‘r “‘1' “ 9 8 0 ‘ ”  

of Gondor, the second of Games 
Workshop’s supplements for The Lord 
of the Rings Strategy Battle Game. This 
64-page book will augment the rules 
with sieges, war machines, and more, 
reflecting the kind of large-scale battles 
seen in The Return of the King. Players 
will also get new characters and war 
machines for the forces of Gondor and 
Mordor. This promises to be an invalu- 
able supplement for gamers looking to 
expand their armies beyond small skir- 
mishes into larger-scale battles. 

Future supplements will provide 
even more for players, also drawing on 
the literary works in the same manner 
as Shadow and Flame. Games 
Workshop’s monthly hobby magazine, 
White Dwarf. will also feature painting 
and modeling advice, along with new 
scenarios and gaming material to fur- 
ther expand the game. 

In January, the third annual The 
Lord of the Rings National Painting 
Competition starts up, and The War of 
the Ring, our national campaign for 
TheLord oftheRings, will kick ofi'in 
March. 

With the release of The Retum ofthe 
King Tabletop Battlegame and associat- 
ed releases, players are seeing just the 
third installment in The Lord of the 
Rings Strategy Battle Game. Though 
the third film brings the epic trilogr to 
a conclusion, it’s still the beginning for 
The Lord of the Rings Strategy Battle 
Game. Players can be assured that 
they can look forward to great products 
for miniatures gaming in Middle- . 
earth for many years to come! 
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,‘ Eagle Games 0 www.eaglegames.net 0 Available now 0 $29.99 

I German game designer Reiner 
Knizia is best known for complex 
strategy games, like Tigris and 

, , . 5 Euphrates and Samurai. So it comes 
A l as a bit of a surprise that he would 
a design a kids’ game based on The 
~. .5 , Lord of the Rings. Kids love spinners, 

dice, and randomness; Knizia’s 
designs focus on logic, strateg, and 
order. On the surface, this sounds 
like mixing peanut butter and choco- 
late in hopes of making caramel, but 
somehow the mixture works in the 

. new The Lord of the Rings game from 
~ Eagle Games. 

The game paints a friendly and 
wholesome picture of the story, 

‘ touched with a child’s cartoonish 
vision of the perils awaiting the 

'1 ‘ Hobbits. Inside the box, you find 
f .  large, easy-to-handle components that 
,- work great with younger players. Use 
' 1 the basic set of rules with younger 
,1" kids (ages 6 and 7), and the advanced 

‘ rules with older kids. 
Like the story, the game follows the 

1 Hobbits’ trek from Hobbiton to Mount 
Doom. To win, you must defeat 
Sauron and his flying Nazgfil at 

. Mount Doom. Along the way, you 
' meet up with friends like Aragorn and 

Bill the Pony, and encounter such 
enemies as Gollum and the Orcs. 

As with any journey, getting there 
is half the fun. Multiple paths lead 
from place to place around the board, 
giving players a lot of leeway over how 
to proceed. If players prefer to seek 
out encounters to gain friends and 
defeat enemies, they can do that. If 
they’d rather race straight to Mount 

, Doom and confront Sauron, they can 
‘ do that, too. 

On your turn, you roll a custom 
die, numbered fi'om two to five, plus 
one face showing the dreaded Flying 
Nazgfii. If a player rolls the Flying 
Nazgfil symbol on the die, she can 
move a Flying Nazgfil piece from any 

\ encounter spot to any other, and then 
. ‘ ‘ roll again. Flying Nazgfil make 

encounters harder, because the player 
“ must deal with them before overcom- 

Number of players: Two to five 
Designed for ages: 6 and up 
Learning curve: Easy 
Playing time: 10-25 minutes 

( 4 : 5 5 :  

ing the encounter itself. 
If a player rolls a number on the 

die, she moves her Hobbit up to that 
number of spaces (or not at all). When 
a Hobbit ends his move next to an 
encounter location, the player can 
engage the encounter in the hope of 
winning it and passing through to the 
other side of the space, shortening the 
journey to Mount Doom. A player can 
also bypass a particular encounter by 
staying on her side of the space and 
continuing down a longer path. 

Players resolve encounters with a 
large, four-section spinner. The first 
section shows Sauron’s Eye. If a play- 
er spins this position, her turn ends. 
(Ending your turn is the only “penal- 
ty” in the game.) The other sections 
show one, two, or three red cubes. 
Every enemy tile displays a number of 
red cubes, showing how strong the 
enemy is. When a player hits one of 
the cube spots on the spinner, she 
removes that number of red cubes 
fi'om her enemy. When the enemy 
runs out of cubes, he’s defeated and 
the Hobbit passes through. 

The one-cube spot on the spinner 
also shows a Flying Nazgfil. To defeat 

Pros: Clever artwork and constant interaction keeps kids engaged. 
Cons: Small misprint in early editions may require replacement pieces from Eagle. 

a Flying Nazgul, a player must hit this 
spot on the spinner. If she gets either 
the two- or three-cube spot, she gets 
to try again, but doesn't get to remove '* 
any cubes — those must wait until 
you dispatch the Flying Nazgfil. If she , 
gets Sauron's Eye, her turn ends. 

A very small misprint problem 
affected the first wave of games; the 
backs of one token sheet got a dark 
green image instead of a light green 
one. Although it affects game play for 
adults, kids probably won’t notice at 
all. Eagle offers fi'ee replacement 
sheets by mail if your game was 
affected. To get your replacement 
parts, send an e-mail request with 
your shipping information to 
info@eaglegames.net. 

The Lord of the Rings from Eagle 
Games makes a wonderful gift for the 
holiday season (or any other time of 
year). The unique mixture of pre-set 
tracks and player choices makes this 
game design a real standout. It defi- 
nitely engages both kids and the 
adults that play with them. 

— John Kaqfeld 

Gamenlav 0.0.0 
Replay Value .0000 
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> Trivia Game 
Fantasy Flight Games 0 

g , Thinking about trivia games evokes 
z: ' thoughts of games like Trivial Pursuit 

‘1 and— well, Trivial Pursuit Fantasy 
, Flight Games has bridged the gap 

between yesteryear’ s all-too- 
familiar triviathon and today’s 
fast-paced family board games 
with The Lord of the Rings 

." ' Trivia Game. Based on the 
i grandfather of epic fantasy fiction, this 
", p" game offers a rewarding experience for 

everyone from Tolkien scholars to the 
>> guy on the comer who thinks a bad 

Hobbit is something akin to smoking 
cigarettes. 

Gameplay bofls down to answering 
‘ questions to get resources and manag- 

.. 

i. ing those resources to move on the 
I; map. Each player or team of players 

. 1 starts in Bag End. There are 13 other 
regions to navigate, and each region 

n has a resource cost to enter. The cost 
varies from region to region and 

1 becomes progressively more expensive 

{7 

Mount Doom. Regions have a Lidless 
Eye icon or a stack of associated 

' Challenge tiles. The 

ma ms: 
4 

-5! 
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wwwfantasyflightgamestbm 0 Available now 0 $39.95 

as you get closer to your ultimate goal: 

Challenge tiles incorporate trivia 
questions and hazards or boons. 
Hazards may force a resource discard; 
boons offer a one-use action, such as 
automatically passing a question or 
ignoring a region’s resource require- 
ment. 

After answering a question correct- 
ly, a player may pay resources to 
move to the next region or rest. If a 
player who moves on misses the ques- 
tion in the new region, he must move 
back to the region he began the tum 
in. If a player rests, he rolls the 
resource dice twice, collects the 
resources and ends his turn. There 
are three havens: Rivendell, Lothlor- 
ien, and Ithilien. Once a player passes 

a haven, he may not be 
Lidless Eye repre- moved further back 
sents a trivia ques- . . than that haven. 
tion. Each trivia card f 1‘ mixing? m" “u a" Players with enough 
contains three ques- Petty-Dwarves resources and confl- 
tions, numbered one mag“; dence in their trivia 
to three, with a cor- Owing“ knowledge can press on 
responding nttlilmbflil' 2. M the . Pony, who did fi'tzlrlnfia lEagen with lmini- 
01 1' 6503,1335 a; he  Strider tellFrodo was m m »  m h 5  M meet it) P ayer 
p ayer earn e trusted? reac es oun 00m, 

F answers the question 32:22:“m’b” he has to resolve one 
- correctly. Tom Bombadil more challenge tile to 

’ The cleverest bit (mm Smuburm" win. 
‘ about the questions 3. How mud, mpenmion m M, The optional short 

is the variable dim- ' Butter-bur pay to Merry forthe loss game has a more tradi- 
. culty mechanic. Each "f h" ”m“ tional trivia-game feel. 

of the 1,200 ques- . Players ignore the 
tions in the game 30825:: “"‘Ff‘m‘ resource-gathering 

I « may be asked as an I mechanic altogether. \ 
\ easy. medium, or 
‘ hard question. - 

Each turn, players 
move forward one space 

Designed for ages: 12 and up 

Playing time: 60-90 minutes 

one. 

Number of players: Two to four players or teams 

Learning curve: Easy (though some of the questions are pretty tough!) 

Pros: Beautiful game; blends trivia with adventure boardgaming; easy to learn; two games in 

3“ ' Cons: The trivia question cards don’t have the same aesthetic standard as the rest of the com- 
ponents. 

a” - 

and face the first question on the 
card. If they pass, they advance and 
may attempt a second question, and (' 
so on, until they miss a question or 2 /  
have faced a third question to end the V a 
turn. When a player answers incor- 3’s. 
rectly. he moves his playing piece back 
to the space he started from. The ... - 
haven rule is ignored, so there’ 5 no ° 
safety net in this variant. You can 
press your luck and move up to three 
spaces per turn or steadily advance 
and minimize the result of an incor- 
rect answer. 

The most notable thing about this 
board game is that it continues 
Fantasy Flight‘s tradition of great- 
looking high-end games. The board is 
a lavish map with smartly designed 
graphic inlays representing key 
regions in the Rings saga. The playing 
pieces are cleanly designed, with easy- 
to-read icons. However, the trivia 
cards themselves are a touch stark. 
The bold, colorful designs of the rest 
of the game components are absent on 
the question face. The back of the 
card, however. pleasingly echoes the 
map board. 

The rulebook is attractive and well- 
presented. It‘s full of pictures, illustra- 
tions and a swan-boatload of exam- 
ples of play. The board and the rule— 
book both reference all the icons in 
the game for convenience. The game is 
a novel blend of trivia and adventure 
boardgaming. perfect for Tolkien fans, 
trivia buffs, and gaming families. 

— Matt Hoskins § 
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“Agent of Treachery” is an adven- 
ture for The Lord of the Rings Role- 
playing Game that takes place in the 
lands immediately surrounding Minas 
Tirlth just before the Battle of the 
Pelennor Fields. It is suitable for near- 
ly any number of players having from 
zero to four advancements. 

Overview 
In “Agent of Treachery,” the player 

K characters (PCs) travel into the 
Pelennor Fields on an urgent errand: 
to rescue an addled old militiaman 
fi‘om the barn where he has shut him- 
self up in defiance of the hordes that 
are soon to attack. While doing so, the 
PCs discover a Gondorian child lurk- 
ing nearby. He saw an agent of the 

. Enemy meeting with a Gondorian trai- 
tor, hatching a plot to foil Minas 
'l‘irith’s defences when Sauron’s 
attack begins. The PCs follow the 
agent, galloping across the Pelennor 
Fields and out through the gates 
toward Osgiliath to capture the agent 
before it’s too late to prevent his evil 
plan. After surviving an ambush, they 
finally run their quarry to ground, 
either capturing or slaying the minion 
of darkness. 

For whatever reason — as the 
Chronicle‘s Narrator, you must deter- 
mine this — the heroes find them- 
selves in Minas Tirlth as the people of 
the city prepare for Sauron’s armies 

by Jeff Tidball 
RPG Line Developer 

to move against them. As the young 
and aged are evacuated from the area 
and sent south, where they will be 
safe, the men of the city gird them- 
selves for battle. 

Act One: A Hurried Favor 
Calannon’s Predicament. The 

heroes are approached by Calannon, 
a young Guard of the Citadel. He may 
be the relative of a PC or a friend they 
made in some previous encounter. 
Altemately, Calannon may have been 
referred to the heroes by someone else 
they have helped, or he may simply 
have heard of the heroes' reputation 
for deeds of renown. 

Calannon heard just this moming 
from cousins that his father, Halasgil, 
an elderly farmer but also a stout vet- 
eran of Gondor's militia, whose grasp 
of reality has become tenuous in 
recent seasons, has refused to leave 
his farm on the Pelennor Fields. 
Instead, he’s barricaded himself 
against any attempt to make him go, 
and is prepared, with sword in hand, 
to stand until he defeats the horde or 
is overwhelmed. 

Halasgil will meet a grim end if he 
is not sent south or brought within 
the city. Because of Calannon’s 
duties, he cannot leave the city. He 
begs the heroes to go with all haste 
and retrieve his father. With any luck, 
it’ s an errand they can accomplish 
before nightfall. 

\ r \ \ r ‘ \ f ‘ \ * ‘ \ e \ \ , ‘  
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Read this first! 
., Ifyou’ re a player in a Lord of ”*If 

ms  RPG campaign, and you 
your Narrator might wan 

'. ' this adventure, stop reading ' 
. ' You wouldn’t want to spoil 

. surprise if your Narrator '43:)“; . 

The Pelennor Fields. Because no 
one knows when the Dark Lord's 
strike will fall, the PCs must travel 
with haste. Having received directions 
to Halasgil’s farm, they need only get 
outside the main gates of Minas Tirlth 
and ride the three leagues to their 
destination. (If the PCs need horses. 
Calannon arranges mounts to speed 
their way. It’s important to the story 
for them to have horses later.) 

Passing through the gates is trivial 
for anyone who knows the pass-words 
— any hero of Gondor’s nobility or 
military automatically knows them. 
Others must convince the guards of 
the urgency and nobility of their 
errand. If the PCs don’t wish to dis- 
cuss the specifics of their mission, 
this requires a TN 15 Persuade test. If 
they share the story of Calannon’s 
father, the test is TN 5. 

You may determine the precise 
time necessary to travel to the farm 
over easy ground using Table 9.41: 
Travel Speed on pages 252—3 of the 
core rulebook, but as long as the 
heroes hurry appropriately, the trlp’s 
exact duration matters little. 
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Act Two: Diversion and Pursuit 
Halasgil’s Byre. When the PCs 

We at Halasgil’s farm, it's a simple 
matter to determine that he has barri- 
caded himself in his byre (a cow 
barn), as the PCs can hear him 
pounding nails into the door from the 
inside to make it more secure. 

The heroes have a number of 
options. The best one is to convince 
Halasgil that it's not in the best 
interests of his reputation, Gondor’s 
glory, or even the pragmatic interests 
of the coming battle for him to 
remain in the barn. This dialogue — 
most likely shouted through the barn 
door — should be role-played. 
Halgasil’s grip on reality is tenuous, 
but don’t play this comedically. Use 
the tragic madness of Denethor in 
The Return of the King as your exam- 
ple, emphasizing the elderly veteran's 
embodiment of Gondor’s diminish- 
ment since its pinnacle in elder days. 
In the end, Halgasil just wants to 
draw his last breath proudly fighting 
the Enemy in the one place in 
Middle-earth he loves most. 

Once the role-playing runs its 
course, the PC who did the most 
talking should make a TN 20 
Persuade test. The appropriate spe- 
cialty depends on how the conversa- 
tion went. Assign a test bonus or 
penalty of up to :5, depending on the 
PCs' persuasiveness. Remind the 
players that they can spend Courage 
on this test. 

Instead of talking to Halasgil (or if 
they fail to convince him to come out). 
the heroes may break down the barn 
door and take him back by force. The 
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door is, by now, well reinforced. 
Breaking it down requires a TN 10 
Strength test. 

Subduing Halasgil may prove diffi- 
cult. If they break down the door. he 
views the PCs as agents of the 
Enemy and leaps to attack them with 
his longsword. If the PCs can grab 
him (see Grab on page 229 of the 
core rulebook) it requires a TN 10 
Nimbleness test and a full-round 
action for another character to tie 
him up. 

If the PCs dawdle in the course of 
this encounter, remind them of the 
darkness that has descended over the 
land, and that every moment they 
remain outside the stout walls of 
Minas Tirith increases their danger 
should the Enemy begin his attack. 

Fing. Fing (short for Fingolin) is a 
9-year old orphan who thought him- 
self very brave and clever when he hid 
from his uncle (who has cared for him 
since his parents died) during the 
evacuation. Now, however, he's wor- 
ried -— the Pelennor Fields, where he 
has lived his whole life, have become 
eerily deserted. 

While skulking around, trying to 
figure out what to do, he overheard 
a conversation between two men. 
Fing thought to reveal himself to 
them, hoping they’d take him to his 
uncle, but he thought better of it 
once he heard a few snippets of 
their conversation. 

The first man, a hooded Gondorian 
whom Fing did not get a good look at, 
was telling the second man, an ugly 
fellow in a grey cloak, about how a 

group of his fellows were willing to 
throw open the main gate of Minas 
Tirith as Sauron’s army approached if 
their lives would be spared. After 
agreeing to this and specifying a sig- 
nal to be given when the gates are to 
be opened. the ugly man leapt on a 
horse and rode off, while the 
Gondorian disappeared into the shad- 
ows. Just then, Fing heard the PCs 
talking to Halasgil. 

Rather than approach right away. 
Fing remains hidden to make sure the 
heroes aren’t enemies. Whenever you 
judge the time is right, allow the PCs 
to begin making opposed tests com- 
paring their Observe (Spot) to Fing’s 
Stealth (Hide). Depending on the 
heroes’ actions with Halasgil, Fing 
may either try to run when spotted (if 
he fearsthe PCswillhurthim—like— 
1y if the PCs had to subdue Halasgl 
by force] or confide in them (if they've 
been kind to Halasgil). 

When Fing is caught and ques- 
tioned. he brings up the conversation 
he overheard to change the subject 
from his own misbehavior. He never 
did get a good look at the traitor, and 
can’t remember the signal they used. 
but he’s certain of the rest of it. 

This changes everything. What was 
once a quick errand to collect Halasgil 
becomes a race to track down the 
grey-cloaked figure — who can’t have 
more than a five- or 10-minute head— 
start — and prevent the treachery. 

If the heroes don’t realise the 
importance of giving chase, tailor 
Fing’s recollections to paint as dire a 
picture as needed. If the heroes con- 
sider heading back to Minas Tirith to 

*‘Triencfls unaffoes 
Halasgil 

Race: Man: Middle Man (Gondorian) 
Racial Abilities: Adaptable (+2 Stamina), The 

Dominion of Man, Skilled 
Attributes: Bearing 8 (+1), Nimbleness 7 

(+0)*, Perception 6 (:0), Strength 8 
. (+1)*, Vitality 5 (+0), Wits 4 i=0) 
Reactions: Stamina +2, Swiftness 1 

Willpower :0, Wisdom +1 
Defence: 10 
Order: Warrior 
Order Abilities: Evasion, Swift Strike, Warrior- 

born 
Advancements: 2 
Skills: Armed Combat: Blades (Longsword) +8, 

Craft: Farming (Raising Cows) +4, Healing 
(Treat Wounds) +1, Inspire +3, Intimidate 
(Majesty) +3, Language: Westron +6, 
Language: Sindarin +3, Lore: Realm 
(Gondor) +4,0bserve (Spot) +6, Ranged 
Combat: Bows (Longbow) +4, Ride 
(Horses) +3, Run +1, Siegecraft (Unit 

gun Leadership) +3 

Edges: Warwise 
Health: 9 
Courage: 1 
Renown: 2 
Gear: Scale armour, large shield, longsword, 

longbow, and quiver of arrows 

71% 
Race: Man: Middle Man (Gondorian) 
Order: None 
Advancements: 0 
Skills: Jump +1, Run +3, Sneak (Hide, Sneak) 

+5 

Ore-scouts 
See page 290 of the core rulebook. These Orcs 

are Warriors and have the Favored Weapon 
order ability. 

Wolves 
See page 297 of the core rulebook. 

‘Ifie grey-cloakecffliider 
Use the basic statistics for a Half-ore warrior 

(see page 292 of the core rulebook), with 

the following modifications. 
Advancements: +3 
Statistics: Substitute Evasion for Lurking in 

Shadows, add five ranks Armed Combat: 
Blades (Longsword), add five ranks Ride 
(Horses), add two ranks Observe (Spot), 
add three ranks Run, add three Courage 

Gear: Horse (see page 237 of the core rule- 
book), longsword, Orc-chainmail hauberk 
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warn someone or root out the traitors 
themselves, point out they can do 
that later, but they won’t have anoth— 
er chance to give chase once the 
agent escapes. 

The heroes may get sidetracked 
over how to get Halasgil and Fing to 
safety. If they think_to convince 
Halasgil it should be his honorable 
duty to escort the child to safety. he 
immediately agrees. If they don’t, he 
sees the obvious need and volun- 
teers. Before hurrying off with the 
child, he urges the heroes to fly 
swiftly, for Gondor! 

Pursuit! The distance from the 
farm to the Rammas Echor gate on 
the road to Osgiliath (where Fing says 
the rider headed) is about three miles. 
As they begin their pursuit, any Elves 
among the party can make an 
Observe (Spot) test to see the grey- 
cloaked figure approaching the gate at 
a gallop. The chase is on! 

The PCs begin two miles behind 
their quan'y. For every 10 minutes 
they ride (assuming they press their _ 
horses as fast as they will go), the 
heroes and grey-cloaked rider make 
opposed Ride tests. When the heroes 
prevail they gain one-quarter mile on 
their quarry. When the rider prevails 
they lose one-quarter mile. On a supe- 
rior success, the distance gained or 
lost is doubled, and on an extraordi- 
nary success it is tripled. 

Describe dramatic choices to keep 
the chase interesting. If one PC rolls 
much worse on his Ride test than his 
companions, will the other heroes 
slow down to wait (losing ground on 
the rider) or press ahead on their 
own? Improvise as needed. Remind 
the players they can spend Courage, 
and remember the grey-cloaked rider 
has Courage of his own you can use 
to keep the chase exciting. 

Rammas Echor Gate. After two 
10-minute pursuit turns, the heroes 
arrive at the Rammas Echor. If the 
heroes slow down to ask the guards 
there about their quan'y, they discov- 
er that, although the guardsmen were 
suspicious of the rider, he knew the 
pass-words and was allowed to pass. 

If the characters relate what they 
know (that the grey-cloaked rider is 
an agent of the Enemy who must be 
stopped), the gate is opened for them 
immediately, whether they themselves 
know the pass—words or not. The 
leader of these guards warns the PCs 
as they go that they must be careful 
— outside the wall. the scouts of 
Sauron are already active. 

' 1 '  . . $3 ‘ ”xi ;  
- . .  . - ‘  . 2° . . :  ». ; . -'.° . ’ - r ' - " 3  27"...» . . ‘  

“vi-f " ,_ - I ;  . ”'15:. ,_ _ ‘3 l, , , -‘. ; s 1:. . . . - 24.1; - .-..-2°~ »' 1‘ ‘ 3'. ‘ . '-;' ‘3~-,';»,::.:At‘f_'1a“r. _: 

-' . J r  '_ , ‘ ~ “ ~ . .  ,- ‘ ° _  . 1 b - _  _ ' k i ‘ f 7 7 f ‘ 3 ‘ m " '  ~- 

Act Three: Pursuii's End 
Ambush! When the heroes come 

within half a mile of the rider, they see 
him clearly. Then they lose him 
behind a hillock. When the heroes 
come around the hillock. they discov- 
er that there, out of sight, the rider 
met a patrol of wolf-mounted Orc- 
scouts and set them to ambush his 
pursuers. There are half again as 
many Orcs as there are heroes, and 
one wolf for each Orc. 

The PCs must make opposed tests 
pitting their Observe (Spot) against 
the Orc-scouts’ Stealth (Hide). If they 
succeed, the ambush fails and they 
may act as they wish. If they fafl, 
they are surprised, losing the initia— 
tive and one action in the first round 
of the ambush. 

If the PCs try to blow through the 
ambush and outrun the scouts, they 
must make opposed Ride tests against 
the Orcs each round until they win 
three in a row. which leaves the wolf- 
riders behind for good. If the PCs 
stand and fight, for every three 
rounds of combat they fall one-quar- 
ter mile behind the rider. If the heroes 
try some other plan — such as leaving 
part of their party behind to fight 
while the rest ride on — you'll have to 
improvise, using the existing rules for 
the pursuit as appropriate. 

Finale. After the ambush, the 
heroes must drive their horses all- 
out to overtake their quarry. 
Improvise to make the finale as 
exciting as you can. 

If, despite their best efforts, the 
heroes are not able to overtake the 
rider, you have three options. First, 
you can allow them to fail in their 
mission, with the rider escaping. 
Second, you can arrange things so he 
flees head-on into a group of Rangers 
of Ithilien. (Faramir, perhaps, riding 
for Minas Tirith, but soon to be pur- 
sued by Nazgul on wing.) Third, you 
may rule that the rider’s horse takes a 
bad step, comes up lame, and the 
heroes catch up after all. 

When the heroes eventually catch 
up with the rider, they discover he is a 
Half-ore minion of Sauron. He fights 
to the death, cursing and snarling all 
the while. 

The best outcome is if the PCs cap- 
ture him alive and bring him to Minas 
Tirith for interrogation. This way, the 
traitors can be rooted out. But even if 
the heroes slay the cloaked agent, 
they have at least negated any benefit 
the armies of the Enemy can hope to 
gain from the traitors, since they don't 
know the arranged signal. 

Once the rider has been overcome, 
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hurry the PCs back to Minas Tirith. If 
they dawdle, they discover Fararnir 
and a handful of Rangers galloping 
toward them, five Nazgfil flying in 
pursuit. But that is another adven- 
ture entirely 

Conclusion 
When the heroes return to Minas 

Tirith. the captains of the city want 
to hear what they’ve learned. Once 
they’ve told their tale (and perhaps 
gained a point or two of renown), 
the PCs are pressed into service in 
defence of the city. The PCs also 
find out Halasgil and Fing made it 
safely back, and for that, Calannon 
is grateful. 

For the purposes of experience, 
stopping the grey-cloaked rider is the 
primary objective of this adventure. 
Secondary objectives include getting 
Halasgil to safety and defeating or 
outrunning the Orc-ambush. 

With the Battle of the Pelennor 
Fields about to begin, there are 
many other adventures in the 
heroes’ future. In addition to the 
obvious conflict battle will bring, the 
traitors’ identities remain to be dis- 
covered. And since the heroes have 
proved themselves so resourceful, it 
is only a matter of time before . 
the captains of Gondor call 
upon them again. 

Not running a campaign around 
the War of the Ring? Or do you not 
want to have the PCs participate in 
the Siege of Gondor? No problem! 
This scenario can be adapted to 
just about any battle between the 
forces of good and evil. Simply 
replace Minas Tirith with whatever 

_ city your PCs are defending and 
change the names to better suit 
the local populace (Dwarven, 
Hobbit. etc). 

. I ’ . ' TWO TOWERS “1 
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identical to final product. 

f you’re a fan of Decipher’s The 
Lord o f  the Rings Trading Card 
Game, you may have heard that 

an online version is in the works. If 
you haven’t tried this award-winning 
TCG yet, the ability to try it out online 
might be exactly what it takes to pull 
you in. Decipher and Denver-based 
online game developer Worlds Apart 
Productions are readying The Lord o f  
the Rings Online Trading Card Game 
for release before the end of 2003, 
and here’s an inside look: 

One Ring, mony opponents 
Sitting down with the beta version 

of the game reveals a clean, easy-to- 
use interface; a supportive, growing 
community; and most importantly, a 
game that retains all the fun and 
strategy of the offline version. 

The game’s interface conveys a lot 
of information in a relatively small 
space, yet is straightforward and easy 
to pick up. It relies on context-sensi- 
tive drop-down menus, a robust rules- 
enforcing game engine, and a helpful 
hinting system to make playing cards 
online a breeze. 

The rules engine and hinting sys- 
tem go hand-in-hand. Think of the 
rules engine as a buflt-in, behind—the- 
scenes tournament director that won’t 
let you play a card incorrectly. Work- 
ing with Decipher, Worlds Apart has 
tweaked and tuned the rules engine 
for each card printed so far and are 
currently prepping The Return o f  the 

Preliminary screenshot — may not be 

WORLD 
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3 Worlds Apart Productions 

Studio. These cards introduce two 
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King set and introducing the new 
Threat and Initiative mechanics to 
online play. The hinting system is 
your gameplay advisor, letting you 
know when a card can be played or 
has a valid action; it will be highlight- 
ed with a thin green outline, or “hint.” 
At any stage of the game, you can 
right-click a card and get a drop-down 
menu that shows everything you can 
currently do with that card, such as 
playing it or using its game text. 

And how about the community? 
After all, an online game doesn’t 
amount to much without a thriving 
community of players. Fortunately, 
the game’s development forums (at 
http: / / lotronline. decipher: com/ forum) 
are buzzing with enthusiastic players. 

Participants in the Open Beta Test 
come from all over the world, their 
numbers keep increasing, and they’re 
all looking for games and trades. This 
is a great place for any Lord of the 
Rings enthusiast. There are discus- 
sions of the books and movies, tutori- 
als for new players. a trade lobby for 
people hunting down that last rare 
they need for their deck (made easier 
by the sheer number of players that 
you have contact with), and an end- 
less supply of opponents and new 
strategies to compete against. 

New gameplay 
To top it of f ,  the game will include 

a set of cards specifically designed for 
the online game by the Decipher TCG 
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completely new play mechanics to the 
game in the form two new loaded key- 
words: “Triumph” and “Menace.” 

Triumph is found on Free Peoples 
companions, who gain special abilities 
when Triumph is established (your 
chances of getting to use a Triumph 
ability increase based on the number 
of skirmish events played on the char- 
acter in skirmishes throughout the 
game). On the Shadow side of the set, 
the Menace keyword allows huge min- 
ions to be played from the draw deck 
and trigger their own special abilities. 
Similar to Triumph, Menace tracks 
the amount of twilight that has been 
played throughout the entire game; 
your chances of using a Menace abili- 
t y  increases the more you play. The 
necessity of tracking stats for an 
entire game makes mechanics like 
these too cumbersome for the offline  
version of the game, but take advan- 
tage of the medium of computer-mod— 
erated play. 

As the game nears completion, 
there’s a lot to look forward to, not the 
least of which is the ability to play 
games at any time of day with players 
from all over the world. You'll have a 
wealth of trading opportunities and an 
intuitive interface to help you on your 
way. By sticking to the rules and 
entertaining elements of the offline  
version, and adding some unique 
options made possible by the digital 
environment, Decipher and Worlds 
Apart have crafted a fun and engaging 
game that’s sure to appeal to veterans 
and new players alike. - 

For more infomiation about The 
Lord o f  the Rings ’ICG online, visit: 
http://lotroniine.deciphencom . 
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i y Other ways to enioy The Lord of the Rings 

DECIPHER 
The Art of Great Games” 

With The Return of = ~- , , 
the King hitting the- ! 
atres in December. , . .  ' 
Decipher decided to ‘ . 
launch an 18-week 1; 
celebration of The Lord -’ ' 
of the Rings Trading " 
Card Game, which 
began in August and 
runs until the end of W 
the year. The [3. 
Countdown Collection is 
a promotional set of 18 
of the most popular rare 
cards from the first two 99' . 
blocks of The Lord of the 
Rings TCG — though 
these versions are not 
quite the same as when 
they were originally avail- 
able in booster packs. 

Each Countdown 
Collection card’s game 
text is the same. but the 
card template and design 
is radically different. The 
Decipher art team had the 
opportunity to reinvent the 
wheel and pull out all the 
stops. Cultures such as the 
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scrambling to keep up 
' with demand for the 

Countdown Collection. 
' Each week, when a play- 

er visits his or her local 
game store and pur- 
chases $10 in The Lord 
of the Rings TCG prod- 
uct. they get a different 
exclusive rare card 
from the Countdown 
Collection. Besides the 
18 redesigned rare 
cards, players who 
purchase all of the 
first six cards get a 
Lord of the Rings 
Fellowship Block 
poster for free. Those 
who purchase the 
second six cards also 
get a free Tower 
Block poster. Finally. 
once all 18 cards 
have been pur- 
chased, retailers can 
provide a coupon 
redeemable for four 
preview cards from 
future The Lord of 
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Riders of Rohan. Dwarves, ‘4' . m: :h: fellowship mm W“ i; the Rings TCG sets. 
and Gondor now have tem- . :aifb ... W” JMWM Z So what makes 
Plates that represent their ‘ $1.3"; Lb". fiWfimnW‘Y-‘mfi" these four preview 
cultures’ choice in armor. .. W“ ”“5 cards really spe- 
Gandalf, Mithrandir now has a “7/“ V ”V" ” ~» , cial? They will 
template that reflects his " feature characters 
transition to Gandalf the 
White; his new template resembles his 
white flowing robes. 

One of the most radical changes 
definitely belongs to The Balrog, Tenor of 
Flame and Shadow and his two weapons: 
The Balmg's Sword and Whip of Many Thongs. 
The cards themselves appear to be 
aflame. while the whip and sword 
cards can be placed side by side to 
give you one complete image. Besides 
reinventing the templates, the art 
department also had some fim with 
the card images. Some images now 
break right out of the frame, adding 
an aspect of dimension and depth. 

Retailers worldwide have been 

that you will not see in Peter 
Jackson’s epic film trilogy. Though 
Decipher is not yet saying exactly 
which characters they will be featur- 
ing on these four cards. some of the 
characters that are being considered 
include Goldberry. Barrow-wights, 
Erkenbrand, and Glorfindel, among 
others. 

But the one character you can def- 
initely count on seeing is fan favorite 
Tom Bombadil. Probably the most- 
missed character when The 
Fellowship of the Ring film released in 
theaters, Decipher will bring him to 
life in the trading-card game. In addi- 
tion to the 18 cards, two posters. and 
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four preview cards. Decipher is also 
including a Countdown Collection 
binder when you order your preview 
cards so that you will have a nifty 
way to store your collection. 

It’s still not too late to get your 
hands on these cool cards. Find a 
retailer near you and join in with the 
thousands of fans already participat- 
ing as they Countdown to the King! 

— Scott Gaeta 
Sales Manager, Decipher 

LotR TCG Organized Play 
The 2003 Championship Circuit 

for The Lord of the Rings TCG has 
come to a close. Michael Dalton was 
crowned the 2003 World Champion, 
and the World Cup has come and 
gone. There will be many changes to 
the tournament scene with the 
release of The Return of the King set; 
here’s the scoop: 

Standard Format. The Standard 
Format, introduced earlier this year. 
was initially met with apprehension 
among some players. Most tourna- 
ment players now accept. and actu- 
ally prefer. Standard Format tourna- 
ments as the best way to play Lord 
of the Rings TCG. In 2004, the 
DGMA will continue to host the 
majority of high-level tournaments in 
Standard Format. 

Since its inception. there have not 
been any changes to the X-list — 
cards that are not playable in Stan- 
dard Format tournaments — and 
there will be no changes to the X-list 
for the remainder of 2003. The most 
significant change to the Standard 
Format for 2004 will be the inclusion 
of Return of the King sites. All ’Itvo 
Towers sites will no longer be included 
in the Standard Format. 

Open Format. The only change to 
Open Format at this time is the inclu- 
sion of Return of the King sites instead 
of Two Towers sites. 

Block Format. A new format is 
now available for tournament play: 
King Block. The Return of the King set 
has been desigied to work as a stand- 
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alone set and will be further expanded 
by Siege of Condor and Mount Doom 
next year. 

2004 Championship Curcuit. As 
in previous years, championship tour- 
naments will take place year—round. 
We'll once again have Premier Series 
Qualifiers (PSQs), Territorial Open 
Championships (TOCS). Premier 
Series events, Continental 
Championships, World Cup. and 
World Championships. 

We’re also introducing a new type of 
event: World Cup Qualifiers. These will 
be team events where the winning 
team qualifies for Day Two of the 
World Cup Team Championship in 
Essen, Germany. The first World Cup 
Qualifier will take place Dec. 13 at 
Gen Con So Cal in San Diego. 

For more information on the 2004 
championship circuit, visit DGMA.oom 

Race to Mount Doom League. If 
sanctioned tournaments aren't for 
you. there’s still the Race to Mount 
Doom. an exciting league program 
that lets you be a game designer. As 
you play, you will be affected by a 
global rule. and your opponent will 
also have a rule affecting him. As you 
progress through the league, the chal- 
lenges increase. The kit includes 36 
different rules designed by Decipher’s 
TCG Studio as well as Decipher.com 
contest winners. But if none of them 
are tough enough for you. you can 
create your own! 

The Race to Mount Doom: The 
Return of the King League Kit launch- 
es soon. This all-new kit includes 
exclusive alternate-image foils, col- 
lectible pins, a wall-mat featuring 
Return of the King imagery, a rule- 

book, and much more. Ask your local 
retailer to order the Race to Mount 
Doom League Kit from his authorized 
Decipher distributor. 

— Dan Bojanowski 
Director; DGMA 

The lord of the Rings Fan Club 
The Lord of the Rings Fan Club 

was formed to celebrate the hard 
work and creative talent behind mak- 
ing an epic movie trilogr like The 
Lord of the Rings. With one of the 
most dedicated fan bases, the Fan 
Club is a supportive community that 
encourages fan interaction and pro- 
vides fans with information about 
their favorite The Lord of the Rings 
cast and crew members. 

As part of the Fan Club, members 
receive The Lord of the Rings Fan Club 
Ofiicial Movie Magazine, an 84-page 
glossy magazine mailed to, members 
six times a year. Full of still images 
from the films. this magazine is not 
sold in stores and is only available to 
Fan Club members. Each issue 
includes an exclusive interview with 
director Peter J ackson, articles about 
the films’ cast and crew, and the latest 
news about anything and everything 
related to The Lord of the Rings films. 
from worldwide conventions hosting 
celebrity signings to current and 
upcoming products. 

The magazine gives Fan Club mem- 
bers a special behind-the-scenes look 
at some of the set’s “unsung heroes,” 
such as construction supervi- 
sors, sound mixers, and cater- 
ers. It also gives an up—close 
look at some of the films' most 
intriguing “artifacts,” fi'om 
weaponry and sculptures to 
jewelry and fabric. In addition. 
the magazine provides in- 
depth articles detailing how 
the visual effects team, Weta 
Workshop, brings the inhabi- 
tants of Middle-earth to life 
with their creations, from 
fierce-looking Orcs to hairy. 
little Hobbit feet. 

Fan Club members are 
encouraged to send the 

they have for The Lord of the * _‘ _ 
Rings cast and crew. since ' ‘ 
the magazine regularly 
includes Fan Club mem- 
bers’ names and questions 
in its interviews. Members 
also have the opportunity 
to have their letters pub- 
lished in a special section 
of the magazine called 
“Mailbaggins.” 

Along with the maga- 

fi \ 

zine, Fan Club members receive a 10% 
discount on all merchandise pur- 
chased from the online Fan Club store 
at wwwlotrfanclubcom. The Fan Club 
store has an array of merchandise 
available, from The Lord of the Rings 
character statues and busts to maps 
of Middle-earth and watches. The store 
also features the latest trading-card 
games, unique puzzles, deluxe jour- 
nals, and mouse pads, as well as back 
issues of the magazine. 

The Fan Club Message Boards on 
the site are another special feature of 
membership. The five The Lord of the 
Rings Message Boards include: 
Middle-earth (for general discussion of 
The Lord of the Rings); The Fellowship 
(for discussing The Lord of the Rings 
actors and actresses); Rivendell (for 
Fan Club Q&A and announcements); 
Bag End (for planning fan gatherings 
and events); and The Prancing Pony 
(for all off-topic discussions). The 
Message Boards are a great way for 
fans to communicate with each other 
and find out about fan events. 
Numerous friendships have formed as 
a result of regular communication on 
the Message Boards —-— not to mention 
a couple of marriages! 

The Lord of the Rings Fan Club is a 
must for any true fan of the films. For 
information on joining The Lord of the 
Rings Fan Club, visit www.lotrfan- 
club.com 

— Julie Matthews 
The Lord of the Rings Fan Club 
Ofl'icial Movie Magazine Editor 
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by Chuck Kallenbach II 
Decipher, Inc. 

Senior Game Designer 

FRODO LIVES! 
In the late 19608, many people 

saw signs and bumper stickers with 
the peculiar statement “Frodo Lives!” 
without knowing what it meant. 
Some people were lucky enough to 
find out more about the magic of The 
Lord of  the Rings. Those people pro- 
ceeded to spread the word. as the 
success of this landmark literary 
work began to take hold. 

The wonderful works of J .R.R. 
Tolkien were, in his own words, a tale 
that “grew in the telling.” Be 
with the simple story of The Hobbit, he 
proceeded to create a wonderful uni- 
verse that is the basis for the Western 
world’s view of sword-and-sorceiy fan- 
tasy. Tolkien spent more than a decade 
creating The Lord of the Rings. The 
completeness of his vision populated 
many great ages of the history of the 
entire world of Middle-earth. 

Peter Jackson s epic trilogr of films 
from New Line Cinema will form the 
basis for this generation’s view of 
Middle-earth. Fantastic and tremen- 
dous in scope, these award-winning 
films still cannot contain the entirety of 
the world that Tolkien created. 

Decipher’s Lord of the Rings Trading 
Card Game has been closely tied to 
these three marvelous films for the first 
few years of its existence. However, we 
plan to unveil even more of Tollden’s 
masterpiece to our fans and players 
over the next several years. After all. 
our company is populated with many 
readers of Tolkien‘s numerous works, 
and many of us have multiple versions 
of The Lord of the Rings at home in our 
collections. We  were fans long before 
talk of a movie had begun. 

Like many avid Tolkien readers, we 
wanted to see all of his characters on 
the movie screen. Even though we 
understood the intricacies of transla- 
tion from one medium to another, that 
didn’t reduce our desire to see charac— 
ters we‘ve loved for years. 

Now, at last, Decipher can take us 
all deeper into the lands of Middle- 
earth. All of us can continue the 
exploration and meet the other char- 
acters that dwell in the imagination 
of Tolkien. 

P E E R  I N T O  THE 
P " l A N T I R  

and discover the future of Lord of the Rings 
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We will, of course, include elements 
of the films we've not yet addressed in 
the TCG. That means you’ll see cards 
for Strider, Gwahir, more folks from 

The Shire, and the remaining charac- 
ters from the Council of E1rond.-. 

After the 365—card Return of the 
King base set, the King Block will be 
completed with the 122-card Siege of 
Condor expansion, set for release in 
March 2004. and the 122-card Mowit 
Doom expansion in July 2004. Along 
with the King Drafi Pack, this com- 
pletes the cycle of more than 600 cards 
for our third year. 

Remember also that we'll be follow- 
ing up  the successful Fellowship of the 
Ring Anthology release with similar 
products for Die 7100 Towers and 
Return of the King. Players and collec- 
tors alike treasured the beautiful, 
hand-lettered Tengwar cards in the 
first anthology product. 

The names of the sets we have 
planned after Mount Doom have already 
been announced. Like the Fellowship 
of the Ring and the Wraiths from 
Minas Morgul, they number nine: 

November 2004 — Shadows 
March 2005 — Black Rider 
July 2005 — Bloodlines 
November 2005 —- The Hunters 
March 2006 — Rise of Saruman 
July 2006 — Treachery and Deceit 
November 2006 — The Great Eye 
March 2007 — Shelob’s Lair 
July 2007 — Age’s End 

Readers of the books are well aware 
of the beloved characters who could 
not be featured in the films. Every 
reader has his or her favorite. We'll 
visit them all, including old friends like 
Glorfindel, Gildor, Erkenbrand, Tom 
Bombadil, Goldberry, Old Man Willow, 
Celebrian, Elladan, Elrohir, Fatty 
Bolger, Radagast the Brown, Ghan- 
buri—Ghan, and the Barrow—wights. 
Decipher has the rights to The Hobbit 
as well. We  hope to be able to add peo- 
ple, places, and things fi'om that book 
to our game in the near future. 

Players of our trading-card game 
will be impressed with the level of 
innovation from the Return of the King 
base set. Decipher will continue to add 
new concepts to explore on the gaming 
table, as we proceed past the three 
blocks of the films. 

A new site path will be introduced 
in the Shadows expansion, allowing 
players to journey from Hobbiton all 
the way to Mount Doom in nine 
steps. Maintaining the playability of 
the game while allowing new strategic 
possibilities has always been one of 
our top goals. 

Whether you’re enjoying the 
marathon viewings of all three films 
in your local theater or enjoying the 
soundtrack, collectibles, and toys, 
remember that Decipher will still be 
here, ready to take you on an excit- 
ing tabletop gaming adventure with 
your friends through the rest of 
Middle-earth. 



With the seventh Set fig 7‘ y 
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questions we have received over the 
past two years (and six sets). 

.Are the 
o “TengWar” 

cards from The 
Fellowship of the 
Ring Anthology legal 
in tournaments? 
A ,Yes. All of the 

ovarious lan- 

. If I play an 
Q o Uruk-Hat Archer 

have two copies of Weapons of 
Isengard (4 R 211) in play, do I add an 
[Isengard] token to one or both of the 
Weapons of Isengard? 
A .You only add an [Isengard] 

otoken to one of the Weapons of 
Isengard. You may not combine 
phase actions. When you play an 
Isengard archery with Weapons of 
Isengard. meeting the requirements 
and paying the costs, you’re playing 
a Shadow-phase action, and those 
can’t be combined. 

.Why then when I play the Uruk 
o Crossbow Troop (4 U 182) can I 
two [Isengard] tokens to a 

Weapons of Isengard? 
A .The text of the Uruk Crossbow 

oTroop is a triggered action that 
happens automatically when you play 
it. You aren’t combining Shadow-phase 
actions; the same is the case with the 
Uruk Engineer (5 C 61). 

. How does site control work? 
0 
,Site control was introduced in 
oThe Two Towers expansion and 

was prominent throughout all of the 
Tower Block sets. You take control of a 
site using the text ofcards like Attack on 
Helm’s Deep (4 C 137), for example. Once 
you take control of a site, you move it to 

. , r. ’ , .4 . 
. no.3”; _ . ,  . . N 

. I." 
. , L“~‘ 
um.- 
47‘. 

_. ‘ L‘ z -. e? 
V i i . 
* .  3," 

- ' f 
'6 ..‘.‘ o :  _ 
. < - ,  

I . 

.4; 1 3.4 
. '  7 ' -  

11 .‘u _ . L ,  
)1 . 

‘ I... " 
.‘at' 

.- first“ _ 
. 2 " .  .( 

a h  

. Middle-earth mysteries answered 
'I'IRI'I'H 

iteisliberated. Youmayonly ..-.-...-. 1» ,~ ”if. 1 an wwccupied site that ‘5 O" the 
"‘?‘-="‘-2::£; m is already controlled by anoth- 
er player: Only a Shadow player can 

take control of a site. 

. Can I use the text of con- 
0 trolled sites? 
.No. While controlled sites 
care active, the text of the 

sites may only be used when 
the active Fellowship is on the 
site. Since a site must be unoc- 
cupied to be controlled, the 

guages that The Fellowship can never be on a 
Lord of the Rings controlled site. 

' cards are printed in, 
including Tengwar, “a . Quickbeam, Bregalad (6 C 
are legal in all sanc- 3?;f’W/{fffi/g5” , o 33) and the other Ents 
tioned tournaments. ’ rom the Ents of Fangorn are 

worded differently. Do they 
work differently? 

.Quickbeam's text uses the word 
0 “and” when referring to the num- 

ber of Unbound Hobbits and Ents to 
reduce his twilight cost while the rest of 
the Ents, like Host ofFangom (6 U 32), 
use the word “or.” While this does seem 
diferent, they actually work in exactly 
the same way. You count the combined 
total of Unbound Hobbits and Ents to 
reduce the twilight cost. For example, 
the text on the Host of Fangom says, 
“Host of Fangorn’s twilight cost is -2 for 
each Ent or unbound Hobbit you can 
spot. ” If there were two Unbound 
Hobbits and three Ents in play when 
you play the Host of Fangom, you 
would reduce the twilight cost by 10. 

o 263) from one com— 
panion to another, do I heal 
the other companion? 

.No. While the cost to 
otransfer a possession 

from one companion to anoth- 
er is the same as playing the 

playing the possession. You do 
notgainany ofthe “Whenyou 
play” bonuses when transfer- 
ring a possession. 

.Are one-vitality Dunland Men 
0 considered exhausted? 

TRADING CARD GAME "I. 3" 
by Trevor McGregor 

DGMA Event Coordinator 

A .Yes. All characters (minions, 
oallies, and companions) that have 

one vitality (either printed on their 
cards oras the resultofwounds) are 
considered exhausted. 

.What does the keyword “Valiant” 
0 mean? 
.‘Valiant” is what is referred to as 
can “unloaded” keyword. 

Unloaded keywords have no rule-based 
mechanic; they are only used when ref- 
erenced or activated by other cards. 
Loadedkeywordsarelistedintherules 
with special meanings, like “Defender 
+1 ” or “Ring-Bound. " 

.What happens when you assign 
e an exhausted minion to a com- 

panion bearing a Rohan mount? 
.Nothing. While exerting and 
owounding both place a wound 

token on the character; they both have 
difl’erent restrictions. You may never 
exert a character to death. The various 
Rohan mounts all state that you exert, 
not wound, a minion assigned to that 
character, andyoumayneverkilla 
character with the Rohan mounts. 

.Sam, Son of Hamfest (1 C 31 1) 
0 doesn't have the keyword “Ring- 

0 und" but Sam, Nice Sensible Hobbit (5 U 
1 15) does. What’s the difference? 
A .According to the rulew all ver- 

osions ofFrodo and Sam. no mat- 
tertfthey havetheRing-Bound key- 
word or not, are Ring-Bound. 
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If you have questions that weren’t 
answered here, e-mail them to 
elmnd@declpher.com. 



TRADING CARD GAME 

by Geoffrey  Snider 
Developer, TCG Studio 

With The Return of the King. 
Gollum's role in the game changes 
drastically. Before, he existed merely 
to fill a couple of gaps in specific 
strategies, like Easterling corruption 
decks, or as an archery-wound-soak- 
ing minion for the Nazgul. He was an 
interesting inclusion in those deck 
types, but nowhere near a necessity. 

Now, all is changed. Some of the 
best new cards for The Lord of  the 
Rings TCG are found in the 
Ringwraith culture. Sadly. there’s no 
terribly synergistic method available 
for the Nazgfil that will add threats to 

' an opponent’s dead pile — except for 
Gollum! 

Captured by the Ring and Fat One Wants 
It are two of the best (and cheapest) 
threat-adding cards for several rea— 
sons. When you’re exploring all the 
possibilities for cards to include in a 
Nazgfil deck. being cheap is  your 
highest priority. because all those 
Ringwraiths can be expensive. 

Did I say that it was difficult for 
the Nazgfil to add threats? Well, 
there’s always Ulaire Cantéa, Faster than 
Winds for you to fall back on. The 
greater the number of companions 
your opponent has, the more threats 
Cantea will add.  

So what do you do with these 
threats, once they’re added? First. 
realize that this deck’s goal is to win 
in the long term, not to smash your 
opponent quickly. Sometimes it will 
happen, because of the sheer size of 
the Nazgfil, but not too often. What 
you really want to go for is the slow 
exhaustion of your opponent’s com- 
panions. 

As you accumulate threats, you 
can use them either to play more 
RingWraiths from your discard pile 
with The Witch-king, Morgul King or use 
them with Cantéa’s text to discard 
some (actually. a lot) of your oppo- 
nent’s possessions. Discarding pos- 
sessions should almost always be a 
priority for you, since it will allow 
your minions to win quite a few of 
their skirmishes. Since many of your 
minions aren’t too large, your oppo- 
nent’s companions aren’t likely to be 
killed outright. You can help them 

RETURNS 
and he's brought some friends 

/ ‘ When you play Ulaire Cant'ea add a L, 
_ Tithreat for each companion over 4. L - 

;,Mancuver: Remove 2 threats and: 1 WT. 
‘ another LA: minion to discard a ' V 

possession. 
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DOUBLE WHAMMY 
1x Frodo, Hope of the Free Peoples (RK) 
1x The One Ring, Such a Weight to Carry 

(RK) 
FELLOWSHIP (40) 
1x Denethor, Steward of the City (RK) 

(starting) 
1x Ingold (RK) (starting) 
3x Gondorian Captain (RK) 
2x Alcarin (HD) 
2x Turgon (HD) 
4x Aragom, Captain of Gondor (RK) 
4x Sword of Gondor (11’) 

along by using mane Otséa, Lieutenant 
of Morgul to make your Ores fierce; 
each of them will cause four wounds 
if they win both their fights! 

The icing on this deck’s cake is 
The Witch-king himself. with his abil- 
ity to exclude the Ring-bearer from 
taking threat wounds. If your oppo— 
nent has five or six companions in 
play that are badly beaten, and one 
of them happens to die, then all 
threats must be soaked u p  by those 
companions - not Frodo! Many 
times, this kind of “bomb” will deci- 
mate a Fellowship, leaving no one 
but Frodo to suffer at the hands of 
Gollum’s treachery. If The Witch-king 
doesn’t come through for you, surely 
Master Broke His Promise will level your 
opponent’s fellowship, or even win 
the game for you! 
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1x Gondorian Sword (RK) 
2x Anduril, Flame of the West (RK) 
1x Saga of Elendil (FR) 
4x City Wall (HD) 
2x Stone Tower (HD) 
2x Citadel of the Stars (HD) 
3x Strong and Old (RK) 
3x Banner of the White Tree (EL) 
3x Defend It and Hope (IT) 
2x Hobbit Sword (RK) 
SHADOW (40) 
4x Captured by the Ring (RK) 
2x We Must Have It (HD) 
3x Fat One Wants It (RK) 
3x 50 Polite (RK) 
1x Gollum, Old Villain (EN) 
1x Master Broke His Promise (EN) 
2x Evil-smelling Fens (HD) 
1x Held Ground (RK) 
3x Out of Sight and Shot (RK) 
4x Morgul Spawn (RK) 
4x Morgul Spearman (RK) 
3x Ulairé Otsea, Lieutenant of Morgul (FR) 
4x Ulairé Cantéa, Faster than Winds (RK) 
3x The Witch- -king, Morgul King (RK) 
2x Ulaire Enquea, Lieutenant of Morgul 

FR) 
ADVEnURE PATH (9) 
Steps of Edoras (RK) 
West Road (RK) 
Hall of the Kings (RK) 
Pelennor Plain (RK) 
City Gates (RK) 
Minas Tirith Sixth Circle (RK) 
Osgiliath Crossing (RK) 
Morgulduin (RK) 
Dagorlad (RK) 

0n the fellowship side, Denethor, 
Steward of the City does for the knights 
of Gondor what Ents of Fangomdid 
for the Ents — you can play as many 
free companions as you want. Not 
only are your companions free, your 
fortifications are also much cheaper 
when using Strong and Old. Denethor's 
mad tactics do come with a cost, 
however, and it’s not cheap. Any 
Shadow strategy that uses threatsor 
burdens will put a serious hurt on 
this deck, so you must try to play it 
perfectly. 

The trick is realizing what strategr 
your opponent is using before it's 
too late. If he's playing any type of 
threat- or burden-adding deck, you 
have to adapt right away — and by:  
adapting, I mean getting rid of 
Denethor! He becomes a major liabil- 
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ity against these deck types, so use 
him for everything he’s worth (play as 
many free knights as possible) and 
then get him killed. Even if it means 
not healing Denethor at a sanctuary. 
you must get rid of him before your 
opponent can corrupt your Ring- 
bearer or over-wound your fellow- 
ship. Your worst enemies are Sauron 
Orcs and Nazgul that add threats. 
Will many people be playing decks 
like those in the post-Return of the 
King game environment? They proba- 
bly will, if they have to deal with the 
twilight-pool choke brought on by 
cards like Denethor. the likes of 
which hasn’t been seen since Aragom, 
Heir to the White City. 

After you’ve dealt with any in- 
game issues relating to Denethor, 
your road to victory should be rela- 
tively easy. Barring Moria swarm, 
every other deck type relies on min— 
ions for their specific abilities. These 

Minas Tiritho 
This is a fun deck to play on Race 

to Mount Doom league nights. It's 
fun, strong, and uses some mechan- 
ics that you probably wouldn’t see 
out of a regular Standard deck. 

Rich with heritage. Gondor has 
had its share of troubles as of late: 
The strength of Mordor is knocking 
at its gate; the Steward is failing; and 
the king has not yet arrived. That 
will change. in due time, but for now 

.the walls must hold the enemy at 
bay. This deck consists entirely of 
cards from Return of the King, which 
means you’d be ready to go to a King 
Block tournament this winter. 

The Fellowship side is built 
around the threat mechanic. Threats 
are tokens placed on your dead pfle 
which can be used as a different 
kind of currency, like twilight tokens 
or burdens. They stay on the dead 
pile until a companion or ally is 
placed in the dead pile from play. 
When this happens, the threats are 
converted to wounds and placed on 
the remaining companions that are 
still in play. (Threats may not be 
placed on allies.) Return of the King is 
the first set where threats appear, 
but they’ll also be in the next two 
espansions. Siege of Gondor and 

abilities usually become unusable 
when “teammate minions” (minions 
of the same culture) are eliminated 
or when a minion's vitality is 
reduced. This deck is great for 
accomplishing both tasks. With all 
the fortifications that the knights can 
throw at a Shadow strategy, it’s a 
wonder that they haven’t already 
dominated the tournament scene. Be 
sure to kill every possible rninion you 
can with fortifications or events, and 
your knights will double-move multi- 
ple times in a game. 

If you face a nasty swarm deck, 
hold on to Banner of the White Tree to 
bridge critical gaps in your defensive 
line. Frodo’s new ring, The One Ring, 
Such a Weight to Carry, is another great 
defensive card against the swarm. 
With that and a Hobbit Sword, he’ll 
withstand a lot of punishment . 
before being overwhelmed. 

0 W  0 

is beseiged 
Mount Doom. 

Since it’s a threat-based Free 
Peoples strateg, it’s only natural 
that the deck’s cornerstone is Aragom, 
Driven By Need. He’s a seven-strength 
Gondor companion — low for 
Aragom, but his game text makes up 
for that: He gets +1 strength for each 
threat he spots (up to three), so 
Aragorn can get up to strength 10 
before adding weapon modifiers. 

Several cards trigger off of threats 
as well. Knight's Sword can add a threat 
to make a Gondor Man strength +1, 
until you can spot two threats. Stout 
Resistance can make a Gondor Man 
strength +3 for the mere cost of one 
threat. It’s not that easy, though: You 
can't add a threat if it would make 
the threat total higher than the num- 
ber of companions in your fellowship. 
That means that after you’ve added a 
few threats here and there, you’ll 
need a way to get rid of them so you 
aren’t stuck with unplayable cards in 
your hand. Fortunately, Aragorn can 
exert twice during the regroup phase 
to remove three threats, and Frodo, 
Hope of the Free Peoples can add three 
twilight when the fellowship moves to 
remove a threat. 
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Developer, LotR TCG 

Another companion who keys off 
of threats is Pippin, Sworn to Service. He 
gets +1 strength for each threat you 
spot, up to a total of +3. In Return of 
the King, Pippin also gets armor and 
his own Gondorian sword. When 
Pippin bears both these possessions. 
he starts looking more like a Gondor 
companion. 

The Free Peoples side is rounded 
out with strong Gondor companions. 
like Faramir, Stout Captain and Denethor, 
Wizened Steward. Since you’re playing 
three of the four big-name Gondor 
companions, it’s only natural to play 
with Noble Leaders. 

The Sauron culture gets a new 
sub-faction of minions focused on 
site control. The besiegers represent 
Orcs using siege engines to scour the 
walls of Minas Tirith. The besiegers 
were the first wave of the tens of 
thousands of Ores that were present 
on the Pelennor Plain for the siege. 

The first, and probably the most 
obvious, advantage the besiegers 
have over a regular Sauron Orc is 
that they have a home site of five. 
This means you can get a better 
swarm, because they stop roaming at 



a site where there’s usually a lot of 
twilight to spend. And don’t forget 
that these guys are still Sauron Ores. 
so their roaming penalty can be fur- 
ther reduced by Sauron Ore trackers. 

Besiegers key off the site-control 
mechanic. If you don’t control any 
sites, they’re pretty plain, but this 
deck offers three ways to control 
sites. The first is Din of Arms. This 
event allows you to control a site if 
you can spot more besiegers than the 
twilight cost of the top card of your 
opponent’s deck. It gets better, 
though: If you pull this off, all of 
your besiegers are also strength +3 
until the regroup phase. This is a 
hefty requirement to control a site, 
though. Tower Walkway is a condition 
that allows you to control a site if 
you discard three Sauron Ores dur- 
ing the regroup phase. It also gives a 
+1  strength bonus to all your 
besiegers for each site you control. 
The third way to control a site with 
this deck is probably the easiest and 
takes the least card commitment. 
Troop Tower allows you to control a site 
for the mere cost of discarding a 
besieger during your regroup phase. 
Like Tower Walkway. it also provides 
an additional benefit: all Sauron Ores 
are +1 strength for each besieger 
stacked on a site. With three ways to 
control a site, your besiegers should 
be able to get very powerful, very 
quickly. 

A card that doesn’t specifically 
benefit besiegers is Encirclement, which 
provides cost reduction for each pair 
of sites that you control. Control two 
sites and your Sauron cards are —1 
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SCBCYEDEK 
by Mike Girard, 

Developer, LotR TCG 

“X marks the spot." and that spot 
is squarely in the middle of your 
opponent’s minion’s head. “Maneuver 
X” is a deck type that saw lots of play 
when The 1100 Towers was first 
released. The idea is to exterminate 
as many minions as possible during 
the maneuver phase. This will tilt the 
skirmish match-ups in your 
Fellowship’s favor. Unfortunately, the 
deck required too many different cul- 
tures to be effective and that left the 
door open for Grima, Chief Counselor to 
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Engine. To play, spot a ‘0" Orc. 
Each bcsi cr is strength +1 for each site. 
you contrffi. ' if 
Regroup: Discard 3'9 Ores to rake . ; 
control ot-a site. Discard this condition.‘ . 
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TO ARMS, TO ARMS! 
All cards from Return of the King 
1x Frodo, Hope of Free Peoples 
1x The One Ring, Such a Weight to Carry 
FELLOWSHIP (30) 
2x Faramir, Stout Captain (starting) 
1x Pippin, Sworn to Service (starting) 
4x Aragom, Driven By Need 
2x Denethor, Wizened Steward 

twilight; control four and they’re -2, 
and so on. Cost reduction is a com- 
mon mechanic in the Sauron culture, 
and, since it triggers off controlled 
sites, it’s a natural fit for the 
besiegers. 

Again, these Ores are straightfor- 
ward — you play a few, control some 
sites, play more Ores at a lower cost. 

1x Dervorin 
1x Cirion 
1x Iorlas 
1x Derufin 
1x Anduril, Flame of the West 
1x Hobbit Sword 
1x Pippin’s Armor 
1x Pippin's Sword 
4x Knight’s Sword 
1x Noble Leaders 
4x Dagger Strike 
4x Stout Resistance 
SHADOW (30) 
1x Siege Commander 
4x Gorgoroth Garrison 
1x Gorgoroth Troop 
4x Gorgoroth Soldier 
4x Gorgoroth Sapper 
3x Gorgoroth Engineer 
2x Gorgoroth Pillager 
2x Gorgoroth Ransacker 
3x Din of Arms 
3x Troop Tower 
2x Tower Walkway 
1x Encirclement 
ADVENTURE PATH (9) 
Steps of Edoras 
West Road 
Hall of the Kings 
Anduin Banks 
City Gates 
Minas Tirith Sixth Circle 
Osgiliath Crossing 
Morgul Vale 
Haunted Pass 

and eventually overwhelm the Ring- 
bearer. Once these guys get rolling. 
they’re hard to stop. 

The adventure path is set up to 
aid the Men of Gender. Steps of Edoras 
protects against the early beatdown 
and Minas Tirith Sixth Circle allows 
for a double move to site seven. 
if needed. 

MANEUVERX _ 
marks the spot 

wreak havoc. 
So what in the Return of the King 

set could rekindle the direct—damage 
approach and still defend against 
Grima? One card goes a long way 
toward offering the protection the 
deck needs: 

Terrible and Evil is the new addition 
to “Maneuver X" that will cause play- 
ers to rethink this strateg. This pre- 
skirmish wounding event causes 
more than one wound with a single 
card. The flaw with previous pre-skir- 
mish wounding cards was that they 
only caused a single wound. The 
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Shadow player would then get a 
chance to cause damage with Grima 
or Dlairé Enquéa, Lieutenant of Morgul. The 
only other card that can pull off a 
string of multiple wounds is Baruk 
Khazad, but. to be effective, you need 
more than one maneuver—phase 
wounding event. 

Just because you can take out 
some minions during the maneuver 
phase doesn’t mean that you’re home 
free in the skirmish phase. A good 
strategy to go with this deck type is 
to eliminate large minions that would 
almost certainly beat your compan- 

ta
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ions. After that, you can take on the 
smaller ones and win your skirmishes 
handily. To aid this tactic, this deck 
includes multiple copies of Trust Me As 
You Once Did. You’ll notice that all the 
companions in the deck have the 
Gandalf Signet, to maximize the 
strength bonus from Trust Me. 

One of the drawbacks of having 
Gandalf around to use Terrible and 
Evil and Trust Me As You Once Did is 
that he’ll be exhausted quickly. Some 
possessions that increase his vitality 
are his ring, Narya, and Gandalf's Staff, 
Walking Stick. Both add one to vitality, 
so Gandalf can go all the way up to 
six. To keep Gandalf healthy, you 
need Have Patience and Moment of 
Respite. Both cards heal Gandalf; Have 
Patience can also heal Gimli if he’s 
exerted multiple times for Baruk 
Khazad and / or for his built-in 
strength bonus. 

The Shadow side of this deck is a 
threat-adding, Raider-based minion 
strategy. The Desert Fighter and Desert 

. Villain can each add a threat at the 
start of a skirmish for a mere one 
twilight. Southron Bandit ensures that 
there’s pool present to spend after the 
maneuver phase. If the Free Peoples 
player doesn’t like having all that twi- 
light added to the pool, she can “buy 
out” the pool-adding effect at the cost 
of adding a threat. That makes 12 
minions that have a chance to add a 
threat relatively easily — which is to 
say, each ability to add a threat is 
contained within the minion itself. 
There isn’t a multiple-step process 
that the Shadow player has to go 
through to add more than a fair num- 
ber of threats. 

So now there’s threats sitting on 
the Free Peoples player’s dead pile. 
What can the Shadow player do to 
capitalize on that? Desert Nomad and 
Southron Captain both get damage 
bonuses when they spot multiple 
threats, and Troop of Haradrim becomes 
a multi-talented minion if you spot 
enough threats. With four threats, 
the Troop is a fierce, damage +1, 10- 
strength archer for the bargain price 
of just five twilight. However, without 
help, these Southrons won't win 
many skirmishes. But what goes best 
with Southrons? Mfimaks! Oliphaunts 
are just what the men of the Harad 
ordered. 

The Mumaks can be played on any 
of the Raiders in this deck and, in 
turn, wreak havoc on the Fellowship. 
For an added bonus, the Desert 
Fighter and Desert Villain can add 
additional threats if they’re riding 
Mfimaks. Being fierce always comes 
in handy when dismantling 

Fellowships, and Trample is an added 
bonus. This maneuver event is an 
efficient way for the Shadow player to 
stock up on pool. If the Free Peoples 
player opts to discard companions, 
well, that’s just that much better for 
you. 

If the Free Peoples player doesn't 
choose to add a threat for Southron 
Bandit or doesn’t choose to discard a 
companion with Trample, you’ll have 
a lot of extra pool, and only so much 
can be filtered through Desert Fighter 
and Desert Villain. This is where 
Fierce in Despair comes in handy — one 
way Or another, the Fellowship is 
going to be missing companions. 

Last but not least, Southron Thief is 
sort of a metagame choice. If you feel 
you’re going to face a lot of large- 
Fellowship strategies, you need large- 
Fellowship hammers. Other choices 
you could include are Ulairé Enquéa, 
Lieutenant of Morgul or maybe War 
Towers (which adds additional threats 
for each companion over four). 

The site path is straightforward; 
any sites that give benefits to Raiders 
or threats are used. If there was no 
choice to be made based on the 
requirements of either side of the 
deck, the site with the highest twi- 
light was chosen. 

Before taking this deck to a 
Premier Series Qualifier, try it out 

MANEUVER X 
1:: Frodo, Wicked Masster! (RK) 
1x The One Ring, Such a Weight to Can'y 

(RK) 
FELLOWSHIP (30) 
1x Legolas, Elven Comrade (TI’) (starting) 
1x Gimli, Son of Gl6in (FR) (starting) 
3x Gandalf, the White Wizard (11') 
1x Arwen, Fair Elf Maiden (RK) 
3x A Wizard is Never Late (FR) 
2:: Trust Me As You Once Did (EL) 
1x Gandalf’s Staff, Walking Stick (IT) 
1x Glamdring, Elven Blade (RK) 
1x Narya (EL) 
4x Terrible and Evil (RK) 
1x Moment of Respite (RK) 
3x Quick As May Be (Ti) 
3): Baruk Khazad (HO) 
1:: Fool’s Hope (RK) 
1x Asfaloth (FR) 
1x Gimli’s Battle Axe, Trusted Weapon (RK) 
2:: Have Patience (RK) 
SHADOW (30) 
4x Desert Fighter (RK) 
4x Southron Bandit (RK) 
4x Desert Villain (RK) 
3x Desert Nomad (RK) 
1x Southron Captain (RK) 
2x Troop of Haradrim (RK) 
1x Southron Thief (RK) 
4x Mumak (HD) 
2x War Mfimak (HD) 
2x Trample (EN) 
2): Fierce in Despair (RK) 
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with your play group or at a couple 
of local tournaments. Knowing the 
right time to add threats and capital- 
ize on them is crucial. Also, knowing 
which type of minions to wound with 
pre—skirmish wounding events is very 
important. One or two mistakes could 
hurt you over the course of the game. 
After you feel comfortable, let 
loose the Mumaks and take aim 
at enemy minions! 
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Maneuver: Exerr a Dwarf to wound 
a minion. You may take the next 
maneuver action. 
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ADVENTURE DECK (9) 
Rohirrim Road (RK) 
King’s Tent (RK) 
Hall of the Kings (RK) 
Pelennor Plain (RK) 
City Gates (RK) 
Minas Tirith Fifth Circle (RK) 
Ruined Capitol (RK) 
Cross Roads (RK) 
Haunted Pass (RK) 
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TRADING CARD GAME 

by Geoffrey  Snider 
Developer, TCG Studio 

The centerpiece of The Lord of the 
Rings TCG since the game’s inception is 
the Moria Swarm deck. Almost always 
making an appearance in top touma- 
ment placing, Moria is one of the 
strongest archetypes any player could 
build upon. Mastering its ins and outs, 
however, isn't as easy as it would seem. 

At last year’s World Championships 
at Gen Con, some interesting Moria 

‘ builds made an appearance, and two 
came out on top. One sacrificed every 
bit of its Free Peoples integrity to pro- 
pel its Moria Ores into a massive one- 
shot swarm. I’ve tried to build off that 
deck sti'ategr, while including a couple 
of new twists from The Return of the 
King expansion. The main difference 
with this deck is its reliance on the 
King site path. Since old sites like 
Cavern Enhance and Orthanc Balcony are no 
longer available, Moria players will 
have to customize their decks to fit the 
new (and more powerful) site path. 

For a Free Peoples strategr that 
lends itself to card-drawing, there real- 
l y  isn’t much else you can do except 
include more cards that draw more 
cards — to draw more cards. Setting 
up  the perfect Shadow hand of Moria 
Ores is the prime objective here, so 

. I‘ve included the best new card—drawer 
in the new set: Out of Darkness. The 
Moria deck previously had no way to 
draw cards during the skirmish phase, 
but Out of Darkness makes it much 
easier for players to break the Rule of 
4.  (“A player may not draw more than 
four cards during his or her fellowship 
phase”) 

The Shadow strateg is heavily 
influenced by the site path. Every new 
site in this deck lends its cause to the 
Moria swarm: 

Site 1: Draws cards. 
Site 2: Occasionally your minions 

aren’t roaming. 
Site 3: Draws cards. 
Site 4: Gives strength bonuses to min- 

ions in skirmishes. 
Site 5: Adds and removes threats 

{which will inevitably be placed on 
the Ring-bearer). 

Site 6: Keeps your opponent fi'om dou~ 
ble moving through the sanctuary 

'I'l-IE ORIA 
SWARM 

invades Return of the King 
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THE SWARM 
1x Frodo, Wicked Masster! (RK) 
1x The One Ring, Answer to All Riddles (TI) 
FELLOWSHIP (50) 
1x Gimli, Faithful Companion (RK) (start- 

ins) 
1x Forest Guardian (HD) (starting) 
2x Farin, Dwarven Emissary (FR) 
2): Frér, Gimli's Kinsman (MM) 
4): Gandalf, The Grey Pilgrim (MM) 
2x Lindenroot, Elven Shepherd (HD) 
1x Birchseed, Tall Statesman (HD) 
1x Skinbark, Fladrif (EN) 
1x Sam, Proper Poet (MM) 
2x Barliman Butterbur (FR) 
1x Albert Dreary (FR) 
1:: Grown Suddenly Tall (IT) 

before you’re ready to swarm. 
Site 7: Draws cards on a massive 

scale. This one is a realgame-break- 
er: 

Site 8: Plays a minion (Gollwrdfi'om 
the discard pile. 

Site 9: Draws cards. 

What else could a Moria deck ask 
for? 

Oh, you want some cool minions, 
too? Sure! Ulairé Cantéa, Faster than Winds 
is one of the greatest swarm tools ever. 
He can get rid of pesky anti—swarm 
Free Peoples possessions before they 
can be used: Aragom’s Bow, Frying Pan, 
Bow of the Galadhrim, Gimli’s Battle Axe, 
and the trusty Hobbit Sword. Since 
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SCHE ‘ I . 

2x Grimir, Dwarven Elder (FR) 
1x Thrarin, Dwarven Smith (FR) 
4x A Wizard is Never Late (FR) 
4x Out of Darkness (RK) 
4x Delving (FR) 
3x Mithril Shaft (FR) 
2x Frying Pan (MM) 
4x Severed His Bonds (TI) 
4x Hobbit Intuition (FR) 
3x Power According to His Stature (FR) 
SHADOW (50) 
2x Ulzfiré Enquéa. Lieutenant of Morgul 

. FR) 
3x Ulairé Cantéa, Faster than Winds (RK) 
2x Morgul Whelp (RK) 
1x Held Ground (RK) 
1x Gollum, Stinker HD) 
1x Evil-smelling Fens (HD) 
2x Orc Insurgent (EN) 
4x Goblin Runner (FR) 
4x Goblin Sneak (FR) 
4x Moria Scout (FR) 
4x Goblin Scavenger (FR) 
1x Guard Commander (FR) 
2x Goblin Flankers MM) 
4x Goblin Scimitar FR) 
4:: Goblin Armory (FR) 
3x Goblin Swarms (FR) 
2x Relics of Moria (FR) 
4x They Are Coming (FR) 
2): The Underdeeps of Moria (FR) 
ADVENTURE PATH (9) 
Isengard Ruined (RK) 
Rohirrim Camp (RK) 
Hall of Kings (RK) 
Anduin Banks (RK) 
City Gates (RK) 
Minas Tirith First Circle (RIC) 
Osgiliath Crossing (RK) 
Northern Ithilien (RK) 
Haunted Pass (RK) 

Frodo will lose fights right and left to 
Ores and Nazgfil, Morgul Whelp is a 
great choice for this deck. Not only 
does he help Cantéa use his text, he's 
a huge minion for just one pool. 

For the final trick of the day, look 
to Held Ground. Against swarm decks, 
many players find themselves playing 
lots of extra companions on the table. 
This leaves you with only one option: 
Dlairé Enquéa, Lieutenant of Morgul. He’s a 
brutal killer, and works even better in 
conjunction with Held Ground. Not 
only will playing this condition get you 
a couple extra wounds. it can also 
trash a few Free Peoples possessions 
during the maneuver phase when 
Enquéa works his magic. 
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.~ TEAIS‘ING CARDQAME 
by Joe Alread 

LotR TCG Development 
Manager 

The goal i s  simple: 

T’S THE 
SAME GAME 

(ONLY DIFFERENT) 
The new mechanics of The Return of the King 

Every time a new set of 
The Lord of  the Rings 
TCG is released, we 
want players to be excit- 
ed about the new strate— 
gies and deck types 
available to them. We  
want them to sit down to 
an essentially new game 
that, while still the same 
TCG they know and love. 
is slightly different than 
the one they were playing 
a few months earlier. The 
things they’ve enjoyed 
from months past should 
still be there, but there 
should be something new 
and exciting looming over 
them, something that they’ll now 
need to master in order to continue 
in their understanding of the game. 

So what were we going to do when 
it was time to design Return of the 

- King? How were we going to re-create 
the way The Lord of  the Rings TCG 
was played? We  documented some of 
the strategies players used in the 
tournament environment and 
“attacked” them. In other words. we 
tried to change some of the basic 
ways players played by introducing a 
couple of new mechanics into the 
game. The two things we attacked in 
Return of the King were: 

0 With the exception of Frodo, 
characters dying had little to no 
“cost.” 

0 Players always want to play as 
many cards as possible so that they 
can draw more cards and then play 
even more cards. ' 

The attack on each of these stan- 
dards led to the two mechanics you’ll 
find throughout the Return of  the 
King set: threats and initiative. 

Initiative. Initiative is something 
a side either has or does not have. At 
all times. either the Free Peoples 
player or Shadow playerls) have ini- 
tiative. The rule of initiative is sim- 
ple: If the Free Peoples player has 
four or more cards in hand. then the 

.Lrllvou have initiativc ‘11}a ll”: Shadow 
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Free Peoples has initiative. Otherwise 
the Shadow has initiative. With lots 
of cards in Retum of  the King revolv— 
ing around initiative, the days of 
always playing as many cards as 
possible are now gone. Is it worth 
playing your last card in your 
Fellowship phase, or should you hold 
on to initiative instead? Along with 
making decisions like that, there are 
strategies that involve you attempting 
to take initiative away fi'om your 
opponent and using it to your own 
advantage. ' 

Along with creating scenarios 
involving risky card plays, the 
mechanic also allowed us to address 
another minor problem in the game: 
hand jam. Have you ever had a 
handful of Nazgfil that you couldn’t 
play because you weren't getting 
enough pool from your opponent? 
That’s hand jam, and it's a terrible 
experience for a Lord of  the 
Rings TCG player. Many of the 
costs in Return of  the King 
involve discarding cards from 
your hand. thus allowing you to 
discard those expensive Nazgul 
that you don’t have the pool to 
pay for. 

Threats. Threats are the 
mechanic that gives a cost to 
the death of one of your unim- 
portant companions. Threats 
are tokens that are placed in 
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, Sanctuary. Fellowship: If you cannot spot 3 threats. add 
threats [0 make the move limit for this turn +l . _ .. _ 7‘  - 
7,_';'_'_ ,., “w?“ an. 5::- 

the dead pile and are 
added and removed, 
much like burdens. 
Whenever one of your 
Free Peoples characters 
dies .  you must place those 
threats onto your remain- 
ing fellowship as wounds. 
Imagine having five threats 
out — do you really want 
your Dwarf Guard to fight 
that Cave Troll for you? 
Multiple cards in Return of 
the King add large amount 
of threats and then remove 
them at the end of the turn. 
creating one-tum scenarios 
where your one goal is to 
keep everybody in your 
Fellowship alive at all costs. 

Other strategies involve 
adding threats and removing them 
for other in-game bonuses. such as 
extra strength. wounds, or card 
plays. The Free Peoples player can 
get in on the action as well, with 
Aragom, Driven by Need, who is strength 
+ 1  for each threat and Gimli's Battle 
Axe, Trusted Weapon, which has three 
powerful abilities depending on the 
number of threats it can spot. 

. }‘.- E 

The best part is that everything 
I’ve said here is only the t ip  of the 
iceberg. Along with threats and ini- 
tiative there are Ringwraith-culture 
Orcs (a first!), Denethor, Rohan, and 
Gondor equipment for Pippin and 
Merry, respectively, and lots more. 
There’s a whole new world for 
Lord of the Rings TCG players to . 
explore in this set! 
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LAWN CARE 
and other cultural mechanics 
While initiative and threats are the 

big new mechanics that weave 
through all of The Return of the King 
set (and the King Block), I’m going to 
come at things from a different angle 
and talk about some of the new 
mechanics that relate to specific cul- 
tures, and even a new take on the 
site path. 

Sauron on the march. Until this 
point in the trilog, the forces of 
Sauron guarded their borders and 
escorted prisoners — now they go on 
the attack! 

A subset of the minions in the cul- 
ture gain the keyword “besieger,” but 
probably more importantly, a site 
number Of five. This subset also 
makes use of “engines,” tools of 
siege-craft long prepared for the 
assault on Gondor. 

Central to the besiegers will be 
the mechanic of site control, initially 
introduced in The Two Towers. 
While we first saw it there, the 
Sauron culture didn’t really do too 
much with it — until now. The 
engnes help to control sites, as well 
as providing damaging bonuses once 
the sites are in hand. The besiegers 
themselves provide hand extension 
by stacking on controlled sites. Of 
course, we’ll see this mechanic 

.5 i 

O CONDITION - SUPPORT AREA ' " 
" W  ‘ 

Engine. 1 0  play. spot a 00* Orc. .. 
Each b:sie§er is strength +1 for each si 
you contro ~x 

mDiscard 5 00' Ores to take ‘5 
control Of a site. Disard this conditio ‘ 

.. fix [Hid m Cupmin putfortl: Ins strtngtb." 

expanded in the Siege of Gondor set 
in March. 

On second thought. One of the 
automatic decisions in The Lord of 
the Rings TCG has always been for 
the Fellowship to stop moving at site 
six and take one last deep breath 
before moving into the last three 
sites. Obviously, the five wounds of 
sanctuary healing has a lot to do 
with that. 

When we started work on The 
Retum of the King, we decided that 
we wanted to shake up that pattern. 
The decision about whether to move 
again is one of the more interesting 
and fun ones that players face, so it 
seemed a shame to have an “auto- 
matic” choice so close to the end of 
the site path. 

The approach that we took was to 
put big incentives on each site six to 
move again. Obviously, this will do 
more to help the trailing player, as 
he’ll be able to play on his own site 
six (or encourage that leading player 
to include a card like Pathfinder in her 
deck). These sites are culturally spe- 
cific and allow a player who moves 
again to heal all companions of that 
culture. Depending on the situation, 
this can provide more total healing 
than the sanctuary normally does. It 
will be interesting to see what impact 
this has on high-level play, as it’s 
still a risky maneuver. 

One-cost Ringwraith minions? 
Okay, so the Ores we’ve added are 
actually Ringwraith-eulture minions 
and not Nazgfil, but it’s still a depar— 
ture for the culture to have smaller 
minions available (excluding Bill Ferny 
from Mines of Moria). The 
Ringwraiths themselves start to take 
on the roles of leaders and big'hitters 
instead Of the core of the culture. 

The Ringwraith Ores revolve 
around improving the survivability 
and potency Of the Nazgul; fliey’ll 
provide new challenges and options 
for Ringwraith deck-builders. These 
guys will also get stronger as Frodo 
starts to wear down and carry more 
wounds. :5" yields extra plains sites. 

”by Tom Lisehke 
LotR TCG Senior 
Game Designer 

Skirmish: If Merry IS not assigned to a 
skirmish return him to your hand to , 

_ ' play to 2 4‘ possesstons from your - 
disearxf pile. 
"1a I would not but: it said 9f me in song cub . 
that I w .1: m’wau lg! (rt/rind!" ' 

Some Shire toys. Well, actually, 
some cards that were Shire culture but 
were moved out to Rohan and Gondor. 
Merry and Pippin get some new ways 
to play in The Return of the King. Both 
gain armor and a sword, transforming 
them into fighters. With the increase in 
strength and the decrease in vitality, 
they look more and more like Gondor 
or Rohan companions, with the differ- 
ence being their ability to easily access 
the Shire verb cards. 

Watering the grass. The Rohan 
culture will finally get to do some fight- 
ing on the open plains. In testing, we 
called this the “lawn-care” program. 
Rohan receives several new horses, 
including Snowmane, Windfola, and Swift 
Steed, and a number of the companions 
get stronger as more plains come into 
play. 

For this reason, an interesting card 
is Strong Arms, which can actually create 
plains sites. This card shares a trait 
with the new site sixes from the site 
path, in that it helps a player who’s 
trailing and is thus able to play Strong . .. 
Arms onto the site he is moving to 
instead of the one he is moving from. 
Otherwise, a player has to squeeze in 
Pathfinders or a card like Grimbold that 
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To play. spot- 2 Elves. 
35pm [fan 9 skirmish event is 
f yeti. discard this condition ro draw 3 
cards. 

'Cl'b" M 50;! r'cmnfi. or tell Loy: mil. "‘ 

1. OThe One Ring, The Ruling Ring C 
Response: ll bearer is about to take a wound in a skirmish. he 
wears The One Ring until the regroup phase. While wearing 
The One Ring. each time the Ring-bearer is about to take a 
wound during a skirmish. add a burden instead. +1/- 
2. otfie One RIM. $1165 a Weight 5 Cagy 

Maneuver. Add a burden towear the One Ring until the 
regroup phase. While wearing The One Ring. each time the 
Ring-bearer is about to take a wound. add a burden instead. 
+2!- 

3. Effie Tesféfl U 6  
Event Sldmtish. MakeaDwarfm +2 (+4 ifyou spota 
card stacked on a [Dwarvenlcondrbon 
mutated Risk c 2 
“Eleni-Fellowship. SpotaDwarfandaddathreatlodrawa 

5. Dari? Ways R 0 
Condition - Support Area. To play. spot a Dwarf. Eaclt time the 
fellowship moves, add a threat or discard this condition. 
Regroup: DismrdthisconditionloltealaDwarftwiceandtake 
a [Dwarven] skirmish event into hand from your discard pile. 
5. film". Falffiffil Companion C 2 
Companion - Dwarf. Damage +1. While you have initiative. 
Gimli is strength +2.6/3/T 
7. Elm". ream Axeman R 2  
Companion-Dwarf. Damped. Response: ItalDwarven] 
conditionisabouttobedismrdedbyanopponentexerta 
Dwarfordiscartla[Dwarven]cardfromhandtopreventlltat 
SIS/A 
C. Elmll's Armor U 2 
Possession - Armor. Bearer must be Gimli. Response: If you 
have initiative and Gimli is aboutto take a wound. discard 2 
wds from hand to prevent that wound. 
g. oolmli's Baffle Axe. 1111553 Weapon! 2 

Possession-HandWeapon.BearermustbeaDwarf.While 
youcanspotathreat. bearerisdamage+1Whileyoucan 
spot2threats. bearerisstrenglh+1.Whileyoumnspot3 
threats. the fellowship archery total is +1. +2!- 
1.Lova U n s e e n  R 1  
Condition 0 Support Area When you play this ccrrdition. you 
maystackZmrdsfromhand here. Drawacsrdforeach 
[Dwarven] card you stack Sidnnish: Make a Dwarf strength 
+2. Also. makethatDwartdamage+2foreach [Dwarven] 
card stacked on this condition. Discard this condition. 
11. Ofi a Dafiness C 1 
Evert-Sidnnish. MakeaDwartstrertgth +2. You mayalso 
exert that Dwarf to draw 2 cards. 
12. Preparations R 2 
Condition 0 Support Area Regroup: Exert a Dwarf companion 
to stack a card from your discard pile here. Sidnnish: Wound 
a minion skirmishing a Dwarf once for each [Dwarven] card 
stacked here. Discard this condition. 
13. oReciEiess Pflae U 2 
Condition. Bearer must be a [Dwarven] companion. Each min- 
iongairrstlrhabilily“AssigrtntentAsfigntlrlsmlrrlontobear- 

RETURN or THE KING 
LAYER'S GUIDE 

erofRecldessPnde."Regroup:D'scardtliscorrditiontodraw 
4cards. 
r m  U 1  
Event - Maneuver. Spot a Dwarf to draw a card. or if this card 
is stacked on a [Dwarven] condition. spot a Dwarf companion 
and discard this event to exert a minion twine. 

1 5. oAncienf Blade U 2 
Condition. Bearer must be an [Elven] companion. Each minion 
gains this ability: “Assignment: Assign this minion to bearer of 
Ancient Blade." Regroup: Discard this condition to discard a 
minion and reconcile your hand. 
16.3‘A’rwen. Fair Elf Maiaen R 2 
Companion . Elf. While sidnnishing a fierce minion. Arwert is 
Strength +3. 6/3/G 
17. oAsfaloffi. Efien W R 2 
Possession - Mount. Bearer must be an Elf. Sidnnish: lf bear- 
er is Arwen, exen her to make each minion skinnislting her 
strength -2. +2/- 
18. oBow e Ga a m. 6 
Caladrlel R 1 
Possession-RangedWeapon.BearermtrstbeLegolas.Each 
time you play an [Elven] skirmish event during a sldnnish 
involving Legolas. you may heal him. +1/- 
19. Carfiu I may U 
Event Regroup. SpotanElfanddiscardSmrdstromhandto 
reconcile your hand. 
20.355“ ance C 
Event Skirmish. MakeanElfstrength+2(or+4itsldrmisit- 
ing a Nazgiil). 
21. OElronfl. Elven [.03 R 3 
Companion-Elmo play.spotAragomoranElf.Atthestartof 
eachtum, you mayexertElrondtohealacharacterbearingan 
artifact 8/4 
fl. oHope Comes R 2 
Condition SupportArea. Toplay. spot2Elves. Response: ll 
:MElmldmtisheventisplayed discardthisccnditionto 

raw 
W C 0 
Condition - Support Area Regroup: Exert an Ell to reveal the 
topcardotyourdrawdmk ltitisan [Elven] card.rernove3 
threats. PlacetherevealedcardMneathyourdrawdeck 
24. LeaVlng Forever 
t‘xrrrdibon-SupportAreaToplay.spot3Elves.Eachtimetlre 
fellovshipnrovesaddatlrreatordiscardthisoondition. 
2Regroup: Discard this condition to discard a condition or draw 

cards 
5..-Legoias Fearless Maitéman R 2 

Companion - Elf. Archer. Archery lfyou have initiative. discard 
4 cards from hand to wound a minion. SIB/A 
23. ofifioias. NimEie wafilor C 2 
Companion - Elf. Archer. Archery it you cannot spot a threat. 
addathreatlo make the fellowshiparcherytotal+1. 6/3/T 

"(WOO Bowman R 1 
Event 0 Archery. Exert 2 [Elven] companions to discard the top 
3 cards of your draw deck. Make the fellowship archery total 
+1 foreach [Elven] card discarded. 

While skirtnishing a fierce minion. 
is strength} + 

"“Bul 554' also tried: weal layout... [in well, 

Bearer must be an Elf. 
1' Skirmish: lfbcarcrisArwcn.cxm het- r 

make each minion skirmishing lter 
strength ~2 

28. OShadow Between R 2 
Condition . Support Area. To play. spot an Elf. At the start of 
your regroup phase. you may discard this condition or a card 
from hand to heal an Elf. 
29. Eli "fleet C 2  
Event Skirmish. MakeanElfstrength+2Youmayplacetltis 
eventontopotyourdrawdeck 
fl. Uncefiln Paflis C 1 
Ewnt- ~Sldrtntsh. MakeanEIfstrength +2arrdyoumayslrutlle 
your draw deck 

W c 2 
EverttoSldrrnish.MakeGartdaltstrength+2(or+4arddanr 
age+1ityou haveinitiative). 
33. lfiael f0 Cfie R 5 
Event-FellowshipExertGandalftwicetoremwealtttreats 
andlohealallcompaniorrsotoneculture(except[6arrdalf]). 
34. Echoes Of Vallnor C 1 
Condition-SupportArea Eaclttime Gandallwinsasidrtrrislt. 
youmayexerthimtodramrds. 
35. Fool's Hope U 3 
Event-Fellowship.SpotGarrdalfanddiscard2cardsfrom 
hartdtomakeanopponenldiscardallbutZShadowcondi- 
lions. 
36. -canaarr. Win33 E Elie WEE C i 
Companion - Wizard. While you cannot spot“; 3 companions of 
the same culture Garrdalt rs strength- -2.9/ 
57. ooanaalt, Manager 6? Wizafis R 4 
Companion . Wizard. Sidnnish: Place 3 cards from hand on 
top ofyourdraw deckto makea minion skinnlslringan 
unbound companion strength -3. Any Shadow player may 
place3cardsfrom hisorherhandontopofhisorherdraw 
deck to prevent this. 7/4/T 
38. man a S S . FOCUS Power R 2 
Artifact 0 Staff. Bearer must be Gartdall. While you can spot 4 
twilight tokens. Candaif is strength +1. -/1 
39. oclamafing. EiVen Bloae R 2 
Possession - Hand Weapon. Bearer must be Garrdall. He is 
damage +1. Sidnnish: if you have ntore cards in hand than 
each opponentdiscard2cardsfromhandtomakeanoppo— 
nent exert a minion. +2!- 
40. Have Pafience C 3 
Event . Fellowship. Spot Gandalf to heal arr unbound compan- 
ion twice. 
Er. Infimldati c 2 
Event . Response. Spell. It a compmion is about to take a 
wound. spot Gandalf to prevent that wourtd. 
42. King's AaVisor U 2 
Event . Maneuver. Exert Gandalttwice to make an opponent 
exert a minion tor each [Rohan] companion you spot 
437395? fie Beacons R 3 
Event . Maneuver. Exert Gandalf three times (or twice if you 
have initiative) to make all unbound companions of one cul- 
ture (except [Gandalf] ) strength +3 until the regroup phase. 
44. ornament 5? Resplfi R 2 
Condition-SupportAreaAtthestartolyourregroupphase. 
you may discard 2 cards from ltandto toheal Gandalf. 

45. Ndmenor's Pride 0 1‘ 
Condition - Support Area. To play. spot Garrehlfarrd adds 
threats. Gandalf is defender +1 a‘rdmnnotlaitewoullls. 
Discard this condition at the start otttre regroup pliass. 
46. Peace of etd C 4 
Event . Regroup. Spot Gandalf to heal an unbound Hobbil3 
times. 
47. Shaman Your 5Wfi$ U :l 
Event - Skirmish. Spot Garrdalf to rrrake a [Gorrdor] compat- 
ion strength +1 for och [Gondor] companion you spot (first 
+4). 
48'. Stay Tfils Madness IE7 it 
Condition - Support Area. To play. spot Garrdall. Each time the 
fellowship moves. add a tttreat or discard this condition. 
Regroup: Discard this condition to wound 2 minions. 
4'9'T-Stea a am on 
Condition. Bearer must be Candaif. Each minion gains this 
ability: “Assignment: Assign tltis minion to Candall.” Regroup: 
Discard this condition to discard a minion and heal a compar- 
ion 3 times. 
5 . To a a R 3 
Event - Maneuver. Spell. Exert Gandalf X times to wound a 
minion X times. If that minion is a Nazgtil. wound it again. 
32. Tile Boara Is Q R 0 
Event - Response. Spell. If an event is played. exert Gandalf to 
make that opponent remove [2] or cancel that event 
51. Unaaunfid C 2 
Evem-Sklrrnish. ExertGanddftomakehimstrengtlHt for 
each twilight taken you spot (limit +8). 
m C 2 
Possession . Staff. Bearer must be a Wrzard. Sidnnish: Exert 
bearer twice to make a minion strength -3. +1/- 

5 . a U V e R no 
Event - Shadow. Play Gollum from your draw deck or discard 
pile to add a threat. 
54. Clever H055“? U 2 
Event - Sldnnish. Discard any numberof [Golum] oorrditiors 
Foreachcortdition discardedmakeSmeagolstrengtlHSarrd 
damage +1. 
55. Days Grofiing 537R U 2 
Condition - Support Area Fellowship: Discard 3 cards from 
landloplaySmémolfromyourdiscard pile. 
57. OFaf One Waifii it R 1 
Condition - Support Area. Each time Gollum or Smeagol is 
played. add a threat. Regroup: Discard this condition to return 
Gollum to his owner’s hand. 
55. oGoilum. Plofiing Decelirer R 2 
Minion. If you have initiative during the Shadow phase. you 
may play this minion from your discard pile 514/3 
59. ofiilum. Vlle Crefire C 2 
Minnn. Skirmish: Exert Gollum twice or remove a three to 
make trim strength +2. 54/3 
BC. Fleavy Burden 
Condition - Support Area. Regroup: Discard Gollum and 
remove a threat to add a burden. 

‘ ‘ " Exert Gandalf twice to remove all r , 
'1‘, j and to heal all companions ofonc culo ' 

" . (except X). 
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lfyou ll.“ c initiative during the Sha- 5: 
‘ haw. you may play this minion from ‘. 

'mir Lll‘tk 1rd pile. 
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61. Hobbitses Are Dead R 1 
Event - Skirmish. Spot Gollum or Sméagol to make a Nazgril. 
[Sauron] minion. or [Gollum] minion strength +2. It you have 
initiative. you may play this event from your discard pile; place 
it under your draw deck instead of d'scerding it 
62. it‘s Mine C 1 
Condition - Support Area. Shadow. Remove [1] and exert 
Collumtodiscardthetopcerdofyourdrawdeck lfthatcard 
is a [Gollum] or [Ringwrailh] card, take it into hand. 

. Her Dea m R 1 
Condition. To play, spot Gollum or Smeagol. Bearer must be a 
minion. Limit 1 per bearer. Bearer is damage +1. lfyou have 
initiativeduringtheShadowphase.youmayplaythiscondi— 
tion from your discard pile. 
WW 
Ewnt-Sidnnish.MaleSméagolsbenglh+1toreach 
[Gollum] card you spot 
65. Never C 
Condition Support Area. To 2play. spot 3mm Regroup: 
Discard Sméagol to remove2 
66. No we Places R 2 
Evert-Regroup. ExertSméagoltorevedanopponent’shand. 
Thatopponentmustdiseardacardfcreachculturerevealed. 
67. ot’lEfilng R 5 
Condition - SupportArea To play, spot Collum and add up to 
9threats. Collum is strength +2. Discerdthisconditionand 
remove9threatsatthestartottheregroupplme. 
W R 2 
Condition- SupportAreaToplay. spotSmeagol. Eachtime 
thefellowship moves. addathreatordiscardthiscondition 
Maneuver. Discard Sméagol to discard a rnlnion. An opponent 
may exert a minion twice to prevent this. 
WPaths R 2 
Condition-SupportAreaToplay.spotSméagolandadd2 
1hreatsThemovelimitforthistumis+1.Discardfhiscondi- 
tionattheendofthetum. 
76. 3—517a Elie Preclous R 3 
Event Fellowship. Discard Sméagol to plays companion 
from your discard pile. 
71. o§m§agot ilwavs Hall’s R 5 
Companion. Ring-bound. To play. add a burden. Assignment 
AssignaminiontoSméagolandaddZthreatstoexhaustlhat 
minion. SM 
72. oSméagol. I-lur—rlE Guide C 5 
Companion. Ring-bound. To play. add a burden. Skirmish: If 
youhaveinitiative.dlseard2eardsfromyourhand.$méagol 
cannotbeovenuhelmed uaissbengthishipledJ/A/F 
73. Sneaking! R 2 
Event-Skirmish. Stealth. HealSmeegoNorcancelSmeagol‘s 
skinnishifhehasmorevitalitythantheminionorminlorrshe 
is slrinnishing). 
was"? 
Event Shadow. PlayCollumtromyourdiscerdpiletoad [1] 
for each threat youspot 
75. Sw r Mea C O  
Event Response. lfaminion isabouttotakeawound. spot 
Gollum to prevent that wound. 
We Dead City R 3 
Condition. Stealth. BearermustbeSméagol. lméagol is 
abouttobekilledinaskirmish,heisdiscerdedirstead. 
76. Very Nlée Friends C 5 
Evem - Regroup. Play Smeagol from your discard pile to play 
therellowship'snerdsite(replacinganopponent‘ssitelfmc- 
Iezlsalary). lfyou donotmoveagainthistum. discardyour 

Ti. OWe Hafes Tfiem ’ U 2 
Condition. Bearer must be Smeagol. Each minion gains this 
ability. “Assiga Assign this minion to Smeagol.” 
Regroup: Dismrd this condition to discard a minion and play a 
companion from your discard pile. 
W Where S‘fiall We C—o U 0 
EventOSkimiish. lfyou laveinitiative.discerd2eardstrom 
hard to wound a minion Sméapol is skirmishing twice 

79. oAnaui-ll. Flame 6f ffie W R 3 
Artifact" - Hand Weapon. Bearer must be Aragorn. Discard 
other weapons he bears. He is damage +1 and cannot bear 
other weapons. Fellowship or Regroup: It the fellowship is at 
any site 2 or any site 5. play the fellowships next site (replac- 
ing opponent’s site if necessary). +2/+1 
80. OAnaurll. King's BlaEle R 3 
Artifactoiland Weapon. BearermustbeAragom. lfyou can- 
not spot a threat. Aragom is defender +1. +21- 
81. oAragom. Ca n or C 4 
Companion - Man. Knight At the start of each fellowship 
phase. you may add [2] to heal another [Condor] companion. 
mm 
364. oAragom. DHVen 5V HE P 4 
Companion - Man. While you cannot spot 4 flimts. Aragom 
is strength +1 for each threat Regroup: Exert Aragorn twiw to 
remove 3 threats. 7/4/C 
82. ocli'lon C 2 
Companion 0 Man. While you have only 4 or 5 cards in hand. 
Cirion is strength +2. 5/3 
83. Clfi 3 Hon C 1 
Event - Skimilsh. Make a [Condor] Man strength +2. if that 
Man is slomrishing a [Sauron] minion. discard that minion at 
the end of the skirmish. 
84. Dagger Ellie C 0 
Event . Skinnish. Make a [Condor] or [Shire] companion 
bearingahandweaponstrength+2anddamage+1. 

. oDen or. we R 2 
Companion - Man. Fellowship: Play a [Condor] knight That 
loright’stwilightcostis-2. EachtimeaShadowcardaddsa 
threat. add a burden. Each time a Shadow card adds a burden. 
add a threat 8/3/A 

. ODen or. zen wa C 2 
Companion-Man.Denethorisshength+110reachother 
[Condor] Man you can spot (limit +4). 5/3IA 
fi ODefifin R 2 
Companion-Man. Regroup:Whileyouhaveexactly5cardsin 
hand.you mayexertDenrfintodiseardanengine. machineor 
poseseion. 6/3 
E-Dervoi'ln 0‘2 
Companion-ManAtthestarlofthe regroup phaseifyou 
haveonly4cardsinhand.youmayspotanother[Condor] 
MantodiscardaminionC/3 
g, utvao C 1 
Event-FellowshipAddBthreatstohealaiIICondorlcompan- 

W W  
Companion-Man. Ranger Toplay. spota[Condor] Man. 
Each time Faramir wins a skinnislr involving a fierce minion. 
you may exert Faramir to discard that minion. 713/1 
91. oFaramlr. Wizafi’s Rupll R 3 
Companion - Man. Ranger. Fellowship: Play a [Roltan] Man to 
heal Faramir. Skinnish: Exert Faramir to make an unbound 
Hobbit strength +2. Skirmish: Exert Candalf to prevent all 
wounds to Faramir. TM 
92. FIE? Level C 1 
ConditioneSupportArea. Fortificnion. Maneuver. Exerta 
[Condor] Manorspotalorighttotranslerthisconditiontrom 
your support area to a minion. -1/- 

. .. an'sArmor-" *U‘1"cam 
Possessim-Annor.Beamrmiistbea[Cardor] Man. 
Response: lfbearerisabouttobeoverwhelmed.disearda 
[Condorltortification oracardfromhandtomakebearer 
strength +2. 
fl. Condor BOW U 1  
Possession'RangedWeapon. Bearermustbea[Condor] 
Man. lfbcarerisaknightheorsheisstrength+1. Skinnlsh: 
Exert bearertowoundaminionheorshelssldnnishingifthat 
minion bears a fortification. 
95. «ion or 5 n s  R 3 
Condition Support Area To play spot 3 [Condor] compan- 
ions. While no opponent controls a site. wound a minion at 
the start of each regroup phase Regroup: Discard this condi- 

:4. a: a r: z 
< o 

'2. 
- Beam must he Aragorn. l 1rd other 
.. ‘ mpons hi.- bears. He Is damage +1 and 
j" T: ~= not bear other weapons. 

. Fellowship or Regan : lfrhc tcllnwslt' 
is at an site- ‘ur any set: 5. play the 

”,3 loirvsirip 5 next site (replacing 
V» - men: s sire ifncerssary). 
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u panion. 
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.. and: 

tion to place a [Condor] fortification from your discard pile on 
top of your draw deck. 
96. Conaofian captain c 2 
Companion 0 Man. Knight Fellowship: Discard a fortification 
to remove a threat 6/3 
97. ooonaofian Mercfiafif R :l 
Ally-Home3l'lTJ-Man. Maneuver lfyouhaveinitiative.dis- 
eard2cardsfromhandtomarethesitenumberofaminion 
+2 until the regroup phase. 6/1 
98. Conaofian 6W0ra U 1 
Possession'HandWeaponCearermustbea [Condor] Man. 
816"“;t Discardacardsfrom handtomakebearerdamage 
+ . + s 

99. Croat Cate C 1 
Event Skirmish. Make a [Condor] companion sherrgthmm +2 
and. if you can spot 2 [Condor] fortificationsmrt 
that companion is skinnishing. 
1w. Createst stmngfiola R 2 
Event - Archery. Exert a [Condor] Man and spot 3 fortifica- 
tions to nrake the fellowship My total +2. 
101. Guaraed R 0 
Condition 0 Support Area To play. spot 3 [Condor] Men. Each 
tirnethelellowship movesaddathreatordiscardthiscondi- 
tion. Regroup: Discard this condition to discard a minion (or 
all roaming minions). 
1152. Ha W Repalrs ti 1 
Condition SupportArca. To play. spot3 [Condor] Men. 
Regroup: Whileyouhaveonly4eardsinhand. youmaydis- 
cerd2cardsiromhandtoplaya[Condor]fortificationlrom 
your discard pile. 
153.1-leafi Raised R 2 

Condition- SupportArce. Attirestartofyourregroupphasew 
youmayspota[Condor]i/ananddiscardacardfromhand 
toremoveathreat 
1 .l-l en Know 9e R 1 
Event- Fellowship. Spota]Condor]companiontorevedthe 
topSeardsofanopponent’sdrawdeckFor reachShadow 
cardrevealed. addathreatForeachFreePeoplescard 
revealed. placea[Condor]tokenononeofyourconritions 
wilhalCondorltokenonitShulflethatdrawdedt 
W C 3 
Condition. BearermustbealCondorlMan. lfyouhavelnitia- 
tive,beamrisdefender+1 
1C6. oingola C 2 
Companion Man. Knight Fellowship: DiscardefortilMion 
toheai lngoldtwwe twwe6/3 
1C7. oiofias 
CompanionoMan.Response:lfapossesionorengineis 
played byyouropponent. removea [Condorltokenfromyour 
conditiontomakethatopponentremovelt .lfheorshe 
cannot,diseardthatpossessionorengine. 
108. Knigfif’s §WOE C 1 
Possession-HandWeapon. Bearer mustbea[Condor] Man. 
Skirmish: If you cannot spotZthrcats. addatltreattomake 
bearer strength +1. +2!- 
109. Long Prepared U 2 
Condition - Support Area To play. add 2 threats Skirmish: 
Exert a [Condor] Man to wound a roaming minion that Man is 
skirmishing. Discard this condition at the start of the regroup 
p ase. 
110. 0M3 . aram r's e U 2 
Companion 0 Man. Ranger. Skinnish: If you have initiative. 
discard 2 cards from hand to wound a roaming minion Madril 
is skirmishing. 6/3 
111. Man ffie Walls C 1 
Condition - Support Area The site number of each minion 
skinhishing a [Condor] Man is +1. 
112. «Mile Leaders R 1 
Condition - Support Area When you play this condition. place 
a [Condor] token here for each of the following characters you 
can spot: Aragorn. Boromir. Denethor or Faramir. Skirmish: 
Remove a token from here or discard this condition to make a 
[Condor] companion strength +1 and damage +1. 
113. oPlppin's Armor R 0 
Possession - Armor. Bearer must be Pippin. While you can 
spot3 [Condor Men. Pippin maytakenomorethant wound 
in a skirmish. + -1 

\‘e 

114. OPIDDIrIHan; 5 Severe! R 1 
Possession HandWeapon. Bearer must be Pbpirt Sidmrlsh: 
ExertPippintwioemalrehimstrength+1toreactondorl 
companion you spot +2]- 
115. Ranger 3 Mlnas Tli'lffi C 2 
Companion . Man. Ranger. While skinnishing a roaming min- 
ion, this companion is strength +2 arrd damage +1. 5/3 
116. Ranger 3 Osglllfifi C 2 
Companion - Man. Ranger. Regroup: Discard 2 cards from 
hand to erdraust a minion. 6/3 
117. Rec ess Coun r 1 
Event - Regroup. Spot 2 knights or exert 2 [Condor Merlin 
liberate a site or discard any number of cards from . 
118. second LeiTel c 1 
Condition - Support Area Fortificefion. Maneuver. Exert a 
[Condor] Man or spot a ranger to transfer this corrdilion from 
your support area to a minion/2 
119. oSeventfi Level R 5 
Condition - Support Area. Fortification. Sldnnish: Exert 3 
[Condor] Men to transfer this condition from your support 
area to a minion skirmrshing a [Condor] Man. -2/-2 
120. find to Arms 
Event- Skirmish. lfyou haveinitiative. discerd2cerdsfrom 
hand to wound a roaming minion skirmrshing a [Condor] Man 

121 21mm Reslfinc C 
Event - Skinnish. Add a threat tee make a [Condor] Man 
strength +3. 
122. ofifing and olEl R :l 
Condition-Support Area. To play. spotZ [Condor] Men.The 
hailightcostofeachofyour[Condor]fortificatlonsis-1 
Response: lfanopponentisabouttocontrolaslte. distard2 
[Condor] fortificationsto prevent reventtfrls. 
123. Support of the City U 0 
Condition-SupportArea. Fellowship: Playa [Condor] mnto 
placea [Condor] token here. Fellowship: Playa [Condor] 
companion. Thatcompanion's twilightcostis-1 foreach 
token here. Discard this condition. 
124. «argon C 2 
Companion-Man. Ranger. Skirmish: lfyouhaveiniliative. 
discaMZeardshomlarrdtowourrdaMarTargonissldl- 
mishirrg. 6/3 

0—1 125. Tfilfi Level 
Condition-SupportArea. Fortification. Slo‘rrnish: Exerta 
[Condor] Manorspot2rangerstotransferthiscondition 
from your support area to a minion skirmishing a [Condor] 
Man. 444 
126. oUnex S r U 
Condition. Bearer must be a [Condor] companion. Each mirr- 
ion gains this ability: “Assignment Assign this minion to bear- 
er of Unexpecmd Visitor." Regroup: Discard this condition to 
discard a minion and remove [4]. 
1.27 0V0r0rlall R 2 
Companion-Man. Whilenooppcnentcontrolsasita. 
Vorondil issbength +2. Regroup: W 3  [Condor] Menor2 
knights to liberate a site. 5/3 
128. Wfille We YE Elva U 5 
Event . Skirmish. Make a roamlrrg minion skirmishirrg a 
[Condor] Man strength -3. 

W W  
Condition-SupportArcaToplay. spotZlRaiderlMenand 
add athreat. Each timeacompanion rs aboutto bekilled. you 
mayremoveathreattodiseardacompanion(exceptthe 
Ring-bearer) Discerdthiscondition atthestartofthe regroup 
phase. 
1 .Da  I195 C 1 
Condition- SupportArea Regroup: Spot 2 [Raider] Men and 
remove[3]toaddathreat(limit1). 
131. Desert Flgfifer C 3 
Minion - Man. Southron. At the start of each skirmish involv- 
ing this minion. you may remove [1] to add a threat. 8/2/4 
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132. Desert Nomad C 4 
Minion - Man. Southron. While you can spot 2 threats. this 
minion is damage +1. 91214 
133. Desert Runner C 2 
Minion - Man. Southron. Ambush [1] . When the Free Peoples 
player assigns this minion to a character and you have initia- 
tive, wound that character. 6/214 
134. Desefi Scout U 3 
Minion - Man. Southron. Ambush [1] . When the Free Peoples 
player assigns this minion to a character and you have initia- 
tive, wound that character. 81214 
135. Desefi Sneal't C 1 
Minion oMan. Southron. Ambush [1]. WMntheFree Peoples 
player assigns this minion to a character and you have initia- 
live. wound that character. 5/214 
137. Desert Spearman C 5 
Minion - Man. Southron. At the start of each skinnish involv- 
ing this minion. you may remove [3] to wound a companion 
or ally he is skinnishing. 81214 
136. Desert soldier U 4 
Minion - Man. Southron. At the start of each skinnish involv- 
ing this minion, you may remove [3110 wound a companion 
orally he is skirmishing. 91214 
138. Desert Villain U 4 
Minion - Man. Southron. At the start of each skinnish involv- 
ing this minion, you may remove [1] to add a threat 912/4 
1%, Easfifimg Aggressor C 3 
Minion - Man. Eastening. Skirmish: it you have initiative or 
youspot3Easterlings.dismrd2cardsfromlmdtoheai 
another Easterling. 8/214 
140. Easterling Assaiiafi C 4 
Minion - Man. Easterling. Skirmish: Remove a burden and 
exert this minion to heal another Easterling (or 2 Easterlings it 
you have initiative). 91214 
141. Easterling Aft—aciier C 2 
Minion - Man. Eastening. Skinhish: Exert this minion to make 
him damage +1. 6/214 
142. Eafifilng Biaaemafiar C 3 
Minion - Man. Easterling. Skirmish: Exert this minion to make 
him damage +1. 81214 
143. Eafiefiing Footman R 4 
Minion - Man. Easterling. Maneuver: it you cannot spot 2 bur- 
densspotanotherEasterlinganddiscardacardircrnhandtc 
add a burden. 91214 
144. Eafifilng RansacEer C 3 
Minion - Man. Eastening. Skinnish: Exert this minion to make 
him damage +1. 912/4 
145. OEafiI—‘ilng Regimefit R 5 
Minion - Man. Easterling. Fierce. Each time Eastening 
Regiment wins a skirmish, you may add [1] for each burden. 
11 4 
146. Eafifilng Sergeant U 3 
Minion - Man. Easterling. Maneuver It you cannot spot a bur- 
den.spotanotherEaster1irIgandexertthisminiontoadda 
burden. 8/214 
147. Eafiéfllng V§6§mn U 5 
Minion - Man. Easterling. Skirmish: Remove 2 burdens to heal 
another Eastening. 1013/4 
48.FercenDespar R 7 

Event - Regroup. Spot 2 [Raider] Men to discard a companion 
[except the Ring-bearer). 
149. Great Beasts c 0 
Condition SupportArea. Topm. spota[' RaIderlMan. 
Regroup: Remove [9] and spot 3 [Raider] Men to make the 
move limit -1. 
1%. Harsfi Tongues C 1 
Condition - Support Area To play. spot a [Raider] Man. 
Regroup: Remove [3] and spot a [Raider] Man to place a 
[Raider] token here. While there are 3 [Raider] tokens here. 
2.1% Shadow has initiative regardless attire Free Peoples play~ 

hand. 
151.110 U U 0 
Event Maneuver. Toplay.spot2g[Raider]Men. D'ecerdany 
numberoicerdsiromhandl'heFreePeoplesplayerthendis- 
wdsanynumberotcerdslromhand.FcreaclIcerdyoudis- 

I 

cardedmorethantlreFreePeopiesplayetaddltl. 
152. Miimali commanair R 8 
Minion - Man. Southron. To play. spot a [Rarder' ] Man. While 
you can spot 6 treats each time this minion wins a skirmish, 
the companion he was skinnishing is killed. 16/414 
1 53. Miimaliii of the Harad C 1 
Event - Maneuver. Spot a [Raider] minion to add [2] for each 
threat. 
154. New fingffi Came New C 2 
Event - Skirmish. Make a [Raider] Man strength +3 [or +6 it 
you have initiative). 
155. Raider Bow 
Possession . Ranged Weapon. Bearer must be a [Raider] 
Man Bearer Is an archer and ambush [51. 
15‘s. Raider Halfifi c 0 
Possession . Hand Weapon. Bearer must be a [Raider] Man. 
Skirmish: Exert bearer to add [2] . +21- 
1 57. Red Wrath U 5 
Event - Skirmish. Exert a [Raider] Man to wound a companion 
he is skinnishing twice. 
1 58. Rout R 1  
Condition 0 Support Area To play, spot a [Raider] Man. Each 
time the ieilowship moves the Free Peoples player must exert 
2 companions it you have initiative. 
159. Small Hope R 1 
Condition - Support Area. Maneuver. It you cannot spot 2 bur- 
dens, exert an Easterling to add a burden. Skinnish: Discard 
this condition to make an Easterling strength +2. 
160. 50 ron Ban U 3 
Minion - Man. Southron. Maneuver: Exert this minion to add 
[5]. The Free Peoples player mayadd athreatto preventthis. 
8/214 
161. Sofitfiron Bflgana C 4 
Minion - Man. Southron. Shadow: Remove [3] and spot 3 
[Raider] MentomakeoneoitlroseMendamage+1 untithe 
regroup phase. 91214 
162. Sofifiron Cafifiin U 6 
Minion - Man. Southron. While you can spot 4 threats. this 
minion is damage +2. 13/314 
13 Soutfiron CfilEFEin R 4 
Minion Man. Southron. To play, spota [Raider] Man. Each 
limethe Free Peeples playerassignsthisminiontoacharac— 
lettlIeShadowhas initiative untiltheend otthetum.91m 
154. Sofiron Conqueror R 5 
Minion . Man. Southron. Archer. While you can spot 6 twilight 
tokens. other [Raider] Men are damage +1. While you can 
spot 9 4twilight tokens. other [Raider] Men are damage +1. 

165. 4sofitfiron Infiaer R 6  
Minion - Man Southron. Archer. While you can spot 3 twilight 
tokens. all [Raider] Menarestrength+1. Whileyoucanspots 
twilight tokens. all [Raider] Men are strength +1. While you 
can spot 9 twilight tokens. all [Raider] Men are strength +1. 
11/314 
Wren Leader R 5 
Minion-Man.Southron.ArcherySpct4FreePeoplescul— 
iuresandeitherexertthis minion orremoveathreattcwound 
a companion (except the Ring—bearer). 10/314 
167. So ron Ma smen R 5 
Minion 0 Man. Southron. Archer. fierce. To play. spot a 
[Raider] Man. Archery: Exert this minion and remove a direct 
to make the minion archery total +1. 10/314 
168. SOITEfiron T'fiief U 3 
Minion - Man. Southron. Archery Spot another [Raider] Man. 
spot 6 companions, and remove a threat to exert a compan- 
ion. 8/214 
169. Surging Up R 1 
Condifion - Support Area. Regroup: Exert an Easterling and 
discard this condition to make the move limit -1 for this turn. 
TheFree Peoples playermayadd 2 burdenstopreventthis. 
Slu‘nnish: Discard this condition to heal at Easteding. 
170. oSuzeraln of Harad 
Minion - Man. Southron. Amber. While you have initiative. the 
Ring-bearer cannot take wounds during the archery phase and 
this minion is ambush [8]. 11/314 
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171. Thrice Outnumbered U 3 
Event - Regroup. Spot a threat and X [Raider] Men to make 
the Free Peoples player exert X companions [limit 3). 
172. Troop of Haradfim c 5 
Minion - Man. Southron. While you can spot 2 threats, this 
minion is an archer. While you can spot 3 threats, this minion 
is1fierce. While you can spot 4 threats. this minion is damage 
I» . 1013/4 
173. War Towers C 1 
Event - Maneuver. Spot a [Raider] minion to add a threat Add 
an additional threat for each companion over 4. 

Condition . Support Area Assignment: Remove 5 threats to 
assign a Nazgr‘rl to a companion (exceptthe Ring-bearer). The 
Free Peoples player may discard that companion. 
175. Corrupt U 1 
Event - Skirmish. Make a Naagnl strength +1 for each Free 
Peoples culture you spot. 
176. DisposaEie Servants U 1 
Event - Regroup. Spot a Naagiil to discard any number of 
cards from your hand. The Free Peoples playerlhen discards 
any number at cards from his or her hand. For each card you 
discarded more than the Free Peoples player. add a threat 
177. Feel His Blade R 2 
Condition - Support Area. Skirmish: Transfer this condition 
from your support area to a character skinnishing a mill. 
Duringthetumthiscerdistransterred.theShadowhasinitia- 
live regardlessottheFreePeoples playershand 
178. Foul Clfifies 
Event- Skinnish. Discard3cerdstromhandtomkeallhhgfli 
strength +3. 
179. Gfiafily Hat R 2 
Condition - Support Area Shadow: Spot a Naaglil and remove 
a threat to play a Nazgfil. Its twilight cost is 2. 
180. vooftiag. Warm a Cit—“Eli Ungol 

R 5 
Minion-Ore. WhileyouB/mnspctallazgirl. Gorbagisstrength 
+2anddamage+1.1 
1E. otteia Grating! R 1 
Condition SupportAreaTopIay.spotZMamtllandaddup 
to3threats. Eachtimeacompanionisabouttobeldlled. you 
mayremoveathreattcdisearduptoZpossmions Discard 
this condition and removeatlrreats dunngtheregroup phase. 
182. Loatfisome R 2 
Event-Response. liasldnnishinvolvingaNazgfllisaboutto 
end. dismrdapossessionbomebyacompanioninthatsldr- 
mish. 
183. Mind anew R 1 
Event - Response. 11 a Nazgiil kills a character. wound each 
character bearing a [Ringwraith] condition. 
184. More Un are e C 1 
Condition - Support Area. To play. spot a tlazglil. Regroup: 
Discard a Nazgrii to place a [Ringwraith] wken on this card. 
While there are 3 [Ringwraith] tokens on this card. the 
Shadow has initiative. regardless of the Free Peoples players 
hand. 
185. Morgul Answers U 1 
Condition 0 Support Area To play. spot a Nazgill. Skirmish: 
Remove [3] and spot 3 Nazglil to discard a possession or 
condition borne by a companion a Nazgtil is skinnishing. 
186. Morgul Axe C 1 
Possession - Hand Weapon. Bearer must be a [Ringwraith] 
Orc. While you can spot 2 WM on the Ring-bearer, bearer 
is damage +1. +21- 
187. Morgui Brawler U 4 
Minion - Orc. While the Ring-bearer is exhausted, this minion 
is strength +3. fierce and damage +1. 101114 
188. Morgui 3% R 2 
Minion . Orc. When you play this minion. you may spot a 
Nazgriltoaddaburden.TheFreePeopiesphyarmaywound 
the Ring-bearer to prevent this. Skinnish: Retrieve a burden to 
make this mirI'on strength +3. 612/4 

I.‘ k - 

189. Morgul our C 
Minion - 0m. While you at spot a Nazgill. this minion is 
strength +2. 8/214 
190. Mcrgul W V ”  U 2 
Minion . Ore. When you play this minion. you may spot a 
Nazgi‘rl to add 2 threats. The Free Peoples player may wound 
the Ring-bearer to prevent this. Skirmish: Remove a threat to 
make this minion strength +3 6/214 
191. Morgui Deficfimen f 
Minion- Orc. While you can spot a Nazgiil this minion isR 
fierce and damage +1. 151414 
192 Morgul Hound 
Minion-Ore. WhileyoucanspotZwoundsondIeRiIg-bear- 
er this minion is strength +4 and fierce. 512/4 
1937Morgui LacRev C 2 
Minion - Orc. Skinnish: Exert this minion to make a timid or . 
[Ringwraith] Orc strength +1. 6/214 
194. Morgul mongrel C, 3 
Minion - Orc. While you can spot 3 wounds on fire Ring-bear- 
er. this minion is fierce and damage +1. 7/214 
‘T957Morgui on the march i] 1 
Condition - Support Area. To play. spot a Nazglll. Each time 
theFree Peoplesptayerdrawsacard (mptdurlnglhe 
regroup phase), add a threat Regroup: Discard a Nazgtil and 
this condition to add a threat 
1.96 Morgui Predator C 5  
Minion . Orc. Skirmish. Exert this minion to make a MRI or 
[Ringwraith] Orc strength +1. 11/314 
197. Morgul Regiment R 7 
Minion-0m. ForeachlhzgiilyoumnspottheFreePecples 
player must exert a companion to assign this minion to a skit- 
mish. Skirmish: Exert this minion to make a Nazglil or 
[Ringwraith] 0n: strength +1. 151414 
198. Morgui Rman C 2 
Minion - Orc. While you can spot a Nazgill. this minion may 
only take wounds during skirmish phases. 711/4 
199. Morgui Soldier C 2 
Minion - Orc. Nazgril are strength +1. 6/214 
200. Morgul Spawn C 4 
Minion o Orc. While you can spot a Hamill. the Free Peoples 
player must exert a companion to assign this minion to a skir- 
mish. 91214 
201. Morgul Speannan C 2  
Minion-Ore. Whileyoumnspotaltazglil. theFreePeoples 
player must exert a companion to assign this minion to a skir- 
mish. 6/214 
202. Morgul Wfielp 
Minion - Crc. While you can spot a wound on the Ring—bearer. 
this minion is strength+6 
20311132951 Scimlfir U 1  
Possession - Hand Weapon. Bearer must be a [Ringwraith] 
minion. While you can spot 5 threats bearer Is damage +1. 
+1/- 
204. oofi of sight and shot R 1 
Condition - Support Area. To play. spot a Nazgr‘rl. Each time a 
companion isplayed.theFree Peoples playermustexerta 
companion. Shadovc Spot a Nazgul and discard this condition 
to play a Nazglil from your discard pile. 
205. Put Fofifi His final? R 1 
Condition - Support Area To play. spot a Nazgul. Shadovn it 
youhaveinitiativeandthereareacharactersinthedeadpile, 
3:31 3 burdens. 3 threats and a Nazgi‘rl to corrupt the Ring- 

rat. 
2%. 05fin950ia a Minas Morgul R 1 
Condition 0 Support Area. Response: If your [Ringwraith] min- 
ion wins a skinnish, place a [Ringwraith] token here (limit 1 
per site). Regroup: Spot 3 [Ringwraith] tokens here to eidtaust 
the Ring-bearer. Discard this condition. 
221.0158 WIRE-Ring. morgui King R 8  
Minion - Nazgirl. Fierce. When you play The Winn-king, you 
mayremoveathreattotakea[RingwraitlI]cardintolIand 
from your discard pile. The Ringbearer cannot take threat 
wounds. 1414/3 
207. Their Power Is in Terror 
Event - Maneuver. Exert a Nazgril to wound each ally. 
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208. There Came 3 Cry C 1 
Event 0 Shadow. Spot a Nazgul to add a threat (or 3 threats if 
you have initiative). 
209. Too Late C 1 
Condition 0 Support Area. Skirmish: Transfer this condition 
from your support area to a character skinnishing a Nazgtil. 
Each time bearer exerts. add [1] . 
210. OUEIFE Afféa, Wralffi on Wlngs R 6 
Miniort-Nazgiil. fierce. Shadovrltyouhaveirtitiative exert 
Ulaire Attea and spot another [Ringwraith] minion to add a 
burden. 12/3/3 

n s 1.a Ca 
R 5 

Minion-Nazgul. fierce. WhenyouplayUlairéCantéaadda 
threatforeachcompanionoverii. ManeuveitRemove 
tltreatsandspotanotherlflingwraithlminiontodiscerda 
possession. 10/3/3 
212. ~ulalr3 EnquEa. Fafir ifiin Winaus 6 

Minion - Nazgr‘il. Home. While you can spot 6 companions. 
Ulaire Enquéa is damage +1. Each time a companion is killed. 
you ntay exert Ulairé Enquea to exertthe Ring-bearer.11l4/3 
213. OUEIE Lemenya. “$8"a "MIDI; 4 

Minion-Nazgtil. Ulaire Lemenyaisstrength+1foreach other 
[Rirrgwraittr] minion you spot While you can spot 3 
[Rirrgwraith] minions Ulairé Lenrerrya is fierce. While you can 
% 4 [Ringwraith] minions Ulaire Lemenya is damage +1. 

214. OUlalfi Lemenya. Wralffi on Wings 4 

Minion . Nazgi‘il. Regroup: lfyou have initiative. discard Ulaire 
Lemenya to discard a possession. 912/3 

5 . 0  a N a,Assang n n . R 5  
Minion - tlazgiil. Fierce. Skinnish: Discard a [Ringwraitlt] min- 
iontomake UiaireNelyastrengtlr+2.10/3/2 
fi6. OUIalfi Nelya. flack-Manila Wraulffis 

Minion-Mamet. Fierce. Regroup: ifyou haveiniliative. discard 
Ulaire Nelya to exert each Ring-bound companion. 1313/2 
21-7. oUlalFé Nefiéa, BlaEk-Manflia 
Wraith .11 4 
Minion - Nazgfll. Regroup: If you have initiative. discard Ulaire 
Nertéa to add a burden. 912/3 
21 . 0U a 3. ac -Ma Wra 

U 4 
Minion - rrazgoi. Regroup: it you have initiative. discard i'itaire 
ChiaromaketheFree Peoples playerexertaRing-bound 
companion twice or return an unbound companion to his or 
her hand. 9/3/3 
719.01.1'alfi rolElEa. Wralffi on Wlngs R 6 
Minion Nazgi‘il. fierce While you have initiative and can spot 
a "will. Ulaire Toldea's twilight cost is 6.12/3/3 
m e n  ng Plannéa c 1 
Event 0 Skirmish. Make a [Ringwraith] Orc strength +2 (or +4 
if you spot 2 wounds on the Ring-bearer). 

a. Fa n 

ES. Deaffi Tfiey CHE R 2 
Event - Maneuver. Spot a mounted [Rohan] Man to exert a 
minion. That minion's owner may exert a companion and if he 
or she does so. you may exert a minion; repeat this until a 
player does not exert a character. 
m c 1 
Ally- Home 3fl'l] - Man. Wllager. Skinnish: If you have initia- 
five.dlscerdacardfromhandtomakea[Rohan]Man 
strength +1. 4/2 

. 0 5  e m . M a r s a  R0 U 2  
Companion - Man. Valiant Sldmtish: Exert Etthelm to make 
himstréngthn foreactt uncontrolled plainssiteyoucen 
spot 
m c 3 
Companion- ManWhenthiscompanionisinyourstarting 
1eilowship.histwilightcostis-1. Whileskirrnishingawound- 
edrrrlnion.thisoornpanionlsstrength+26/3 

226. Enraged Horseman C 2 
Comparion0Man.Whileyoucanspotanother[Rohan]Man 
and this companion is skinnishing a wounded minion, this 
compartionisstrength+2artddamage+1.5/3 
227. - omer, 5 13 c an R 3 
Companion ' Mart. Valiant. While you can spot a [Rohan] 
Man. Eomers twilight cost is -1. Fellowship: Play a [Rohan] 
companion to take a [Rohan] possession or [Rohan] skinnish 
event into hand from your discard pile. WA 
365. oEomer. Valiant Warcfilfi P 3 
Companion - Man. Valiant While you can spot a [Rohan] 
Man Eomers twilight cost is -1. Skinnish: if you ttave initia~ 
tive discard 3 cards from hand to make Eomerstrength +1 
for each valiant companion you spot 7/3/l 
228. oEowyn. Demfielm R"2 
Companion - Man. Valiant While skinnishing a mounted min- 
ion, Eowyn is strength +2. While skinnishing a fierce minion. 
Eowyn is strength +2. 6/3/T 
229. 'EOVIVn. Rte—sfiess "3133" C 2 
Companion . Man. Skirmish: Discard a possession borne by 
Eowyn to make her strength +2. 6/3IA 
23o. oEowyn's Swofi, Demfielm's BlaaRe 

1 
Possession-HandWeapon.BearermustbeEowyn.Youmay 
phyhispossmionanytimeyoucouldplayasldnnishevent 
Whenyouplaythispossession youmaywoundaminion 
Eowynisskinnishing +3/ 
231. Fey He §e_emed U 1 
Event - Skirmish. Make a [Rohan] Man strength +2 (or +3 and 
damage +1 it skinnishing a wounded minion). 
232. 0F R 1 
PossmionoMountBearermustbeaWran]Man. Attire 
startofeachsldnnishinvolving bearer. eaclrminion skinnish- 
ing bearermustexert. Regroup: lfbeai'erisEomer. exert him 
todiscerdacondition. AnyShadowplayermayremove[1]to 
preventthis. 
233.- m .Mars R o a n  R 2  
Companim-Man.ValiantSkirmish:Replacethefeliowstrip's 
sitewithyourplainssiteofthesamemmbertodismrdamrd 
fromhand.6/3 
234. CuafiE Fafifiess U 1 
Event-titaneuver.lfyouttaveimbatrve”' .discercsrdsfrom 
handtohealall [Rohan] allies 
235. oofifiiai He rala fi 
Companion-Man. Skinnish: “Discerdamohanlcondmonto 
makeGutttlatstrengtlHtC/a 
236. OHerugrlm, Swofi a Bio Marl? R 3 
Possesion-HandWeapon.BearermustbeThéodert.I-leis 
damage+1.Response:lfTMcdenisabouttotakeawound 
artdyoueannotspotatltreats.add21hreatstopreventtttat 
wound.+2/+t 
237. His Golaen $111513 C C 
EventiRegroup.Spot3[Rohan[Mentomakeanopponent 
removeltlorplacearandomcerdtmmhandbeneathhisor 
herdrawdeckDodtisorrceforeadrcerdinMplayershand 
whenyouplaythisevertt. 
38. Kn HsHouse U 

EvernOManeuverChooseanopponentForeachmounted 
companionyouspot.thatoppomntmustremove[1]orplace 
arandcmeardfromhandbeneathhisorterdrawdeck 
239. Oayn R 1 
AllyoHome3[TT]'Man.\nllagerFellowship:ttyouhaveini- 
tiative,diseard2cerdsfromhandtoheala[Rohan]Man.4/2 
240. Long Spear C 1 
Possession-HandWeapon.8earerniustbea[Roltan]Man. 
Youmayaddahreathplaydrispossesfionanytimeyou 
couldplayaskinnishevent+2l~ 
$1. oMerry'SAnnor R 0  
Possessim-Armor. BearermustbeMerry. Whileyoucen 
spot3[Roha_n] Men Merrycenrrotbemrwhelmed unless 
his strength is tripled.2/ 
242. oMerry‘ s SUI/OE R 1 
Possession - Hand Weapon. Bearer must be Merry. Maneuven 
Exert Merry twice to exert a minion once for each [Rohan] 
companion you spot. +21- 

' h: Discard a possession home . j 
wm to make hcr srrrmgrlt i... 

-_; {r'ri-vr nrr3..m: .mi‘nuug/rmuw tomb: ., 

Skirmish: ll Merry is not assigned to a 
skirmish. rctunt him to your hand to 
~14“ use to 2 j prismsions from your * 

pile.“ 
hut/14M 

r ISCJI’ 

«hurt-tr ‘11:c in! In 5mg. wriy' 

243. Morning Came C 1 
Event 0 Skirmish. Make a [Rohan] Man strength +4. Any 
Shadow player make place a random card from hand beneath 
his or her draw deck to make that Man strength +2 instead. 
244. Mustefing for Bat—tie U 1 
Condition - Support Area. To play. spot 3 [Rotten] Men. 
Maneuver Exert a [Rohan] companion twice or discard this 
condition to play a [Rohan] possession from your discard pile. 
245. Rialng Armor U 1 
Possession 0 Armor. Bearer must be a [Rohan] Man. 
Response: ifyou have initiativeartd bearerisabouttotakea 
mind innasldnnishfiismrdwerdstromhandtoprevent 

wou . 
m. RofilFrlm Guam C 2 
Companion - Mart. Sldnnish: D'scerd a card from hard to 
exert a minion skinnishing this companion. on 
247. R0 m H sman 1 
Ally- Home 3[TT] . Man. Villager. To play, spot 2 [Bdrm] Men 
Regroup: DiscardacardstromhandtoremweafltreaH/Z 
248. Rofilfiim Jafifln C 1 
Possession - Ranged Weapon. Bearer must be a [Rohan] 
Man. Archery: Discard this possession to make the fetal/ship 
archery total +1. +1/- 
W. 50312a New Foes R 2 
Condition - Support Area. Skinnishes are resolved in an order 
decimdbythefirstShadowplayer. Eachtimea]Rolran]Man 
wins a skinnish, place a [Rohan] token here. Each [Rotan] 
Manisstrength+1foremhtolrenhereDiscerdthiscondition 
during the regroup phase. 
2%. 05nowmane R 2 
Possession . Mount Bearer must be a [Rattan] Man. At the 
start of each skinnish involving bearer. each minion skinnish- 
ing marer must exert Regroup: If bearer is Tlteoden. exert 
himtoliberateasite.AnySltadowplayermayremove[2]to 
prevent this. 
251. m Peon R 3 
Condition 0 Support Area. To play. spot 2 [Rotten] Men. 
Regroup: Discard cerdsfrom handequaltothenumberof 
cardsinanopponentshandtomakettremovelimimfor 
thistum. Each Shadowplayermaylake upto4cardsinto 
trartd from his or her discard pile. Discard this condition. 
252. a Arms U 1 
Condition. To play. spot a [Rohan] Man. Plays on a site. This 
siteisaplains. Each [Rotten] Maniselrength+1 attttissite. 
m c 2 
Possession-Mountaearermustbealttohan] Mart.Whileat 
aplains site. bearerlakes no moretlran 1 wound duringeach 
skirmish. At the start of each skinnish involving bearer, each 
minion skinnishing bearer must exert 
254. Offimen. Leaaer 5? Spears U 3 
Companion . Man. Valiant. While you can spot a [Rohan] 
Man. Theoden's twilight cost is -1. Each time the fellowship 
moves. you may exert a [Rohan] companion to exert a min- 
ion. 7/3/T 
255. offimen, Refinafi Klng R 3 
Companion - Man. While you can spot a [Rolan] Man. 
Theoden’s twilight cost is -1. Fellowship: if the ttivilight pool 
has fewer than 2 twilight tokens, play a [Rohan] possession 
on Théoden and add [2] to heal another [Rohan] companion. 
7/3/G 
25‘s. rfiey Sang as They slaw C 1 
Event - Regroup. Exert X mounted companions to wound X 
minions. 

257. vfiran Horseman C 2 
Companion . Man. Skinnish: Exert this companion to make 
him strengttr +1 for each mounted companion you spot 6/3 
258. Wfilfe HofF Fury U 2  
Event Skirmish. Make a mounted [Rohan] Man strength.J +1 
for each mounted companion. If that Man is skinnishing a 
[Raider] minion. also make him or her strengltr +2 and dam- 
age +2. 
259. Wlna In His Face c 1 
Event-Stormish.Makea[Rohan]Manstrerrgth+2.ltthat 
Manismounted,ctrooseanoppoehromela:earan- 
domcerdfromhandbeneattrhisorherdrawdwk 

260. OWIndfola R 2 
Possession MountBearermustbealRohanlMatAtthe 
startofeachsldrmishinvolvingbeamr eachmirionsklrniish- 
ingbearermustexertSkinnish: tfbearerisEowyn.exerther 
twiceto woundafierce minionsheissldnnishing. 
261. Stren F 
Condition 0 Support Area. To play. spot a [Rohan] cornpaniort. 
Each time the fellowship moves, add a threat or discard this 
condition. Regroup: Discard this condition to heat up to 2 
[Rohan] companions. 

262. Afive ffie Bafflément C 6 
Event-Shadow. Playabesiegerstadredonasiteyoucontrol 
or remove a burden to play a [Sauron] Orc from your discard 
pile. 
263. Anguish C 1 
Event - Skirmish. Remove 3 tttreats to make a character skir- 
mishing a [Sauron] Orc strength -3. 
264. oArmy of Uaiin U 9 
Minion . 0rc. Shadow Discard a [Sauron] Orc to add slit/eat 
Skirmish: Remove a threat to make Army of Udfln nsbengtlt 
+1. Regroup: Discard Army of Udiln and X other [Salton] 
Ores to add X threatst 
265. Besieging Pike C 0 
Possession . Hand Weapon. Bearer must be a [Sauron] Orc. If 
you have initiative, bearer is strength +3. +2!- 
266. Breached R 1 
Event . Regroup. Remove 4 threats and spot 2 [Sauron] Orcs 
tornaketheFreePeoples playerspotacompanion‘ andplace 
that companion‘ in the dead pile. 
267. fin a Arms R 2 
Event-Maneuver.Chooseanopporrenttodiscardthetopcerd 
ofhisorherdrawdeck Ifthetwilightcostofthateardisless 
thanthenumberofbesbgersyouspottakecontrolotasite 
andallbesiegersarestrength+3untiltheregroupphase 
268. oEnclrclement R 2 
Condition-SupportArea. Foreach251tesyoucontrol.the 
twilight cost at each of your [Sauron] cards is -1. Regroup: 
Spot a [Sauron] minion to draw a card (or draw 2 cards 
instead iilhatminion isa besieger) Discerdthiscondition. 
RS. Fires Raga Uncfiafi R 1  
Condition Support Area The site number of each [Sauron] 
Orcis -1toreachthreat Whileyoueanspotatltmats. each 
[Sauron] On: that is not roaming is strengttt +1. 

0—3 270. corgomfh Attack? 
Minion - Ore. Besieger. ten you play this minion from a site 
youcontrol.addaburdenforeachsiteyoucontrol.9/2/5 
271 . Corgoroffi Axeman U 3 
Minion - Orc. Besieger. Skirmish: Discard this minion to make 
a [Sauron] minion strength +1 for each site you control (or +2 
ifyou have initiative). 9/2/5 
272. CorgoFoffi Englneer U 3  
Minion-Ore. Besieger. Whenyouplaythisminionfromasite 
you control we 2 threats. 32/5 
273. Ergo fin GaFrlson E 3 
Minion - Orc. Besieger. Regroup: Discard 2 cards from hand 
tostackalSauron] 0rconasiteyoucontrol(ordiscerd1 
cardtrom hand itthatOrc isabesieger). 9/2/5 
274. Corgoroffi Wear R 5 
Minion . Orc. Besieger. Skirmish: Discard 2 cards from hand 
toplaya [Sauron] 0rcstackedonasiteyoucontrol.‘lhat0ic 
isfierceand strength +6untiltheregroup phase. 12/25 
275. Gorgofifi Plllager C 4 
Minion - Orc. Besieger. While this minion is stacked on a site 
you control, besiegers are fierce. 10/2/5 
276. Gorgoroffi Ransaclier C E 
Minion - Orc. Besieger. Skirmish: it this minion is stacked on a 
site you control. discard him to make a [Sauron] Orc strengm 
+5 (or +10 if you have initiative). 10/2/5 
277. Comoroffi sapper C 3 
Minion - Orc. Besieger. Shadow: Discard 2 cards from ltarrd to 
play a [Sauron] 0n: stacked on a site you control (discard 1 
card from hand instead if that Orc is a besieger). 9/2/5 
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278. Gorgoroth Soldier U 3 
Minion - Orc. Besieger. Response: If a besieger is about to 
take a wound, discard 2 cards from hand to prevent it. 91215 
zfi. ooorgoroth Troop R 6 
Minion - Orc. Besieger. Skirmish: Stack your besieger on a site 
you control to make Gorgoroth Troop strength +2. 14/45 
290. Great Peril of Fire U 1 
Condition- SupportArea. To play spot-a besiegerorasite 
you.control Maneuver Discard an engine to decard a condi- 
tion from the Free Peoples support area 
m. Croat siege-5w were U 1 
Conditim-Supcort Area. Engine.Shadovr. Playabesiegerto 
place a [Sauron] token here. Skirmish: Remove a [Sauron] 
token from a condition to make a [Sauron] Orc strength +1 
(limit +2). 
m. oHost ofUatiTI U16 
Minion-0m.WhenyouclayHostofUd0n,youmaymmove 
Xti'li’eats to make itstwiiigiit cost -X. 2115/6 
283. otegions 6F Morgul R 3 
Condition - Support Area. To play, spot 2 [Sauron] Ores aid 
add uptoSthreatsEachtimeacomcanionisabouttobe 
killed. you may removeathremomakeallminionsfierce 
until the regroup phase. Disrard this condition and remove 3 
threatsatthe startottheregroucphase. 

. M0 or SS 11 R 3 
Minion . Orc. Response: It a companion is overwhelmed dur- 
ing a skinnish involving a [Sauron] Orc. remove a threat to 
assign this minion to the Ring-bearer (even it the Ring-bearer 
is already assigned). 913/6 
285. Mofior o—efifiaer C 2 
Minion - Orc. Skinnish: Exert this minion and spot mother 
[Sauron] minion and to add a threat 7/216 
286. Mordor FEW R 2 
Minion-Ore. Whileyoucanscotathreatandanother 
[Sauron] Orc, the Shadow has initiative. regardless attire Free 
Peoples players hand. 712/6 
$7. Mofior Guafi C 3 
Minion - Orc. Skinnish: Exert 3 [Sauron] Ores to add 3 
gain/gs. When this minion is discarded. remove31hreats 

E .  Mofior Regular C 3 
Minion - Orc. Sldrmish: Exert this minion and spot another 
[Sauron] minion to add a threat 81216 
289. Mofior Savage U 4 
Minion - Orc. Skirmish: Exert this minion and spot another 
[Sauron] minion and to add a threat 101216 
E. Mofior Solaier C 1 
Minion - Orc. Skirmish: Remove a threat to malre this minion 

+431216 
E1. Mofior Trooper C 2  
Minion - 0rc Skinnish: Remove 2 threats to mice a [Sauron] 
Orc strength+6 
2i. Mofior Véteran U 3  
Minion . Orc. Skirmish: Remove 3 threats to m a [Sauron] 
minion strength +8. 9/316 
:93. fiofior Wafiior U 3 
Minion o Orc. Skirmish: Discard a card from your hand to 
make a companion skirmishing this minion strength -1 for 
each other [Sauron] Orc you spot (limit -3). 9/316 
294. OOrC Archer Troop U 6 
Minion o Orc. Archer. If you have initiative. the minion archery 
totalis+1 and OrcArcherTroopisfierce. 15/416 
295. rc Assau Bari U 4 
Minion- Orc. Skinnish: Spot 6 companions and exert this 
miniontomakeanotherlSauron10rcstrerigth+6.10/3/6 
296. On Brood C 2 
Minion-Ore. SldnnistisIardscerdsfromhandtomake 
this minion strength +3. 71216 
257. are aficfier C 2 
Minion - Orc. For each [Sauron] condition you can spot. this 
minion is strength +1. 
298. are Cfiaserm,6 
Minion Orc. Tracker ThesitenumberoteachlSauron16/2/60icis 
-1. Wtuleyouhaveinitiative. thisminionissfrength+661216 

299. Ore Destroyer C 3  
Minion - Orc. Shadow: Remove [3] and spots [Sauron] Orcs 
to draw a card. 9/316 
300. 0rc Fanfic C 2 
Minion - Orc. Skirmish: Discard this minion to make another 
[Sauron] Orc strength +3. 7/216 
301 . Ore Marauair U 4 
Minion - Orc. While you can spot 3 other [Sauron] Oils, this 
minion is strength +5. 1113/6 
302. Orc Wear U 3 
Minion - Orc. Each time a [Sauron] Oic overwhelms a com- 
panion. add 3 burdens. 91316 
303. 0rc Pursuer C 1 
Minion . Orc. Tracker. The site number of each [Sauron] Oic is 
-1. Whileyou haveinitiative,thisminionisstrength+5. 51216 
304. Orc Rager C 3 
Minion . Orc. Sldnnish: D'scard this minion to matte another 
[Sauron] Orc strength +4. 91316 
305. 0rc Savage U 3 
Minion - Orc. While you can spot 6 compaiions and another 
[Sauron] Orc this minion is strength +9 and fierce. 913/6R 
306.00rc SeeRer R 4  
Minion - 0rc. Tracker. The site number of each [Saumn] Orc Is 
-1. Ifyouhaveinitiativewhenyouplaythism minion. youmay 
spot another [Sauron] Orc to draw 2 cards. 11/316 
307. Orc Sfiliie r U 3  
Minion . Orc. Tracker. The site number of each [SauroriltW6 Orc Is 
-1.Whileyou have initiative. this minionisstrength+8 
308. Rally ffie 110% R 
Condition . Support Area. To play. spot 2 [Sauron] Ores. 
Regroup: Exert a [Sauron] Orc and remove a threat to shuffle 
a [Sauron] Orc from play into your draw deck 
W. Rope ana Wincfi U 1 
Event 0 Skirmish. To play. spot 2 [Sauron] Ores. Discard any 
numberotcardstrom handTheFreePeoclesclayeithendis- 
cardsanynumberofcardsfrom hand. Foreachcardyoudis- 
cardedmorethantheFreePeoplesclayer.rnakea[SaurorI] 
01c strength +2. 
315. S‘auron's Ham U U 
Condition - Support Area. To play. spot a [Sauron] Orc. 
Shadovc Remove athreatto claya[Sauron Orcwithoutcay- 
ing any roaming penalty. Regmup: Spota[ ron] Oicand 
remove [4] to add a threat 
311. oslege Commanaer R 5 
Minion - Orc. Besieger. Skinnish: Discard 2 cards from hand 
to makeabesiegerfierce untiltheregrouc phase. 121315 
312. Siegecifit C 4 
Event - Response. if your [Sauron] Orc wins a skirmish, make 
all your [Sauron] Orcs fierce until the regroup phase. 
313. me Sec F ame 
Condition - Support Area To play. spot a [Sauron] Orc. 
Regroup: Play a [Sauron] condition to place a [Sauron] token 
onthiscerd.Whilethereare3tokensonthiscard,the 
mowhasinitiativenegardlessofthefieemclesclayer's 

314. Oafioia R Ciritii Ungfii R 1 
Condition 0 Support Area Response: If your [Sauron] minion 
wins a skinnish. place a [Sauron] token here (limit 1 per site). 
Regroup: Add [2] for each town here. Discard this condition. 
315. otovver Wallfiay C 1 
Condition - Support Area Engine. To play. spot a [Sauron] 
Orc. Each besieger Isstrength +1for each site you control. 
Regroup: ml_iiscard3[Sauron] Orestotakecontrolofasite. 
Discerdth is condition 
313.01'roop Tower R 1 
Condition 0 Support Area Engine. To play. spot a [Sauron] 
Orc. All [Sauron] Orcs are strength +1for eachbesieger 
stacked on a site Regroup: Discard a beshger to take control 
of a site. Discard this condition. 

3:". OFrOUO. Hope a Free RGODIGS C U 
Companion . Hobbit. Ring-bearer (resistance 10). Ring- 
bound. Each time the fellowship moves, you may add [3] to 
remove a threat. 3141A 

a (it time rhc feilowahip moves. you - 
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318. oFrodo, Wicked Masster! R 0 
Companion - Hobbit. Ring-bearer (resistance 10). Ring- 
bound. Skirmish: At sites 6[K] to 8[K], add 4 burdens to 
wound a minion skirmishing Frodo. 314/6 
319. HoBBif Slit/OE C 1 
Possession ' Hand Weapon. Bearer must be a Hobbit +21- 
3fi. -Merry, Rofii 111 SW re C 1 
Companion - Hobbit Skinnish: if you cannot 4’Gspot 3 threats, 
add a threat to make Merry strength +2. 
321. oMerry. swofitfialn R 1 
Companion-Hobbit Skinnish: lfMerryisnotassignedtoa 
skinnish, retum him to your hand to play up to 2 [Rolran] 
possessions from your discard pile. 3/4/T 
3E Nofilé lnEntions C 0 
Event- Skirmish. Exert a companion (ect a Hobbit) to 
make a Hobbit strength +3. 
323. oPippin. Sworn fa sefilie C 1 
Companion - Hobbit Whileyou cannot spot4 threats. Pepin 
isstrength+1foreadithieatyoucanspot31416 
3fi. 'PIDDII‘I. Wearer a Black afia SilTeRr 1 

Companion - Hobbit Skirmish: it Pippin is not assigned to a 
skinnish, return him to your hand to wound a roaming minion 
twice. 3141A 
325. Pressing 0n R U 
Condifim-SucportArea.To clay, spot2l-lobbitsEachtime 
the fellowship moves. add a threat or discard this condition. 
Regroup: Discard this condition and exert a Hobbit companion 
to play the tellowshic's next site (replacing opponent‘s site it 
necessary). 
3 2 .  m N 2 
Companion - Hobbit Ring—bound Fellowship: Play a Hobbit 
companion to remove a burden. Response: It Frodo is killed. 
make Sam the Ring-bearer (resistance 5). 3/41A 
327. 05am. Resolfie Halfiing R 2 
Companion - Hobbit Ringbound. Fellowship: liyou have ini- 
tiative.diswdacerdfromhandtoheal$am.fiesconse:li 
tit/UFO is killed, make Sam the Ring-bearer (resistance 5). 

Sfi. oSIBW-Rlnaifi Courage U 2 
Condition. Bearer must be Merry or Pippin. Each minion gains 
this ability. “Assignment Assign this minion to bearer of 
Slow-kindled Courage.” Regroup: D'scard this condition to 
discard a minion and remove 2 burdens. 

3E. Dunfiarrow Plafiau U 
Fellowship: Spot a Dwarf to play a [Dwarven] condibon' ' from 
your draw deck (limit once per turn). Site 1 
330. aras Hall U 
The twilight cost of each [Rohan] possession is -1. Site 1 
331. Isengafi Ruined U 
Fellowship: Scot Gandaif and add [2] . Each player may draw 
a card. Site 1 
332. Rofiifim Road U 
Fellowship: Exert an Elf to make the twilight cost of each con- 
dition and possession +2 until the end of the turn. Site 1 
333. Sleeping ouaffirs U 
When the fellowship moves from this site. the Free Peoples 
player mayspot3 Hobbitstoremovel2] .Site1 
334. Steps 8 Roms U 
Each [Condor] companion is defender +1 until the end of the 
turn. Site 1 
335. King's Tent U 1 
Shadow: If the Shadow has initiative, spot your minion to 
make the move limit for this turn -1. Site 2 
336. Rofiir—rlm Camp U 2 
Elainzs. If the Stadow has initiative, minions are not roaming. 

ite 
337. Wefi Road U 3 
Plains. If the Shadow has initiative. the Shadow number of 
this site is +3. Site 2 
338. Beacon M nas U 0 
Sanctuary. Fellowship: lfyoueannotscotathreats adda 
threat to heal a companion. Site3 

\ 3  

339.113" of the W U 1 
Sanctuary. Fellowship. llywmnnotspot3threats. adda 
threat to draw a card. Site 3 
340. Tower 8 Wit)" U U 
Sanctuary. Fellowship: lfyoumnnotspotSthreatsadd3 
threats to make the move limit for this turn +1. Site 3 
341. Anauin Bank—s U 3 
River. Skirmish: Spot your minion and remove a burden to 
make that minion strength +2. Site 4 
347. Osglliatfi Fallen U 2 
Skirmish: Spot your minion and remove 2 burdens to ride 
that minion damage +1. Site 4 
343. Pelennor Plain U 4 
Plains. Archery. Spotyour minionandremoveitburdei'lsto 
make the minion archery total +3. Site 4 
344. City Cat—es m 
When the fellowship moves to this site, add 3 threats. When 
the fellowship moves from this site, remove 3 threats Sites 
345. Pelennor Flat U U 
Plains. AtthestartofthemaneuverphasetheFreePeocies 
player must discard his or her hand or add 2 burdens. Site 5 
346. Minas "1115 FREE Circle U 3 
Sanctuary. If the fellowship moves from this site during the 
regroup chase healGandaldreetimes. Site6 
347. Minas Tiritfi Fifi Clrc i5 U 3 
Sanctuary. lfthefellowshic movssfromthissiteduringthe 
regroup phase. wound each companion. Site 6 
348. M nas FOU C re 9 
Sanctuary. if the fellowship moves from this site during the 
regroup phase. heal each [Rohan] companion. Site 6 
349. Mlnas Tififfi Second ClrEle U 3 
Sanctuary. if the fellowship moves from this site during the 
regroi phase. heal each [Dwarven] companion. Site 6 

. nas Seven C I'C e U 
Sanctuary. if the fellowship moves from this site during the 
regroup chm. heat each [Elven] companion. Site 6 
351. M nas S C re 9 U 3 
Sanctuary. if the fellowship moves from this site during the 
regroup phase. heal each [Condor] companion. Site 6 
352. Minas Tiriti'i 75% Circle U 3 
Sanctuary. if the fellowship moves fmm this site during the 
regroup phase. heal each Hobbit companion. Site 6 
353. figllfiffi Cros§ing U 6 
River. Shadow. Exert2 minionsandscotscomcanionsto 
draw 2 cards. Site 7 
354. Pa ennor rass a U 
Plains.Shado+nExertaminionandscof6comcmionstoadd 
[1] . Site 7 
355. Raina Capitol U 3 
River. Shadow. ScotyourmirtonandScomcanionstomake 
the move limit for this turn -1. Site? 
3 .CrossR ca 5 
sShadows: Spot2 [Raider] Menand wmoveathreattoadd [2]. 

357. Morgul Vale U 8 
Skirmish: Remove 2 threats to make your [Sauron] mh'on 
strength +3. Site 8 
358. Morgulauin U 5 
Siadovn Remove2threatstoplayahhzglilfromyourdismrd 
pile. His twilightcost Is- 2. Sites 
W W W — W T  
Shadovc RemoveZthreatsandclayGoltumtromyourdsmrd 
piletoaddurdensSiteS 
m. fiagofiad 0—9 
glairig.Whenthefellowshipmovestolhissite.add31hreats. 

its 
361. Haunfa Pass U 5 
Shadow. Removeathreatandscotyourminiontodrawa 
card. Site 9 
3'22 fiarcfioEt 
Shadorc Spot 8 burdensto makethe Ring-bearerwearl'he 
One Ring until the regroup phase. Site 9 

. S ag Moun 5 
Each time a companion is killed. add a burden. Site 9 
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Response: If'hcarcr Is about to take a 
wound hr.‘ wars The One Ring until the 

roup phase. 
W Ric wearingThc One Rirt catch rim: . 
rhc Ring-bearer Is about to w a wound - 
add two burdens instead 

Kart: Rim 35,31i birfingrr as be MN"... 

FR 1. oThe One Ring. lslldurs Bane R 
Response: If bearer is about to fake a wound. he wears The 
One Ring until the regroup phase. While wearing The One 
Ring. each time the Ring-bearer is about to take a wound. add 
2 burdens instead. +1/+1 
FRZoTfiéOneRlng, TfiCRullngRIng C 
Response lfbearerisabouttotakeawoundinaskirmish. he 
wears The One Ring until the regroup phase. While wearing 
The One Ring, each time the Ring-bearer is about to fake a 
wound during a skinnish, add a burden instead. +1/- 

ova come 
Condition Plays to yoursupponarea Regroup: ExerfaDwarf 
allytohealaDwarfcompanion. 
FR3. AxeStrfke 
EverItSkirmish: MakeaDwarfstrertgfh+2(or+3ifbearingo 
anaxe) 
FR4.fiffl'éFury C 0 
EventSlrinnistxertaDwarftomakethatDwarfstrengllm 
anddamage+1. 
MM1. M 1 
Condition. Tale. PlaystoyoursupportareaFellowship: 
Dismrdthetop3cardstromyourdrawdecktcplaya 
[Dwarven] weapon from your discard pile 
E1. OWEMazaFEUI R 2 
Possession. Tale. Bearer must bea Dwarf. Attheslartofeach 
fellowshipphasewhenthefellowshipisatsitehrhighr. 
youmaydrawacardtoreactarfcompanion. 
“5155a 316w C 1  
EventSkimiish: MakeaDwarfstrenglh+2anddamage+ct 
W e  c 1 
EventFellcwshisxertaDwarfcompaniontodraw3wds. 
MMiUlsqulfiUFOuefi C 1 
EventManeuver:ExertaDwarftcmakelhatMrfdefender 
+1 (ordefender+2ifyouspotanOrc)untillheregrcupphase. 
W c 1 
Companion-Dwarf. To play.spcta Dwarf.4/2 
FRRDwaNenArmor C O 
Possession-Annor.BearermustbeaDwarf.Bearermaynct 
becverwhelmed unlesshisstrengthistripled. 
FR9.DwarvenAxe C U 
PossessionoHandWeapon.BearermustbeaDwarf.Each 
timeaplayer’sminionlcsesaslrinnishtobearerlhatplayer 
discardsthetop card from his drawdeck+2l~ 
MM3.DwarvenBracers U 1 
Possession-Bracers.BearermustbeaDwarf.Respomezlf 
bearerisabouttolakeawoundfiiswdthispoesmicnto 
preventthatwound.+1l- 
FR1D.DwarvenHeaff C U 
Condition.BearermustbeaDwart.Wbenyouplaythiscondi— 
tion.healbearerupt021imes.Attheslartofeachofyour 
trmts,exertbearer. 
MM4. Efiuranceanwarves U 1 
Condition. Bearer must be a Dwarf. Skinnish: Discardthis 
ccnditiontomakebearerstrength +1 +1]- 
FR11. Jimflwa "81‘1e C 5 
Correlation Dwarf Toplay.spotaDwarf.Whlleslrirrnishlng 

. . . . .  x ‘ P  I 

sjfgflrfimjm we: . 

an Orc. Farin is strength +2. 5/3 
MM 5. Flurry E Rfiws c 1 
Event. Skinnish: Make a Dwarf strength +2 (or +4 and dam- 
age +1 if bearing 2 hand weapons). 
MM 6. OFfiF Clmll's Rlnsma C 2  
Unique Companion ° Dwarf. To play. spcta Dwarf. While skir- 
mishing an Untk-hai Frdr Is strength +3.5/3 
FR12ml, Dwafi a BEEF U 2  
Companion - Dwarf. Damage +1. Fellowship: Add [2] to place 
a card from hand beneath your draw deck 6/3/A 
MM 122. Emil. DwaFf 8 Hi Mall-Eli 
race P 2 
Unique Companion - Dwarf. Damage +1. Each underground 
site‘s Shadow number is -2. 6M 
FR 13. .Son R 
Companion - Dwarf. Damage +1. Skirmish Exert Gimli to 
make him strength +2.6/3IG 
FR 14. 06 m ‘s e R 2 
Possession - Hand Weapon. Bearer must be Gimli. He is dam- 
age +1. Each time Gimli wins a skirmish. you may wound an 
Orc. +2/- 
FR 15. oclmll‘s film R 0 
Possession - Helm. Bearer must be Gimli. He takes no more 
than 1 wound during each skinnish plme. Skirmish: Discard 
Gimli's Helm to prevent all wounds to him. 
RE 2. oclmll's Ripe U 1 
Possession - Pipe. Bearer must be Gimli. Fellowship: Exert 
Gimli to add 1 to the number of pipes you" can spot 
MM 7. n, F 
Unique Companion - Dwarf. For each [Dwarven] tale you can 
spot, Gloin' Is strength +1 (limit +4). 5/3 
MM 8. on La 
Condition. To play. spot a Dwarf. Plays to your support area 
At a site which is not underground. each [Moria] Orc's twilight 
cost is +2. Discard this condition during the regroup phase 
MM9.GfiWfiIE BegunTBe—re C 1 
Condition. Tale. Plays to your support area. Each time you play 
aDwarf,you maydiscardthetocardsfromyourdraw 
decktotakea[Dwarven)eventirrtohandfromyourdiscard 
pile. 
FR 1 . om My R 0 

Condition.Tale. Exerta Dvrarftoplaythiscondition. Playsto 
yoursuppcrtarea EachtimeyouropponentplaysanOrc.lhat 
playerdiscardsthetopcardofhisorherdrawdeck 
F 17. r. Dwarven U 1 
Ally . Home 3 o Dwarf. Fellowship: Exert Grimir to shuttle a 
[Dwarvenleventfromyourdiscardpfleintoyourdrawdeck 
3/3 
FR18.Hall§aMyllome C 1 
EverItFellowshisxertaDwarftorevealthetop3cardsof 
anydrawdeckYou maydiscardiShadcwcard revealed. 
Retumtherestinanyorder. 
MM1C.HamAxe C O 
Pcssession-HandWeapon.BearermustbeaDwarf.This 
weaponmaybeborrteinadditiontolotherhandweapon. 
ArcheryDiscardthisweapontorrtakethefellowshiparcltery 
total+1.+1/- 
W W W  
EventManeuvenExertaDwarltowound20Icsortowound 
10rctwice. 
FR . l C 
Conditicn.PiaystcyoursupportareaEachtimeaDwarfwins 
askinnishagainstanOrc.discerdlhat0rc.Dismrdlhiscon- 
ditionifaDwarfmesaskinnlsh. 
F 21. Mo C 2 
Condition. PlaystoyoursupportareaEactarfisdamage 

M11.Ma e B R 1 
Condition.PlaystoyoursuppcrtareaManeuvertExerta 
DwarfcompanionanddiscardlhetopScardsfromyourdraw 
decktodiscardeitheraShadcwcondlticnlromaDwartora 

R.E3 MlnesfiRfizfi-fiim R 1 
Condition. PlaystoyoursupportareaEachtimeyouplaya 
[Dwarven]tale. youmayhealaDwarfcompanion. 
FR M S R 0 
Event.Maneuver.ExertaDwarftodiscardcardsfmmthetop 
of your draw deck until you choose to stop (Iirnit 5). Add [1] 
geaehhaca‘rddiscamedinmiswaylakemehstwddismm- 

into . 
. a a R 

EverrtResponse:lfaDwarfwinsaskinnish,makeanoppc- 
nentdiscardacardsfromthelnpofhisorherdrawdeck 

. e " \ f " \ f \ \0 \  0 \  Vh\¢'~ \ \ ’ \  . 

MM 12. ORealm of Dwanowdelf R 1 
Unique Condition. Plays to your support area Slrinnish: 
DismrdthetcpSwdsfromyourdrawdecktcmakeaDwarf 
sgengdt +1 (limit +3) and. if underground. damage +1 (limit 

). 
$555530a U 0 
Condition. Tale. Toplay, exertaDwarf. Plawtoyoursupport 
areaJhetIrrilightcodofeactoria1weapcnis+2 
3mm D'scardthis common to dismrdupttMoria] 

ons. 
R . rs K a 111 

Condition. Tale. Plays to your support area While a Dwarf 
skinnishes a [Moria] minicn. that Dwarf is strength +1. 
FR E. fill Draws Bfiffi C 6 
Event Response: Ifa Dwarf wins a skinnish, healthatDwart. 
RE 6. em 51‘ ”gum C 1 
Event Fellowship: Reveal a card at random from an oppo- 
nent's hand. Shuffle up to X [Dwarven] cards from your dis- 
eardpileintcyourdrawdeckwhereXisthetwilightcostof 
the card revealed. 
W W  
EventSkirrnish:MakeaDwarfstrength+2(or+4ifatm 
undergroundsite). 
FR . 0  ra arven 
Ally- Home3 Dwarf.ManeuvenExertThrarintoaflowhim 
m y  In archeryfireandskirmishes untillheregrotrp 

MM 13. fiaings 3 E M  U 6 
Event Regroup: Spot a Dwarf to draw 3 cards. Any Shadow 
player may remove [31 to prevent this. 
MM 1 Du n es Ana 
Condition. Tale. Plays to your support area Each time a Dwarf 
mm moves from an underground site. you may heal 

FRRWeaIUiUFMoifi R 2 
EventFeitowship:SpctaDwarftorevealthetop3cerdsof 
yourdraw deck. Take allFreePeoplescardsrevealedinto 
handanddiscerdtherest 

M 1 . Are Wa n9 1 
Event Fellowship: Exert a Dwarf to make an opponent draw2 
cards. that player then chooses to either discard 2 Shadow 
cards from hand or skip his next Shadow phase. 

. ace 
Condition. To play. spot an Elf. Plays to your support area 
Each Uruk-hai is strength -2 and loses all damage bonuses. 
Discard this condition during the regroup phase. 
FR 29. Anew Enmfty U 0 
Event Skirmish: Makean Elf strength +1. lfamtnion loses 
this skinnish to that Elf. that minion's owner discards 2 cards 
at random from hand. 
W W  
Companion - Eff. Ranger. While skirrnishing a Nazgril. Arwen 
is strength +3. 6/3/A 
RE 7. oAnrven. Efien REE U 2 
Companion - Elf. Ranger. Response: If the Ring~bearer is 
abouttotakeawound.discard3mrdsfromhandtoprevent 
that wound. 6/3/F 

. 0  an R 
Companion-Elf. Whileyoucanspct3[Elven]alllesMIose 
homrrereissitemeachminionskinnishingkwen Is-strertmha. 

m U :  
Possessiom MountBearermustbeanElf. Whenplayedon 
Arwen, Asfaloth'stwilightcostis-ZWhileataplainssite. 
bearerisstrength+2DiswdAsfalothwhenatanunder~ 
groundsite.+2/- 
“Emilia WW U 1 
Condition. Tale. Plays to your support area Skinnish: Exert an 
[Eiverrlallytodiscardthebcttommrdofyourdrawdecktf 
thatmrdisanElven]card,makeaminionskinnishinganElf 

FRfiWWen—ses C 1 
Event SkirmistakeanElfstrength+2(or+4ifskirrnishing 
anarcher). 
R33. 0 R 1 

Possession-RangedWeapon. BearermustbeLegolas. Each 
tinwLegolaswinsaskinnish youmaywoundaminion. +1I- 
RE 10. filfifln. 5533719? U 2 
Ally- Homes Elf.Archer.Regroup: ExertCalaglintowound 
aminion. 3/3 

. l Frel 1 
EventManeuvenSpotanElftomakeeachopponentdiscard 
acardfromhisorherhand.Drawacardforeachcarddis— 

4 I ‘ ’ 
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TRADING ”GAME 
cardedinthisway. 
RifiefimJofifim R 2 
Ally-HomeS~Elf.Fellowship:ExerfWebomtolrealan 
[Elvenialb-GIS 
FR urse r 
EventFeltowshisxertanElftorevealanopponerttslnnd. 
ThatphyerdiscardsacardfromhandforcachOtcreI/ealed. 
FR 37. Mince C 1 
Event. Skinnistakean Elfstrength+2(or+4115kinnishfng 
Maze I) 
RE 12 fine nail, CHER W U 2 
gay/3’3 Homes- Elf. Archer. Regroup: ExertDlnendaltoremcve 

MM 17. Ulsfiay Our E m  U 5 
Event. Response: If an Elf archer wins a skinnish. make an 
oppomntchocseaminiontcd'scard.TitatopporrerrtrrIey 
remove [3] to prevent this. 
m R 0 
Event. Archery Spotan Elfarchercompaniontomdtethefel- 
lowship archery total +1. 
FR 39. EE-song C 1 
Event. Fellowship: Spot an Elf to remove a burden. 
RE13.-Ero .Hera -ga 
Ally-Home3-Elf.Attheslartcfeachofyourtums,youmay 
spotanallywhcsehomeissite3tohealthatallylwice. 
Regroup: Exert Elrondtwiceto heaiaoompanion. 8/4 
FR40.-Ero , 
AltyoHomeS-Elf.Tcplay.spotGandalforanElf.Atthesfart 
cfeschofyourtumsmealeveryallywhosehomeisshfl. 
Fellowship: Exert Elrond to draw a card. 8/4 
FR41.EIVen Bow C 1 
PossessionoRangedWeapon.BearermustbeartElf.Bearer 
isanarcher. 
FRdZEWeT'tCIfiR C 1 
Possession-CloakTopiay,spotanEif.Bearermustbea 
companion.Theminionarcherytotalis-1. 
RE14.-E r, sor 

C 2 
Ally-Home3-Elf.Toplay.spota1Elf.Response:lfanEifls 
abouttotakeawound from a [Sauron] minioncr[SaIIrcn] 
event. exert Erestorto preventthatwound. 512 
FR . a Eyes 
Condition.PiaystoyoursupportareaEachtimeyouplayan 
Elf,chooseanoppcnenttodismrdawdfromltand. 
RE 15.Fo—re§t§fififfilfile_n R 1 
Condition. Playsto your support areaEach finwlltetellowshlp 
moves. you mayspot3[Elven]alliestcwcundaminion. 
FRM. Foul CW5 U 1 
EventFellowship: ExerfanElftorevealanopporIertt’shand. 
Youmaydiscardallsengardlmirionrevealedtodrawmards 
RE16.F 
EventFeIlowship:Revealacardatrandomfromanoppo- 
nenfshand.HealX[Elven]allies,whereXisthetwlllghtcost 
oftttecardrevealed. 
FR 45. . R 
AllyoHomeGoElf.Atthestartcfeachofyourtums. heal 
every ally whose home is site 6. Fellowship: Exert Galadrlel to 
play an Elf for free. 3/3 
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RE 17. oCaladriel. Lady of the Golden Wgog 

Ally- Home 6 - Elf. At the start of each of your turns. you may 
heal an Elf. Fellowship: Exert Galadriel to play the fellowshlp's 
next site if it is a forest (replacing opponent‘s site if neces- 
sary). 3/3 
RE 1 06a or. Cou 

U 2 
Ally - Home 3 - Elf. To play. spot an Elf. Regroup: Exert Galdor 
and spot a minion to return that minion to its owners hand. 
5/2 
m u 1 
Condition. To play. exert an Elf ally. Plays to your support area. 
When the fellowship is at a river during the fellowship phase, 
the move limit for this tum is +1. 
RE 1 .  CC Even r R 1 
Condition. To play. spotArwen Bearer must be Aragom. 
Skirmish: Exert Aragom or discard 2 cards from hand to make 
a minion skinnlshing Aragom strength -1. 
REZO.’ ranCouncor Im 

U 2 
Ally 0 Home 3 - Elf. To play. spot an Elf. Skirmish: Exert 
Golradirto make an Orc strength -1. 4/3 
FR 47. 0Cwemegll R 2 
Possession - Hand Weapon. Bearer must be Amn. She is 
damage+1. Slrinnlslc ExertArwen ordlsoerd2mrdsfrom 
hand to make hersttcnglh +1. +21- 
FR48.°H3 I‘.E EGO BI‘IW 

Companion - Elf. To play. spot an Elf. While Haldir is at site 6. 
7. or 8, he is strength +2. 5/3 
MM 18. H La rice U 
Condition. Tale. Plays to your support area. While you can 
spot an Elf companion. the minion archery total is -1. 
Response: lfan Elflsabouttotakeawoundcismrdthiscon- 
dition to prevent that wound. 
FR E. otegolas. arsenic—a? R 2 
Companion . Elf. Archer. Archery Exert Legolas to wound a 
gig/Lon; Legolas does not add to the fellowship archery total. 

From 

FR51. oLego Es, lTrlnoe alarm U 2  
Companion . Elf. Archer While skirmishing a Naagtil. Legolas 
is strength +3. 6/3/6 
fi‘ifi. Hamflasfiifiifi mail R i 
Companion - Elf. Archer. While Legolas Is at a river or forest. 
add 1 to the fellowship archery total.6/3 
FR 5 ness 0 
Event Archery: Spot an Elf companion to make the minion 
archery total -1. 

.oLong- 1 
Possession . Hand Weapon. Bearer must be Legolas. Each Orc 
or Uruk- hat skirrnishing Legolas' rs strength -2. +1/- 
sesame 
Companion . Elf. To play. spot an Elf. 4/2 
W 
Condition. Plays to your suppon area Fellowship: Reveal an 
[Elven] card from hand and place it beneath your draw deck.1 
RE 22. Mafir 3 Healing 
Event. Fellowship or Regroup: Spot Elrond (or2 [Elven] allies) 
to heal a companion or ally. 
RE 23. ONEt‘IVa R 0 
Artifact-Ring. BearermustbeGaladriel.Atthestartofeach 
regroup phase. you may discard up to 2 cards from hand to 
draw the same number of cards. -/+1 
FR 3. fire CHIN. mil—871 W u  U 2 
AMUk-hal Home 6- Elf. Archer. Archery: Exert Droplnn to wound 
an nIk-hal 
RE 24. 0Pfil5| a Camila U 0 
Possession. To play, exert an Elf. Bearer must be the Ring- 
bearer Bearer’s resistance is +2. 
MM 19. R—eEa seflfi Angrv m 
Event Maneuver: Exertan Elfto wound each Nazglil once (or1 
twice if at a river). 
FR 57. 0Rumll. Efien m U 2 
Ally Hcme6- Elf. Archer. ArcheryExertRbmlltowoundan 

I fi i i  ‘7'. I ‘j'a-ébgfiiam -.'e' 1 IL: 

RE 25. OSaelbeflt. Elven Councilor U 2 
Ally-Home3-Elf.To play. spotan Elf. Sidnnish: Exert 
Saelbeth to make an Uruk-hai strength -1. 4/3 
MM 20. W mm E R 2  
Event Maneuver. Exert an Elf ally to d'eoerd a condition (or 2 
conditions ifyou spot an Orc). 
FR 59. Slfilafi 26 CHEW C 1 
Condition. Plays to your support area. Maneuver. Add [1] and 
exerta Dwarfto healan Elf. oradd [1] and exertanEllto heal 
a Dwarf. 
FR 60. ofillnae. El? 3 m m  U 2 
Ally - Home 3 '  Elf. While you can spot your site 3, Sillnde has 
the game text of that site. 512 
RE 26. Wing Draws Near U 6 
Event. Fellowship or Maneuver Exert an Elf to discard an 
[lsengard] possession or [lsengard] artifact. 
FR 61. Songs CF Hie arm Realm C 1 
Condition. Plays to your support area. Each time you play an 
[Elven] tale. you may remove a burden. 
FR 63. SEE Agalnfi 03% U 1 
Event Maneuver: Exert an Elf to discard a [Sauron] minion, a 
[Sauron] condition. or a [Sauron] possession. 
FR 64. Suppo la H 

Event. Maneuver. Exert an Elf ally whose home is site 3. Until 
the regroup phase. that ally is strength +3 and participates in 
archery fire and skirmishes. 
FR 65. Swan-s p U 1 
Event. Maneuven Exert an Elf ally whose home is site 6. Until 
the regroup phase.thatallyisstrength+3andpartlcipatesin 
archery fire and skirmishes. 
FR 35. TIE mun—ell a Elrofi R 2 
Event Fellowship: Spot an Elf to play a tale from your draw 
deck 

HOUSE 
U 1 

FR 49. a Me: 1 

Condition. Tale. Bearer must be a [Condor] Man. Limit 1 per 
bearer: Bearer is strength +1 for each Elf you can spot (limit 
I3). 
FREE-ilI—eerorfiC‘alaHfiél R 2 
Possession. Plays to your support area. Each Elf ally whose 
home is site 6 is strength +1. Fellowship: Exert Galadrlel to 
look at 2 cards at random from an opponent’s hand. Discard 
one and replace the other. 
FR 58. Seen a e Unseen 0 
Event Fellowship: Exert 2 Elves to discard a condition 
FR 32. 01118 Splenaor a ifieir BannersR 1 

Condition. Tale. Bearer must be an Elf companion. Archery if 
bearer is an amber. exert bearer to make the fellowship 
archery total +1. 
FR 66. 0 re 6 -ga R 1 
Condition Tale. Bearer must be an Elf. Skinnish: Discard this 
condition to make bearer strength +2. -/+1 
FR 68. Arrows C 1 
Condition. Tale. Bearer must be an Elf companion. Archery If 
bearer is an amber, exert bearer to make an opponent discard 
2 cards at random from hand. 
FR67. ouru—viél. Malafim C 2 
Ally Homes Elf. Whileyouoanspotyoursite6 Uruvielhas 
the game text of that site. 5/2 
RE 27. OWE R O 
Artifact Ring. Bearer must be Elrond. Maneuver: Exert Elrond 
tuiceandspotaShadowconditiontoretumtfatcondltionto 
its owner’s hand. -/+1 
RE 28. V ce N m  
Event. Tale. Skirmish: Exert an Elf at a river or forest to cancel 
a skirmish involving that Elf. 

“W???“ 
.A za ls ever ' V 1 

Event. Fellowship: Play a [Gandall] character from your draw 
deck. 
FR .OAI Dreary, Ente‘rtarner From 

- . m tarIuIl .1 skirmish involving that Ell: 
‘ bra-Jr '.::- .‘f Kimmie-3, /' ’1‘. \l\i.'(' .11." 

p2,! . r'l:- .. gr stifling nit." l‘r'.= " Into :1! 
slum-g ,I~- 

'15" \ ( \ V '  \ \ f ‘ \ \"‘ \ \e\ \ , \ \  

To play. \pnl Gandalf. 
Maneuver: liken Albert Dreary to 

., discard a I or \ condition. . 
. . 'lfi-yrrul‘ or Bra—fie“. .45!" I: a plain but smit- " 

. ‘ handy—rife“: Jfr Jets not 32 trauHI, lrm lit is 
willing re prom in: Am 

Bree R 1 
Ally - Home 1 . Man. To play. spot Gandalf. Maneuven Exert 
Albert Dreary to discard a [lsengard] or [Moria] condition. 3/3 
FR 70. oBaFllman BUCEI’DUI’. Prancing Pony 

rfecor U 0 Prop 
Ally - Home 1 - Man. Fellowship: Exert Barllman Butterbur to 
take a [Gandalf] event into hand from your discard pile. 1/2 
RE 29. ya lsenga R 1 
Condition. Plays to your support areaEach time an opponent 
draws a card (or takes a card into hand) during the Shadow 
phase, you may remove [1]. Maneuver. ExertGandalfto 
wound Saruman twice. 
RE 30. Deep in FnTug lfi C 4 
Event Spell. Maneuver. SpotgGandalfandiIlghttokensto 
discard all Shadow conditions. 
RE 31. Delta C 1 
EventStealth.ManeuvenAtsltes1t05.spot6andalftopre- 
ventHobbitsfrom being assignedtoskirmishesuntilthe 
regroup phase. Atanyotherslte.spot6andalftomakea 
Hobbit strength +3 until the regroup phase. 
FR 71. Dui'ln‘s Seem R 2 
Event. Fellowship: Spot Gandalf. a Dwarf. and an Elf to make 
the move limit for this turn +1. 
MM 21. 061563. WET)? E Braifi C 2 
Unique Ally I Home 3 0 Man. To play, spot Gandalf. Shadow 
players may notlookator reveal cards in yourharId.5/2 
RE 32. Firewfik—s C 1 
Event Spell. Fellowship: Spot Gandalf to shuffle up to 2 
[Gandalf] or up to 2 [Shire] cards from your diseard pile into 
your draw deck. 
m 

R 4 
Companion-Wizard. Gandalfls strength +1 foreachofthese 
races £104.;a spot in the fellowship: Hobbit. Dwarf. Elf. and 

MM1fi 3Cféfiaalf. Tfiéc rernyFllifi P 4 
Unique Companion . ed. At the start of each of your 
turns. you may draw a card. 7/4/A 

. oCan . 
Companion - Wizard. Fellowship: Exert Gandalf to play a com- 
panionwhohastheGandalfslgnetThetwilightcostofthat 
companion is -2. 7/4/G 
FR 73. OCaFs Cart U 1 
Possession. Plays to your support ama Fellowship. Stack a 
Free Peoples artifact (or possession) from hand on this card, 
orplayamrdstackedhereaslfphyedfromhand. 
FR 74. ocafialfi Ripe U 0 
Possession . Pipe. Bearer must be Gandalf. Fellowship. 
Discard a plpeweed possession and spot X pipes to remove X 
burdens. 
MM 22. OCaMalfi SW R 2 
Unique Artifact . Staff. Bearer must be Gandalf. lite twilldrt 
cost of each [Gandalf] spell is -1. Skirmish: Exert Gandalf 
twice to cancel a skirmish involving him. -/+1 
MM 23. Camalfi Worn C C 
Condition. Plays to your support area. The twilight cost of 
each possession or artifact played on Gandalf or a character 
who has the Gandalf signet is -1. 
FR 75. oclafififing R 2 
Possession - Hand Weapon. Bearer must be Gandalf. lie is 
damage +1. Fellowship or Regmup: Exert Gandalfto reveal an 
opponents hartd. Remove [1) for each Orc reveaed. +2/- 
RE 33. His Fifi fifious CHEER C 1 
Event. Maneuver. Spot Gandalf to reveal a card at random 
from an opponent's hand. You may add [X] to discard that 
card. whereX isthehvllightcostofthecard revealed. 
MM 24. ot-Iugln. Emissary?“ Lam)”: 1 

Unique Ally - Home 3 - Man. To play. spot Gandalf. Fellowship: 
ExertHuglntorevealaFreePeoplescardlromyourdisoerd 
pile and place it beneath your draw deck 4/2 
FR 76. Inflmlafi C 2 
Event. Spell. Response: lta companion isabouttotakea 
wound, spot Gandalf to preverrtthatwound. 
MMZSJ m . Da 

R 1 
UnlqueAlly-Home30Man.To phy.spot6andalt.Thetwl- 
lightcostofeach hand weapon.armor.shieldorhe|m is-t. 
412 
FR 77. Be Our 
Event. Fellowship: Exert X companions to move [X]. 
FR 78. us a c 
Event. Spell. Skirmish: Make Gandalf strength +2 (or +4 if 
there are 4 or fewer burdens on the Ring-bearer). 
R234. oNarya R 0 
Artifact - Ring. Bearer must be Gandalf/it the start of each of 
your turns. you may add [3] to remove a burden. -/+1 
FR 80. oOttar. Man a BEER/n R 1 
Ally - Home 3 0 Man. To play. spot Gandalf. Fellowship: Exert 
Offer to discard up to 3 cards from hand and draw an equal 
number of cards. 2/2 
FR 81. Ofifbns TIE NE Ansring 3 

R 
Event. Spell. Fellowship: If the twilight pool has fewer than 3 
twilight tokens, spot Gandalf to look attire top 4 cards ofyour 
drawdeckTakeZofthosecardslntohandanddlseardthe 
rest 
FR82.RlsliaflffiéU§lfi C 1  
Event Spell. Fellowship: if the twilight pool has fewer than 2 
twilight tokens. spot Gandalf to look at the top 2 cards of your 
draw deck. Take one into hand and discard the other. 
FR 83. Servafi or Eli SEC—EC Fire R 1 
E.vent Spell. Skinnish: Spot Gandaifto make a minion 
stench-3 
FR fl SEE—p. Efifira C 3 
Event. Spell. Fellowship: Exert Gasndalf to discard every condi- 
tion. 
MM 3. Speali ‘Ffléifi' am EW C 1 
Event Fellowship or Regroup: Spot Gandalf to play the fellow- 
ship’s next site (replacing opponents site if necessary). Draw 
a card if you play an underground site. 
MM 27. §:a_ff Asufiflér R 0 
Event Spell. Skirmish: Discard a staff Gandalf is bearing and 
then exert him twice to discard a minion he is skirmlshing. 
FR 85. W 5? Sfilfif C 1 
Event. Spell. Response: If a companion is about to exert spot 
Gandalf to place no token for that exertion. 
FR 79. e N ne Wa ers R 1 
Condition. To play. spot Gandalf. Plays to your support area 
Eachtlmeyou playawmpanlonwtnseraceyoucennotspot, 
that companions twilight cost is -2. 
FR 86. Reach?” Deeperfian You Km: 1 

m. Spell. Fellowship: Spot Gandalf to reveal an opponent’s 

RE 35. Me as You Once U 2 
Condition. Plays to your support area. Skirmish: Exert Gandalf 
tomakeacompanlonstrength+1 foreach companionwltlt 
the Gandalf signet you can spot (limit +3). 
RE 36. Unifiown Pefli§ C 2 
Condition. Plays to your support area Response: If a compan- 
lonisabouttotakeawound.spot4twlllghttokensandexert 
Gandalf to prevent that wound. 
MM E wraaa a GE Flame U 1 
Event. Spell. Maneuver. Spot Gandalf to make a compmion 
defender +1 until the regroup phase. Any Shadow player may 
remove [3] to prevent this. 
MM 29. Wizafa SW C 2 
Possession - Staff. Bearer must be a Wizard. Skirmish: Exert 
bearer twice to make a minion strength -3. +1/- 
M . You Cann Pass! 1 
Event. Spell. Maneuver Spot Gandalf bearing a staff to pre 
vent a minion from being fierce until the regroup phase. 

Condor 
angel‘s Ve ' 

Event. Maneuver Spot a ranger at a river or forestto erdtaust 
up to 2 minions. 
FR 88. An Ere—G ulaé R 6 
Event Regroup: Spot a rangerto remove [4]. 
RE 37. Answeflng Hie CHE C C 
Condition. Plays to your support area. Skirmish: Discard a 
[Condor] tale from hand to make a (Gortdorl companion 
strength +2. 
RE 38. oAragom, Heir CO Elie WEE Clfin 4 

Companion - Man. RangerEach time the fellowship moves 
during the fellowship phase. remove (2]. 6/4/F 
FR E .  OAI‘aQOI'II. Ring in RE F 4 
Companion . Man. Ranger. At the start of each of your turns, 
wpayhealanothercompanlonwhohasthemgomsignet 

FR 89. cAragom. Ranger G ifie "OER 4 

Companion - Man. Ranger. Manewer: Exert Aragom to make 
him defender +1 until the regroup phase. 6/4/6 
FR w. oAragom's BOW R 1  
Possession-RangedWeapon.BeerermustbeAragom. Heis 
an archer. Archery: Exert Aragorn to wound a minion; Aragom 
doesnotaddtothefellowship archerytotal. 
FR91.~Aragom'sPlpe U 1 
Possession'Pipe.Bearermustbea[Gondor]companlon. 
FellowshrpzoiseardaprpeweedpossesmandspotXprm 
tohealXcompanIons. 
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FRnArmor C 1 
PossessonoAnnorBearermustbeaManjearertalresno 
morettianlwoundduringeaciisltinnishpliase. 

93.Arwen'sl= R 0 
EventSkirmlsh:ExertAragomtomakeArwenstrength+3.or 
exertArwentomakeAragomstrengthfi. 
FR94.A s U 1 
Possession. Bearer mustbea[Condor] Man. Fellowship: 
D’scerdthispossessiontohealacompanionortoremovea 
Shadowconditiontromacompanion. 
RE39.BannerBfWWfilETree R 0 
Event. Tale. Maneuver Exert a [Condor] companion to make 
11m companion strength +3 and defender +1 until the regroup 
phase. 
FR 95. 051585 a m R 1 
PomessiomHandWeaponjearermustbeBororniLHeis 
damage +1. Skirmish: Exert Boromir to wound an Orc or 
Uruk-hai he is skinnlshing. +2/- 
MM 31. m 5? Numenor U 2 
Condition To play. exert a [Condor] companion. Plays to your 
support area. Each [Sauron] Orc comes into play eidiausted. 
Skip the archery phase. Discard this condition during the 
Mmul) phase. 
'f'IE 122. 'BOI‘Ofl'III‘. finder E Mlnas 

rltn P 3 
Companion - Man. Ranger. Fellowship: Add [2] to heal 
Boromir. 7/3 
FRfiJBoromllsW R 3 
Companion' - Man. Ranger. Boromir is not overwhelmed 
unless his strength is tripled. 7/3/A 
FR 97. 030mm“: Son 3 m U 3 
Companion - Man. Skirmish: Exert Boromir to make a Hobbit 
strength +3. 7/3/F 
FR fi. oBoromir's Cloali U 0 
Possessio' n . Cloak. Bearer must be Boromir. Maneuver: Exert 
Boromir to discard a weather condition. 
FR 99. Change 3 Plans R 0 
Event Regroup: Exert a ranger to make an opponent shuffle 
hishandintohisdrawdeckanddrawseards. 
RE . C of M nas R 1 
Condition. Plays to your support araou may heal a 
[Condor] companion at the end of each tum during which no 
companion or ally lost a skirmish. 
FR 101. Coat a Mall C 1 
Possession . Armor. Bearer must be a Man. Bearer may not 
be overwhelmed unless his or her strength is tripled. 
FR 1E Dagger We C 0 
Event Skirmish. Make a [Condor] or [Shire] corriptmion hear- 
ing a hand weapon strength 2 and damage+1 
FR 103. E '5 Va C 0 
Event. Maneuver: Make a [Condor] companion' detender +1 
until the regroup phase. 
FR 104. Ereglon's Trails C 1 
EventManeuver. Exertarangertomakeeachroamingminion 
strength -3 until the regroup phase. 
MM 32. Flamlng Brena R 0 
Possession - Hand Weapon. Bearer must be a Man. This 
weaponmaybebomeinadditionto1otherhandweapon. 
Bearerisstiength+2anddamage+l whensldrmishinga 
Naagul.+1l- 
MM 33.1—‘Ein‘l'error U 0 
Event Response: it a [Condor] companion wins a skinnish. 
discard an exhausted Ore. That minion's owner may move 
[3] to prevent this. 
FR 105. Foes a W U 1 
Condition. Plays to your support area Maneuver. Exert a 
[Condor] character to wound a [Sauron] minion. 
RE 41. Condor Bowman R 0 
Condition. Tale. PlaystoyoursupportareeArchery Exerta 
[Condor] companion and discard this condition to make the 
lellowship archery total +2. 
MM34.GonWW|IlSeeEDone U 0 
Event Response: ltacompanion isabouttotakeawound. 
exert a [Condor] companion to prevent that wound. 
FR 1 ms vengeance C 0 
Event Regroup: Exert a ranger companion to discard a min- 

FR 107. Creaf Sfifilfl C 1 
Possession - Shield. Bearer must be a Man. The minion 
archery total is -1. 
RE 42. mom 6? BOWr R 0 
Possession. Bearer must be Boromir. Maneuver. Exert 
Boromir and spot an ally. Until the regroup phase. thatally is 
strength +3 and participates in archery tire and skirmishes. 
RE 43. M Numenor C 1 
Event Tale. Maneuver. Spot a [Condor] companion to reveal a 
card at random from an opponent’s hand. Heal X companions. 
whereXisthetwilightcostolthecardrevealed. 
MM 35. Nfiral Cover C 1 
Condition. To play. spot a ranger. Plays to your support 
area. While the fellowship is at a forest. the minion archery 
otal is -2. 
MM 36. No Mere Ranger R 0 
Event Skirmish: Exert Aragom to make another companion 
strength +2 (or +3 itthat companion has the Aragorn signet). 
W W W — 1 T 6  
Condition. Bearermustbearanger. Umit1perrangerEach 
site'sshadownumberis-l. 

.. Chasm * e fi w m s l a  

FR 109. One Whom Men Would FOIIOWU 0 

mmmrtmgomandspotanallyflntilthe 
regroupphase.thatallyisstrength+2andparticipatesin 
archerytireandskirrnishes. 
FR110. Paflt—fifir C 0 
Event. Fellowship or Regroup: Spota rangerto play the fel- 
lowship’s next site (replacing opponent’s site it necessary). 
FR 111. Pursuit Jufi ERIE R 0 
Event Regmup: Exert a ranger companion to wound every 
minion. 
FR 112: oRanger‘s Sill/OE U 1 
PossessiomHandWeapon. BearermustbeAragom. Heis 
damage +1. +2]- 
MM 37. was a Numenor C O  
Event Skirmish: Make a [Condor] companion strength +2 (or 
+4 ii in a fierce skinnish). 
MM 38. - Borom r R 1" 
Unique Possession - Shield. Bearer must be a [Carrier] com- 
panion. Tire minion archery total is -1. It bearer is Boromir, a 
minion skirmishing him does not gain strength bonuses irom 
weapons 
RE 45. m WE R m  U 0 
Emit. Tale. Maneuver Spot a [Condor] companion to make 
thetwiiightcostoteech maneuverevent+2 
W m  U 0 
Event Skinnish: SpotThe Shards of Narsil to make a 
[Condor] companion strength +3 and damage +1. 
FR 115. M E  of Kings R 0 
Event Response. IfaSkinnisheventisplayeddunngaskir- 
mish involving a [Condor] Man. cericelthat 
FR 1 1 .  SWO arm 5 

Event. Skirmish: Make a [Condor] companion strength +2 (or M it he is defender +1). 
FR 117. man 
Ki C 0 
Event Skirmish: Make a ranger strength +2 (or+4 when skir- 
mishing a roaming minim]. 
FR 1 . 0 C R 1 
Condition. Tale. Plays to your support area. Maneuver. Exen 
AragomtohealArwen. orexertArwentohealAragom. 
FR 114. one Saga 3 Emil R 1 
Condition. Tale. Bearer must be a [Condor] companion. 
Skimish: Discard this condition to make bearer strength +2. - 
[+1 
RE 44. 0 a 5 Na 1 
Artifact Plays to your support area Fellowship: Stack a 
[Condor] card from hand here. Fellowship: Add [1] totake a 
eerd stacired here into hand. 
FR 11E. Valfifi Man a Hi? m R 1 
Event Maneuver. MakeAragomdeiender+1 andhetakesno 
morethan 1 wound during each skirmish phase until the 
[BUMP phase. 
R 47. V e Rauros U 
Event Maneuver ExertAragomtomakeeachcompanionwith 
the Aragom signet damage +1 until the regroup phwe. 
RE 48. We Mu Co We 
Event Response: It the fellowship moves in the regroup 
phase. exert a [Condor] companion to make emh minion's 
twilight cost +2 until the next regroup phase. 
FR 119. at Are They? C 1 
Event Maneuver. Spot a ranger to discard a roaming minion. 

R 52. A Vo on r R 1 
Condition. Plays to your support area. Shadow: Exert 
Samman to play an [lsengard] weather condition from your 
discard pile. lts twilight cost is -2. 
RE 49. Afiandonlng Reason W Manes: 1 

Event Shadow. Spot an [lsengard] minion to discard up to 3 
cards from hand and draw an equal number of cards. 
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FR 120. Alive and Unspolled R 2 
Condition. To play, exert an Uruk-hai. Plays to your support 
area. Shadow: Remove . and spot X burdens to make the Free 
Peoples player reveal X cards at random from hand. You may 
discard 1 revealed card. 
MM 39. Bevan Men R 2 
Event Maneuver. Exert an Uruk-liai to discard an armor pos- 
session, helm possession. or shield possession (or all such 
Free Peoples possessions it you can spot 6 companions]. 
FR 121. W c 0 
Event Skirmish: Exert an Uruk-hal to make it strength +3. 
FR 122. C 1 
Event Response: lfyou playan Uruk-hai.1akeallcopiesoi 
thateerd inyourd'scard pileandplacethembeneathyour 
draw deck 
RE 50. Can You P W  Me From 
Yourself? R 0 
Event Maneuver. Spot an [lsengard] minion to exhaust 
Aragom. The Free Peoples playermayadd 2 burdenstopre- 
vent this. 
FR 123. Caradfiras Has NOE FOt—Ien U: 3 

Event Spell. Weather. Maneuver. Exert a [lsengard] minion 
andspot5companionstodiseardanexhaustedcompanion 
(empt the Ringbearer). 
RE 51. Coming For BE Ring C 2 
Event Regmup: RevealacardatrandomiromtheFree 
Peoples player's hand. Heal X [lsengard] minions. where X is 
thetwilightcostofthemrd revealed 
FR 124. C Cara ras 
Event Spell. Weather. Maneuver Exert a [lsengard] minion to 
make the opponentchoose to eitherexert the Ring-beareror 
add a burden. 
MM 40. DemanHE a W W “ ;  
Bagglnses C 1 
Condition. To play. spot an [lsengard] minion. Plays to your 
support area. Each time a [Shire] ally exerts. add [1]. 
MM 41. A U 0 
Event. Shadow: Exert an Uruk-hai and spot X burdens to shut- 
fle X minions from your discard pile into your draw deck 
MM 42. Win Man C 2 
Minion . Orc. Discard this minion it underground. Shadow: 
Exert this minion to look at the Free Peoples player‘s hand. 
6/2/2 
FR 125. Creed R 1 
Condition. To play. spot an Uruk-hai. Plays to your support 
areaManeuvec Spotlicompanionsandremove[2]towound 
a companion (empt the Ring-bearer). 
RE 53. H a Anger U 2 
Event Shadow: Spot an Uruk-hai and a [Moria] minion to 
draw 3 cards. 
RE 5 4 . 1 - 1 n g  lsenga R 4 
Condition. To play spot an [lsengard] Ore. Plays to your sup- 
port area. Shadow: Discsrd this conditionto add3[ ]. 
FR 126. Hufi mm Down! 
Event. Maneuver Make an Uruk-hai fierce until the regroup5 
phase. 
RE 55. lsengafi Axe c 0 
Possession - Hand Weapon. Bearer must be an [lsengard] 
Orc. When you play this weapon. add [1]. +2/- 
RESC. Isengafi Forger c 2 
Minion - Ore. Shadow: Exert this minion to add [1]. 6/2/4 
RE 57. Isengafi Réfiiner U 4 
Minion - Orc. Regmup: Exert this minion to make the Free 
Peoples player wound a companion. 8/3/4 
RE 58. Isengafi Servafi U S 
Minion - Ore. Regroup: Exert this minion to make the Free 
Peoples player wound a companion. 7/3/4 
RE 59. lsengarfl Sfiman C 1 
Minion o Orc. Response: ii an [lsengard] Orc is about to take a 
wound remove [2] to prevent that wound. 5/2/4 
RE 60. Isengafi Smlfi U 4 
Minion - Orc. Regmup: Exert this minion to discard a weapon 
(orall FreePeopleeposseesionsityoucenspotScompan- 

ions). 8/3/4 
RE 61. Isenga Wa 
Minion . Orc. While you can spot tuiother [lsengard] Orc. no 
player may use archery special abilities. Regroup: Exert this 
minion and spot 3 wounds on the Ring-bearerto exert every 
companion. 7/3/4 
RE CZ'IEnWw—orker—fifii 
Minion . Orc. Regroup: Exert this minion to make the Free 
Peoples player wound a companion. 5/3/4 
FR 127. OLUFE. Servafi 3 W E  R 7 
Minion . Uruk-hai. Archer. Damage +1. Maneuver: Spot anoth- 
er Uruk—hai to make Lurtz fierce until the regroup plase. 
13/3/5 
FRT28. LUE'S W9 CW 5 1 
Event. Skirmish: Make an Uruk-hai strength -1 and damage 
+1. 
MM 43. 0w R 
Unique Possession - Hand Weapon. Bearer must be Lurtz. He 
is damage +1. Each time Lurtz wins a skirmish. the Free 
Peoples player must discard the top 2 cards of his draw deck 
+2/- 
MM 44. NO Business 3 001‘s 3 9 
Condition. To play. spot an [lsengard] minion. Plays to your 
supportareaihe Free Peoples playermaynctlookator 
reveal cards in any Shadow players hand. 
FR 130. No Ofiinary 951m U 1 
Condition Plays to your support area. Each time you play a 
weather condition, exert a [Candall] companion or [Candall] 
alIy 
RE63.0neRYotTsoTfiE C 1 
Event Maneuver. Exert an [lsengard] minion to make the Free 
Peoples player exert X companions. where X is the number of 
these races you can spot in the fellowship: Dwart. Eli. Man, 
and Wizard. 
RE 64. OOrc ma 
Minion - Ore. Each outer [lsengard] Orc is strength +1. 
Regmup: Exert Orc Commander to make the Free Peoples 
player wound a companion. 11/4/4 
RE 65. OOrc Overseer R 5 
Minion . Orc. Regroup: Exert 0n: Overseer twice to eidiaust a 
companion (except the Ring-bearer). 10/4/4 
FR 131. 00 anc Assa n 
Minion . Umk-hai. Archer. Damage +1. 1045 
RE 66. W m  Berseilier R 5 
Minion - Uruk-hai. Damage +1. Maneuver Spot 5 burdens and 
exertOrthanc Berserkertwicetoeidiaustacompanlon(except 
the Ring-bearer).11/3/5 
FR 132. Parry R 2 
Event. Maneuver Spot an Uruk-ha' to cancel the strength 
benus from a possession until the regroup phase. 
RE 68. oSaruman, Keeperfi W E  R 4 

Minion - Ward. Saruman may not take wounds during the 
archery phase and may not be assigned to a skirmish. Uruk- 
haiarelierce. Response: lfan Uruk-hai isabouttotakea 
wound. exert Saruman to prevent that wound. 8/4/4 
RE 69. 0 ruman. 3 Eye 
Minion - Wizard. Saruman may not take wounds during the 
archery phase and may not be assigned to a skinnish. 
Assignment Exert Saruman to assign an [lsengard] minion to 
a companion (except the Ring-bearer). That companion may 
exert to prevent this. 8/4/4 
FR 133. Saruman's Amfilfifi C 0 
Condition. Plays to your support area The twilight cost of 
your [lsengard] events is -1. Skirmish: Discard this condition 
to make an Uruk-hai strength +2. 
FR 134. Saruman‘s Cfilll C 1 
Condition. Spell. Weather. To play. exert a [lsengard] minion. 
Playsonasite.Limit1persite.Each Hobbitwhomovesirom 
this site must exert. Discard this condition at the end of the 
turn. 
FR 135. Saruman's F U 
Condition. Spell. Weather. To play. exert a [lsengard] minion. 
Plays on a site. Limit 1 per site. Each Hobbit at this site is 
strength -2. Discard this condition at the end of the turn. 
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FR 136. Saruman's Power U 2 
Event. Spell. Shadow: Exert a [Isengard] minion to discard all 
conditions. 
FR 137. Saruman's Reach R 0 
Event Search. Maneuver. Exert an Uruk-hai to make the oppo- 
nent choose to either exert 2 companions or make the Ring- 
bearer put on The One Ring until the regroup phase. 
FR 138. ruman's Snows C 2 
Condition. Spell. Weather. To play. exert a [Isengard] minion. 
Playsonasitehoplayermayplaysldnnisheventsoruse 
skirmish special abilities at this site. Discard this condition at 
the end of the turn. 
FR 155. savagery 5 Match ifiefr 
Numbers R 0 
Event Skinnish: Malia an Uruk-hai strength +2. or spot 5 
companions to make an Uruk-hai strength +4 and fierce until 
the regroup phase. 
RE 70. Servafi 5 Saruman C 0 
Event Skirmish: Make an [Isengard] 01c strength +2 (or +3 if 
youhavefewerthanScerds in hand). 
FR 140. 513% a Saruman R 2 
Condition. To play. exert a [lsengard] minion. Plays on a site. 
While the fellowship is at this site. skip the archery phase. 
Discard this condition attire end of the tum. 

67. 0 Pa I' nc R 
Artifact - Palantir. To play, spot an [Isengard] minion. Flaw in 
your support area. Shadow Spot an [Isengard] minion and 
remove[1]torevealacerdatrandomfromlhel=ree 
mm hand. Placethatcardontcp oftliatplayersdraw 

RE fi. TIE Trees Are FED—Ta U 1 
Event Regroup: Discard x [Isengard] 01cc to make the Free 
Peoples player wound X companions. 
fi 141. TfiElr Arrows Enrage C 1 
Condition. To play, spot Saruman or an Urukhai. Plays in your 
support area Each archer companion and archer ally is 

rength -1. 
MM 45. Too Muc A R 1 
Event Response: If the Ring-bearer puts on The One Ring. 
spot an [Isengard] minion to make the Free Peoples player 
diswdthetopficardsothisorherdrawdeck 

. TOwer nc R 1 
Condition. To play. spot an [Isengard] minion. Phys to your 
support areaEach time the fellowship moves. you may spot 
an exhausted companion to add [3]. 
FR 142. Trait—01‘s Voice 1T2 
Condition. Search. To play, spot an Uruk-hai. Plays in your 
supportarea.Whilethe Ringbearerlsexhausted oryoucan 
spots burdens. the move limit forthis trim is -1 (to a mini- 
mum of 1). 

Trap 3 1 
Condition. Plays to your support me. Each character skir- 
mishing an [Isengard] 01c loses all damage bonuses from 
weapons 
FR 143. Troop Uru - R 5 
Minion o Uruk-hai. Damage +1. A character skinnishing this 
minion does not gain strength bonuses from weapons. 9/415 
m R 2 
Condition. To play. exert an Uruk-hai. Plain. to your support 
arealhetwilightcostoteachoompanionplayedtoasite 
which is not a sanchrary is +2. 
FR 144. um u C 3 
Condition. Plays to your support area Response: If your Uruk- 
hai wins a skirmish. remove [1] to heal him. 
FR 135. UruR Brood C 4 
Minion - Uruk- hai. Damage +1. Skinnish: Remove [2] to make 
dsgsfiminionstrengflr+1foreachotherUrukhaiyouspot 

MM 46. OUruR CaiEln R 3 
Unique Minion - Uruk-hai. Damage +1. Shadow. Remove [1] 
all: mum Captain to play an Unrlohar from your discard 
p . 
m C 3 
Minion-Uruk-hai. Damage+1.ManeuvenSpot5 companions 
tomakethlsminionfierceuntiltheregroupphase.81215 

FR 147. Unrk Guard R 4 
Minion - Uruk-hai. Damage +1. Assignment Exert this minion 
and spotacompaniontopreventtheopponenttromassign— 
ing that companion to this minion. 9/215 
FR 148. Uruli m a r  R 3 
Minion . Uruk-hai. Damage +1. This minim is strength +1 for 
each other Uruk—hai you can spot 812/5 
FR 149. Uru M 2 
Minion . Uruk-hai. Damage +1. While you can spot a weather 
condition, this minion is strength +3. 611/5 
FR 150. UrulE Rager C 4 
Minion - Uruk-hai. Damage +1. Each time this minion wins a 
skirmish. the Free Peoples player must discard the top 2 cards 
of his draw deck 91215 
RE 74. Uruli Ralaéi’ C 2 
Minion - Uruk-hai. Damage +1. While an aly is in the dead 
pile. this minion is strength +3 and fierce. M15 
RE 75. UrulE Ravager U 4 
Minion - Urukhal. Damage +1. When you phythis minion. 
you may spot Saruman to add [2]. 91215 
FR 151. UruE Savage C 2 
Minion - Unrk-hai. Damage +1. (When this minion wins a skir- 
mish. add 1 extra wound to the defender.) 51315 
MM 47. Uruli fifi  C 3 
Minion - Uruk-hai. Tracker. Damage +1. The roaming penalty 
for each [lsengard] minion you play Is -1. Resmnse: if an 
eventis playedthatspotsorexertsaranger. emnthisminion 
to cancel that event'l/‘Z/S 
FR 152. Uru man 3 
Minion Uruk-hai Damage +1. Maneuver. Remove (2] to heal 
an Uruk-hai. 8/215 
FR 153. UruR §layer U 4 
Minion . Unrk-hai. Damage +1. Skirmish: Remove [1] to make 
this minion strength +1 (limit +3). 912/5 
m C 2 
Minion-Uruk-hai. Damage +1. Whenyorrplaythisminron 
you maymakethe Free Peoplesplayerdimrdfhetopeardct 
hisdraw deck 711/5 
FR 155. Uruli Spy R 2 
Minion . Uruk-hai. Response: if the Ringbearer puts on The 
One Ring. exert this minion. Discard a card from the top of 
your draw deck for each [Isengard] minion you spot Add a 
burden for each Shadow card discarded in this way. 71215 
F 156. Uru Wa C 3 
Minion - Uruk-hai. Damage +1. Maneuver: Spot 6 companions 
to make this minion fierce until the regroup phase. 9/215 
FR 157. um - Armory 1 
Condition. Plays to your support area While you can spot an 
Unrk-hal. the fellowship archery total is -1. 
FR1 . U r u - a R a  ngPa C 4  
Minion . Uruk-hal. Damage +1. (When this minion wins a skir- 
mish. add 1 extra wound to the defender.) 9/315 
FR1 .Uru-aRampage U 0  
Condition. To play. spot an Uruk-hai. Plays to your support 
area. Response: If your Uruk-hal wins a skinnish. remove « to 
make him fierce until the regroup phase. 

.Uru - a o 1 
Possession - Hand Weapon. Bearer must be an Uruk-hai. 
Each time bearer wins a skinnish. the Free Peoples player 
must discard the top card of his draw deck +21- 
FR 1E. wafinese [r0 
Event Search. Response: lfasteeltlieventisplayed,exertor 
discard your Unrk-hai to cancel tliatevent 
MM E l a  ii firm U 2 
Condition. Spell. Weather To play. exertan [Isengard] minion. 
Playsonasite.Limit1persite.Whenthefeflowshipmoves 
from this site every companion must exert Discard this con- 
dition at the end of the turn. 
FR1E°WOrry U 2 
Condition. ToplayflexertanUnrk-hai Playstoyoursupport 
areaEaclItimeanUruk-halwinsaskinnlsh.tfre 
mustchoosetoeitherexert comm-beareromddaburden. 
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F'R1"63. oAnciefifEfiTEi‘E ' ink—“m r14 
Minion - Orc. For each other [Moria1401c you can spot 
AncientChieftainisstrengtt/Z/ 
MM49. emf mm m R 4 
Unique Minion - Ol'C. Archer. Each other [Moria] archer rs 
strength +2. 8/214 
FR 164. Blffi m U 1 
EventArcheSpotalMorialarchertowoundanElf. 
F 1 . M . N6 
the Black Pit R10 
Minion - Troll. Damage +1. Home. To play, spot a [Moria] 01c. 
At an underground site. Cave Troll of Morias twilight cost is - 
3. 15/414 

53.oCave 'sC n R 1 
Unique Possession. BearermustbeCave TrollofMoria.The 
FreePeoples prrriaylaye choosefor the pfasetcbe 
skipped. Each time Cave Troll of Moria takes a wound during 
the archery phase. you may wound an archer companion. +21- 
FR 166. oCave '5 Hammer R 1 
Possession - Hand Weapon. Bearer must be Cave Troll of 
Moria Cave Troll of Moria is damage +1. +31- 
RE . Dangerous m 2 
Event Shadow: Spot a [Moria] minion to reveal a card at ran- 
dom from the Free Peoples players hand. Add [X]. where X is 
the twilight cost of the card revealed. 
MM 54. Dari? Flre U 1 
Condition. To play. spot The Balrog. Plays on Gandall. Each 
time the fellowship moves. Gandalf must exert. -2/- 
MM 55. Dan? m C 1 
Condition. Plays in your support area. Each unique [Mora] 
minionisstrength+1.Shadorr.Spotan siteto 
replaceitwilhyour marsh orundergroundsiteofthesame 
number. 
FR 167. Denliens Enragfi R 1 
Event Skinnish: Make a [Moria] Orc strength +1 for each 
other [Moria] Orc you spot (limit +4). 
RE 77. 5 
Condition. To play. spot a [Moria] Orc. Plays to your support 
areaEach time the fellowship moves during the regroup 
phase. add [2] 
FR 1a Drums In afiDeep C 5 
Event Skirmish: Make a [Moria] Orc strength +2 (or +4 ifskir- 
mishing a Dwarf). 
MM 56. Fear U 0 
Condition. PlaystoyoursupportareaWhileyoucenspctThe 
Balrog. skip the archery phase. Maneuver. Exert The Eating to 
discard a ranged weapon. 
MM 57. F na Cry R 1 
Event Response: IfasldnnishthatlnvolvedTheBalrogbear- 
ing Whip of Many Thongs' 13 about to end, wound a compan- 
ion in that skirmishtwice 
FR 170. Fool of a Tie—oi?! R 0 
Event. Shadow. Spot a Hobbit (except the Ringbearer) to 
reveal cardsfromthetop ofyourdrawdeckuntilyou reveal 
one that is not a [Moria] minion. Take the revealed cards into 
hand. 
MM 58. Foul m C 2 
Minion - Creature. Tentacle. When you pay this minion. you 
may play a times from your draw deck This minion may 
not bear possessionsand isdiseerded ifnotata marsh. 411/4 
Iv 59. Foul Things U 2 
Event. Shadow: Play a [Moria] minion from your discard pile. 
FR 171. Frenzy C 2 
Event. Assignment: Assign an eidiausmd companion (except 
the Ring-bearer) to skinnish a [Moria] Drc. 
FR 172'. " 'fifilfn‘hrc—lfi R 5  
Minion - Orc. Archer. While you can spot anotfrer [Moria] 011:. 
the fellowship archery total 13 6.4131 
FR 173. nArmorv 
Condition.Playstoycursupportarea.Eachtimeyouplaya 
[Monalweapon.add/.Response:lfa[Moria]0rcisaboutto 
takeawound.discerdthiscondiliontopreventthatwound. 

FR 174. GoblInBackstabbar C 1 
Minion - Drc. This minion is dmnage +2 while in the same 
skirmish as another [Moria] Dre. 511/4 
MM 60. filln Bowman C 2 
Minion - Orc. Archer. 411/4 
FR 175. Goblln Domaln R 1 
Condition. Search. To play. spot a [Moria] minion. Phys to 
your support area. Each time a companron' is played to site 4 
or higher. that companion comes into play eidtarrsted. 
MM 61. Gofiln Fl'anliers C 5 
Minion . 01c. When you play this minion. you may add [3] if 
the fellowship has moved more than once this turn. 1113/4 
FR 176. 055lln Ma Elfin C 3 
Minion - Drc. Archer. (Add 1 to the minion archerytctal.) 711/4 
FR 177. G—oBlln W I  'l'r'oop C C 
Minion - 01c. 1313/4 
MM 62. GoElln Pursuer C 2 
Minion - 01c. This minion is strength +3 if the fedorislifp has 
moved more than once this turn. 611/4 
MM 63. Wln m m  C 3 
Minion - Orc. When you play this minion, you may heal a 
[Moria] minion. 811/4 
FR 178. Win Runner U 1 
Minion - 01c. When you play this minion. you may add [2]. 
51114 
FR 179. n Scavengers 
Minion - Orc. When you play this minion. you may play a 
weapon from your discard pile on your [Moria] 011:. 81114 
FR rec. film filmlfir C C 
Powession - Hand Weapon. Bearer must be a [Moria] Orc. 
When you play this possession. you may drawacard. +21- 
MM 64. Gofilln scram C 1 
Minion - 01c. When you play this minion. you maydiscerd an 
[Elven] condition. The roaming penalty for each [Moria] Crc 
you play is -1. 411/4 
FR 1 . n Snea 1 
Minion-01c. Whenyouplaythisminion.youmayplaoea 
[Moria] Drc from your discard pile berieath your draw deck 

m c 1 
Possession- Hand Weapon. Bearer must be a [Moria] minion. 
If bearer kills a companion in a skirmish, add 1 burden (012 
burdens if that companion was a Hobbit). +21- 
MM 65. 00 n Spearman 
Minion - Orc. While bearing a Goblin Spear. this minion is 
damage +2. 61114 
R 1 . n swarms R 

Condition. Plays to your support area. Response: If your 
[Moria] Orc wins a skinnish, discard cards and wounds on 
thatOrcandstackthatOrconthiscondition.Shadow Playan 
01c stacked here as if played from hand. 
FR 184. Golilin walEraW C 2 
Minion - Orc. While at an underground site. this minion is 
strength +2. While you can spot another [Moria] Die. the fel- 
lowship archery total is -1. 61114 
FR 185. Wu Wafilfi C 2 
Minion°0rc Whenyouphytlris minion. you maydiscerda 
ally or condition. 611/4 
FR 1%. oouafi Comma m R 3 
MlfllOfl‘Of'C. Skirmish: Remove«tomakea[Moria]0m 
strength +2. 7/2/4 
RE H a 1 
Evem. Search. Skirmish: Spot 2 [Shire] companions to make a 
[Moria] minion damage +1. 
FR 187. Host of Tfiousam C C 
Event Shadow: Play a [Moria] 011: from your discard pile. 
MM . Huge c 
Minion - Creature. Tentacle. Damage +1. When you play this 
minion. you may play Watcher in the Water from your draw 
deck This minion may not bear possessions arid is discarded 
if not at a marsh. 71214 

R 189. Lost to 115 R 
Event Response: if the Ring-bearer exerts or takes a wound. 
discerdacardfromthetopofyourdrawdecktoreach 
[Moria] minion you spot For each Shadow and discarded in 
this way. add a burden (limit 3 burdens). 
RE 79. MallEé U 0 
Event Archery: Spot a [Moria] On: and a [Saurcn] On: to 
wound an archer. 
MM 67. Mo Arc erTroop 
Minion - Orc. Archer. While you can spot another [Moria] 
archer. add 1 to the minion archery total. 813/4 
FR 190. M Axe R 1 
Possession-HandWeapon. Bearermustbea[Moria] Orc. 
Bearerisdamage+1. Skinnish: Exertbearertomalrehim 
strength +2. +21- 
m c 
Minion-01c. Whenyouplaythis mlnion.spotanElftoadd 
[2]. 61214 
MM E Mia Do WW Hope U C 
Event Maneuver. Exert The Balrog to add a burden. 
MM 69. C 0 
Event Skinnish: Make an Ell or Dwarf skinnishing a [Moria] 
Orcstrength-1(or-3ilyouspotanElfandaDwarl). 
FR 192 Down 1 
ConditionPlaystcyoursupportareaWhieyoucmspota 
[More] archer. the fellowship archerytctal is -1. 
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FR193.PlunderedArmor|es C 2 
Condition. Plays to your support area. Response: lfyour 
[i/loria1weaponisdiscarded.playittromyourdiseardpile 
(tiratweapon's twilightcostis-l). 
MM 76.Powerafi1error U 0 
Event Shadow: RevealanynumberoflMoria] Orceiromyour 
handtoplayTheBalrog.ltstwilightcostis-2toreachOrc 

194. 
EventSearch. Response: ltastealtheventisplayed spotua 
[Mona] mrnronstocancelthatevent 
FR 155. RENE 3 WE R 1 
Condition. Plays to your support area Shadow Remove [2] to 
play a [Moria] possession from your discard pile. 
RE 80. Sucfi a U165 Tfiing R 6 
Event. Maneuver Spot a [Moria] minion to wound Boromir3 
times. Tire Free Peoples player may discard 2 Free Peoples 
possessions to prevent this. 
MM 51. file? Bairog. Dufin’s Bane E 12 
Unique Minion - Balrog. Damage +1. fierce. While you can 
spot The Bairog, discard all other minions. Skip the archery 
phase. Discard The Balrog if not underground. 175/4 
MM 52 01113 Bairog. Flime a Wfin R14 
Unique Minion - Balrog. Damage +1. fierce. To play, spot a 
[Moria] Orc. Discard Tire Balrog if not underground. Shadow. 
WTheBalrogand remove [2)tophyalMoria] Orchom 
your discard pile. 17/5/4 
MM 50. 015 Balrog's Slit/W R 1 
Unique Artifact. Hand Weapon. Bearer must beThe Balrog. It 
isdamage+t.lhisweaponmaybebomeinadditiontol 
otirer hand weapon. +3/- 
FR 13. THE Ena Comes R 5 
Event Assignment Spot 5 (Moria) minions to melee the Free 
Peoplesplayerassignthe Ring-bearertoasldnnish. Moria 
Culture [ll/Iona] lsengard Culture [lsengard] Condor Culture 

FR 1E oTfie Long Dafii U 2 
ConditionPIaysto your supportarce. Whenthelellowshlp 
monsto site4 or 5, add [2) foreach Dwarf companion. 
Skirmish: D‘scard this conditiontomakeyour [Moria]Orc 
strenglh+2. 
FR . U R 2 
Condition Playsto yoursupportareaShadowRemove to 
revealthebottomcardoiyourdrawdeckitlfitlsa[Moria] 
Orc takeitinto hand. Otherwise discerdlt 
FR 155. fiev Are Coming C 3 
Condition. Plays to your support area Shadow Discard 3 
cards from hand to play a (Moria) Orc from myour discard pile. 
FR 197. re 
Event Shadow. Exert your [Moria] nOrc to draw 2 cards. 
FR 198. through 313M517 MOUfiiI‘IS U 1 
Condition. Search. To play, exert a [Moria] minion. Plays to 
your support area. Each time the fellowship moves to site 4. 
5.0r6andcontainsaDwarlorEIf,theFreePeoplesplayer 
discards 2 cards at random from hand. 
MM 71. row You 11 Ne U 0 
Condition. To play. spot a [Moria] Orc. Plays on a Hobbit oom- 
panion. Bearer may be exerted only by Shadow cards 
FR 199. fi‘rfiii's Keywa afi R 5 
Minion - Orc. Cave Troll of Maria's twilight cost“ rs -2. 8/3/4 
MM 2?: HOUSE Mou fifiins U U 
Event Shadow: Exert a [Moria] minion and spot X burdens to 
add [X] (limit ?ve). 

.. FR m. Ufiimllfir W E U 
Event Skinnish: Make a [Moria] Orc strength +2 (or +4 if skir- 
mishing an archer). 
MM 73. OWa . Keeper R 4 

Unique Minion ' Creature. Damage +1. While you can spot 
Watcher in the Water. discard all other minions (excepttenta- 
cles). Tentacles are strength +2 and damage +1. This minion 
mailnotbearpossessionsandisdiscardedifnotatamarsh. 

4 
FREEWIEISTHENWWIW U 2 
Condition. Search. To play, exert a [Moria] Orc. Plays to your 
support area While the fellowship is at site 5 or higher. each 
companions twilight cost is +2. 

4. 0 D litany S R 1 
Unique Artifact e Hand Weapon. Bearer must be The Balrog. 
Skirmish: Exert The Balrog to discard a helm. shield, or armor 
borne by a character The Balrog is skinnishing. +1l— 

r n e  

FR E. iii BEBE WEE U 6 
Event Response: It a Nazgr‘rl is about to take a wound, prevent 
that wound. 
FR w ill Veiis Removed R 1 
Event Skirmish: Make a Nazgiil strength +2 (or +5 it the Ring- 
bearer wears The One Ring). 
FR lsF R 5 
Event Maneuver ExertaiiazgfiltodismrdafieePeoplee 
possession orFreePeoples condition. Ifyoucanspotno such 
gamma an ally or companion (except the Ring-bearer) 
r . 
FR205. on en] R 1 
Condrbon SearchPIaystoyour support area.Atthe begin- 
ringefeachofyourShadowpimes,drawleard.Attheend 
myocliadowpimmnaNanlordiscerdmis 

MM 75. Olill Femv. swaruw 5118831119 
Fellow R 2 
Unique Minion - Man. Nazglil are not roaming. Tire Free 
Peoplesplayermaynotasslgnacharactertoskirmish Bill 
Fenry. Docerd Bill Femy when underground. 4/1/2 
W U 1 
Condition. Plays to your support area Skinnish: Transfer this 
condition from your suppon area to a character skinnishing a 
Nanl. Burdens and wounds may not be moved from bear- 

W R 1 
Possession Mount Bearer must be a Nazglll. While at a 
plains site. bearer is strength +2. Dreeerd this possession 
when at an underground site. +2/- 
FR 209. 51535 Tip U 0 
Condition. Plays to your support area. Response: If your 
Nazglll wins a skirmish, transfer this condition from your sup 
port area to the losing character. Limit 1 per character. Wound 
beareratthestartoteachfellowship phase. (ltbeareristhe 
Ring-bearer, add a burden instead.) 
FR 210. DaFiE Wfii§pers R 0 
Event Skirmish: Spot 3 burdens to make a Nazglll strength +1 
anddanrage+1, orspot6burdenstomakeailazg0lstrength 
+3 and damage +.2 
FR211.DrawntioEPower U 2 
Condtion. Plays to your support area. Each time a Nanl kills 
a companion in a sldnnish add a burden. 
FR fie. Fear 
Event Search. Maneuver Exert your Nazgflltodrseardanally 
FR 213. Frozen Ev Ear U 1 
EventSkinnish: Makeaiiazpfllstrength+2(or+3iltheRing- 
bearerisassignedtoaskinnishthathasnot resolved). 
RE81.Caces R 1 
Condition. To play. spot a Nazglll. Plays to your support 
arceEach time a [Ringwraith] card adds a burden, the Free 
Peoples player must exert a companion. 
MM 76. HEIBIE U 0 
Condtion. To play. spot Frodo and a thzglll. Plays on Sam. 
Sam's game text does not apply. 
MM 77. Hi5 ’Te—rrifiifi Sen/3% R 2 
Condtion. Plays to your support area Response: It a twilight 
Nazglil isabouttotakeawound. remove [1]toprerentthat 
wound. 
FR 214. In ffie Ringwraifli’s Waite R 0 
Event Response: If a Nazgtrl wins a skinnish, the Free 
Peoplesplayerchoosesto eitherexerttheRing—beareroradd 
a burden. 
MM 78. W8 U 
Event Maneuver Spot a twilight Nazgfll to add a burden. 
FR 216. Morgul ems R 1 
PossessionefiandWeapon.BearermustbeaNazglll.This 
weaponmaybebomelnadditiontol othertrandweapon. 
Skinnish: Discard this possession to transfer Blade Tip from 
yoursupport area or discard pile to a companion bearer is 
sldrmishing. +1l- 
FR 217. Morgui We 
EventShadow. PIayaNazgirl. Histwillghtoostis-2. 
FR 218. Nazg Swo 1 
Pomsion- HandWeapon. Bearermustbeailamtlt. While 
youcenspota burdens, bearerisdamage+1+2/- 
RE 82. News a MWr U 1  
Event Skinnish: Spot an [Isengardi minion to make a Nazgill 
damagerl 
FR m NE Ea§ii7 W U 1 
Condition. Plays to your support area Maneuver or Skinnish: 
Remove rto heal a Nazgul. 
FR 222. s m U 1 
Condition. Search. To play. spot a Nazgt‘rl. Plays to your sup- 
portareaShadow Removertoreplacethelellowshlplssite 
with your version of the same site. 
m Charge U 0 
Event. Maneuver. Exert a Nazgr‘rl to wound every archer com- 
panion. 
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7 . time Uiair? Enquen wins a , 
.girirmish. you may exert him to wound .. 

._ the Ring imam once (or twice it'you 
spot 5 htrnicm). 
In (car wirrtz‘lirrm i-rrmrJ [war and main! - / 

MM 79. Resistance Becomes Unbearable 
U 1 

Event. Maneuver: Exert a twilight Nazgfll to exert the Ring- 
bearer. if the Ring-bearer is then exhausted, he puts on The 
One Ring until the regroup phase. 
FR 224. Return to Its M—a—sfi R 0 
Event Response: litheRing-bearerwearsTheOneRingat 
the end of a skinnlsh phase, cancel all remaining assignnwrrts 
and assign a Nazgirl to skirmish the Ring-bearer, Tire One 
Ring's game text does not apply during this skirmish. 
MM 80. en Dum R 2 
Event Maneuve: ExertTheWrtch—kingtodiscardataleor 
weapon. 
FR 225. 0 m  a Mines Morgui U 2 
Possession- Hand Weapon. Bearer must be Ulaire Lemenya 
Heisdamage +1. Skinnish: Exert Ulaire Lernenyatodisearda 
possession borne by a character he rs skinnishing. +2}- 
FR 215. Th? mafia—rs WI U 1 
Event Search. Shadow. SpotXNazglrlto revealthetopX 
cards 01 your draw deck Take into your hand all [Ringwraith] 
cards revealed and discard the rest 
FR 219. Tfie Nine Servai‘flS a Sauron U 1 
Condition. Search Playsto your support area Each timeyou 
playaNazglrl you mayexertaHobbit(excepttheRlng-bearer). 
FR . 0  Pa R 
Possession - Hand Weapon. Bearer must be The WItting. 
He is darrrage +1. Response: It Tire Witch-king wins a skir- 
mish, exert him to discard a Free Peoples condition. +3/ 
RE E. OTi't—e Ring Draws m U 2 
Condition. Plays to your support area Each time the fellow- 
shipmoves.add [1]foreach burdenyoucanspotAttireend 
oteachotyourShadowphases.exertaNazgiilordiseardthis 
condition. 
FR E. fie Wiifiifi W R 5 
Event Response: ltRing-bearerputsonTireOneRing,exena 
Nazgtll to add 2 burdens. 
FR m 0m WEE-Ring. m 6? minor 

R 8 
Minion - Naagtil. fierce. For each other Nazgcl you can spot. 
Tire Wrtch-idng is strength +2.14/4/3 

M85.’ ' "DJ-0 
Nazgct R 8 
Unique Minion - Naagr‘rl. Twilight. Return to Its Master may 
notbeplayed. EachtimeiheWrtch—ldngwinsaskirmish.you 
may exert him to wound the Ring-bearer twice. 14/4/3 
FR 226. r Power Is it Tenor U 
Event Maneuver. Exert a Nazgtll to wound nget/cry ally. 
MM 81. av F n  U 1 
Event Maneuver: Exert 2 Nanl and spot X burdens to exert 
X companions. 
RE 84. Never HU I19 YO: 2 

Event. Maneuver. Spot a Nazgr‘rl to reveal a card at random 
trom the Free Peoples player’s hand. Exerla companion bear- 
ingarangedweaponXtimes,whereXistIietvrilightcostot 
the card revealed. 
FR 2211555533 3 Wow U 1 
Event Skinnish: Make a Nazgill strengthw +2 (or +4 if you spot 
5 burdens). 
RE85.TooGfifamm5i§ R 0 
Event. Maneuver: Spot a Nazglll to wound Gandalftwice. Tire 
Free Peoples player may discard 2 [Cordell] cards trom hand 
to prevent this. 
FR 229. OUIaiFE Afifia, Keeper a Doi 
Guldur , R 6 
Minion - Nanl. Frerce. Skirmish: Remove / to make Ulaire 
Attéa strength +1 (limit +5). 12/313 
MM 82. 0U A Ea ng U 6 
Unique Minion Nazgr‘rl. Twilight When you play Ulaire Attea. 
you may wound an ally. 12/3/3 
FR 230. 0U Ca . Do 
Culdur R 5  
Minion Nazglil. fierce. Skinnish: ExertUlairéCanteatodis 
cardaweaponbonrebyacharacterheisskirmisiring 10/3/3 
W W  

‘ 3  

Momul U 6 
Minion - Nazglit fierce. Manernrec Spots (or5 
burdens) and exert Ulaire Enquea to wound a companion 
(except the Ringbearer). 1114/3 
MM 83. OUEIFU EMU-55. Ringwraiifi ifi 
tilght , U 5 
Unique Minion . Nazgtll. Twilight Each tlnre Ulaire Enquea 
wins a skirmish. you may exert him to wound the ' 
once (or twice ilyou spot 5 burdens). 11/4/3 
FR 232. 0U Lernen . 
Morgul U 4 
Minion - Nazgtll. Each companion or ally who bears a 
[Ringwraith] condition is strength -2. 9/2/3 
FR233. eUa Ne a. Leu na 
MOI'QUI U 5 
Minion - Nanl. fierce. Shadow Exert Ulaire Neiya aid spot 
an opponents site to replace it with your site olthe some 
number. 10/3/2 
MM 84. OD N . 
TWII ht R 5 
Unique Minion - Hamill. Twilight Whileyou can spot 2 bur- 
dens or 2 wounds on the Ring-bearer. Ulaire Help ism 
and damage +1. 10/3/2 
FR 234. OUEIFE NW5. Messenger Uf III—oi 
Culdur , U 4 
Minion - Nazglil. When you play Ulaire Nertea. for each corn- 
panion over 4. you may play 1 minion from your discard pile. 

Minion - Nazgcl. Shadow: Exert Ulaire Ostéa to make a 
[Ringwraith] minion fierce. 9/3/3 
RE . 0U . now it 

, U 4 
Minion - Naagill. Twilight Each time Ulaire Otséa wins a skir- 
mish.you mayexerthimtotranslerBIadeliptromyoursup- 
port area to the Ring-bearer. 9/3/3 
FR . 0 , Messenger 
MOI’QUI R B 
Minion Nazgill. fierce. Assignment Spot4 burdepstoaestgn 
aoi‘eogpanion (except the Rirrgbearer) to skinnish Ulaire 

12/3/3 
MM K Wraiffi- wane 
Event Skinnish: Spot a twilight Nazgill and the Ring-bearer1 
wearing The One Ring to add 3 burdens. 
FR 238. Wreafifi in 555361" U U 
Condition. To play spot a Nazgiil. Plays to your supportarea 
Archery: Remove (1] to make the fellowship archerytotal -1. 

FR2511Rfi/tvallstlfflé U 3 
Event Search. Maneuver. Spot a [Sauron] Orc and 6 compan- 
ions to wound a companion (except the Ring-bearer). Do this 
once for each companion over 5. 
FR 235.5iifi10ugifi Won if U 2 
Event SearchManeuver. Spota[Sauron]OrcandScompan- 
ionstomaketheFreePeoplesplayerexertacompanionfor 
eachcompanionover4. 
FR . Ba 
Minion - Orc. Response: If this minion wins a skirmish 
remove [2]tomaketheFree Peoplesplayerdiseardacardat 
random from hand. 12/3/6 
FR 241. Curse From M6765 U 5 
Event Shadow: Spot a [Sauron] Orc to discard an [Elven] 
condition. 
FR243. Despair R 2 
Event Maneuver. Itthetotal numberofburdensandcompm— 
ionsinthedeadpileisatleastlZSpota[Sauron]Orctocor- 
nrptlheRing-bearer. 
FR 244. Despe nse 

Condition. To play. exert a [Sauron] Orc. Plays on a compan- 
ion. Each time bearer is assigned to a skirmish. the Free 
Peoples player chooses to either discard 3 cards from hand or 
add a burden. 
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FR 245. Desperate Measures R 2 
Event. Maneuver: Spot a [Sauron] Drc and remove a burden 
to make the Free Peoples player discard top 5 cards from his 
draw deck. 
FR 246. EMufing Evil R 0 
Event. Skirmish: Spot X burdens to make a character skir- 
mishing a [Sauron] Orc strength -X 
FR 257. Enheartefi Foe R 5 
Event Response: li a [Sauron] Orc wins a skirmish. make that 
Orr: fierce until the regroup phase. 
FR 248. Forces M 
Event Shadow: Spot X [Sauron] minions to add [X]. 
RE 88. E 5?? ffie Wt U 0  
Event Search. Shadow. Spot a [Sauron] minion and a Naagtll 
to makethe Free Peoples playerdiscardacardtromthe topof 
his or her deck for each burden you can spot. 
RE 89. Gleaming in W Snow U 0  
Event Regroup: Exert a [Sauron] 0n: and spot a [Gortdoru] 
companion to add a burden. 
FR m Gléamlng fires fill CrumElE U 1 
Condition. Plays to your support area. Each [Sauron] Orc skir- 
mishing a [Gender] character is strength +2. Discard this con- 
dition it your [Sauron] Oic loses a skinnish. 
RE 90. Ha Sauron C 0 
Event Maneuven Exen a [Sauron] minion to make the Free 
Peoples player discard a card at random from his or her hand. 
FR 250. Hit—e R 0 
Event Maneuven Exert a [Sauron] tire to wound a companion 
(except the Ring-bearer). 
RE 91. H s C a Ma 1 
Condition. Plays to your support area. Regroup: Exert a 
[Sauron] minion to make the Free Peoples player discard the 
inpmriltrom hisorherdrawdeclt 
FR 253. Journey IE Danger R 0 
Condition. Search. To play. exert a [Sauron] 0m. Plays to your 
support area. While you can spot 5 companions. each com- 
panion’s twilight cost is +2. 
RE 92. Massing In BE Ea§f U 1 
Event Regroup: Exert a [Sauron] minion to d r d  a card 
from the top of the Free Peoples player's draw deckfor each 
ottheseracesycucanspotinthetellwishipznwarlflt. Man. 
and Ward. 
MM 88. Memory 3 Many Tfilngs C 2  
Event Maneuver Exert a [Sauron] Orc to discard an ally (cor 2 
[Elven] allies). 
FR 32. MEEOI' Enraga R 5 
Condition. Plays on a [Sauron] minion. Shadow: Exert bearer 
to add [1] for each archer companion. 
FR 255. Mfiaor's W C 1 
Event. Skinnish: Exert a [Sauron] Orc to wound a character he 
is skirmishing. 
FR 256. Morgui Hunfi R 5 
Minion - Orc. For each companion you can spot. this minion is 
strength +1. 914/6 
FR 257. Morgu ul Slam U 3  
Minion - Orc. Maneuver. Remove « to exert a Hobbit (except 
the Ring-bearer). 91316 
FR 258. Morgul Slaliier U 2 
Minion - Orc. When you play this minion. you may shuffle up 
wfimwraith] cards from your discard pile into your draw 

7 
RE . Morgu yer R 2 
Minion . Orc. Regroup: Exert this minion to wound a compan- 
ion (except the Ring-bearer). 7/216 

R 259. oMorgu Wa R 3 
Minion - Orc. For each other [Sauron] Orc you can spot. 
Morgul Warden is strength +1. 913i?) 
FR 261. Drc Am5usfier C 1 
Minion - Ore. Tracker. The roaming penalty for each [Sauron] 
minion you play is —1. Response: if a Free Peoples regroup 
mntlsplayed,exertthisminiontocanoelthatevent.51216 
FR 262. Orc Mas—sin U 2 
Minion - Ore. Tracker. The roaming penalty for each [Sauron] 
minion you play is -1. Assignment: Spot 2 Hobbit companions . 
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to maketlieFreePeoplesphyerassignaHobblt‘tosldmiish 
this minion. 6/216 
FR 263. Orc Banner R 1 
Condition. Plays to your support area. Each time a [Sauron] 
Orr: wins a skirmish. each [Sauron] 0n: is strength +1 until 
the regroup phase. 
FR 264. Orc Bowmen R 3 
Condition. Plays to your support area. While you can spot a 
[Sauron] Orc. add 1 to the minion archery total. 
RE 94. Orr: BEEhir C 2 
Minion - Orc. For each [Sauron] condition you ran spot. this 
minion is strength +1. 6/216 
FR 265. are Butchery R 0 
Event. Response: If a companion is killed by a [Sauron] 0m. 
the Free Peoples player must discard 3 cardsfrom the top of 
his draw deck for each card in the dead pile. 
FR 266. Orc Cfii'e—Ftiln C 2 
Minion . Ore. When you play a weapon on this minion. add 
[2] (limit once per turn). 71216 
RE 95. Orc Guafi C 1 
Minion - Orc. Maneuver. Exert this minion and discard your 
[Sauron] condition to discard a Free Peoplescondition. 51216 
FR . Orc I-lu U 3 
Minion 0 Orc. Skinnish: Exert this minion to wound a charac- 
ter he is skinnishing. 91216 
FR m Orc Inquisifir C 3 
Minion - Ore. When you play this minion. you may make the 
Free Peoples player discard a card at randomfrom hand. 
91316 
RE §€ OI'C Fliiéger U 4 
Minion'0Ic. Foreach Free Peoplesmrdbomebyacharacter 
this minion is skirmishing. that character is strength -1. 101316 
FR 269. Orc fimlfir C 1 
Possession - Hand Weapon. Bearer must be a [Sauron] Orc. 
Skinnish: Remove [1] to make bearer strength +1 (limit +3). 
+21- 
MM 89. Orc m C 2 
Minion - Orc. Tracker. The roaming penalty for each [Sauron] 
minionyou playis-1. Responselfaneventisplayedthat 
spotsorexertsa ranger. exertordiscardthis miniontocancel 
that event. 612/6 
FR 1%. Orc Scofiflng Bafia U 3 
Minion - Orc. Tracker. The roaming penalty for each [Sauron] 
minion you play is -t. Skirmish: Exert this minion to wound a 
character it is skinnishing. 81216 
RE 97. Orc Slayer U 1 
Minion - Orc. Regroup: Exert this minion to wound a compan- 
ion (except the Ring-bearer). 512/6 
FR 271. On: m C 2 
Minion - Orc. Skinnish: Exert this minion to wound a sham 
ter he is skinnishing. 71216 
RE 98. Orc Swo man 3 
Minion - Orc. While this minion bears a weapon, he is 
shength +2. 913/6 
MM 90. Orc Taslfifi C 3 
Minion - Orc. Shadow: Exert this minion to add [1]. 81316 
RE 99. Orc Trooper R 
Minion - Ore. For won card in your hand. this minion is 
strength +1. 71316 
RE 1 . On: n U 4 
Minion - Ore. Skirmish: Discard your [Sauron] condition to 
make a character skinnlshing this minion strength -1. 1013/6 
FR 71: Orc War Bafi R 4 
Minion - Orc. Skirmish: Exert this minion to wound a charac- 
ter it is skirmishing. 101216 _ 
RE 101. Orc Wafiior C 3 
Minion . Orc. Maneuver: Exert this minion aixi discard your 
[Sauron] condition to make the Free Peoples player discard 
thetop2cardstrom his orherdrawdeclt9/316 

oOur V16 l1 R 1 
Condition. To play. exert a [Sauron] minion. Plays to your sup- 
port area.Each time the fellowship moves. add [1] for each ally 
you can spot. 
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FR 274. Sauron's Defenses U 1 
Condition. To play. exert a [Sauron] Ore. Plays to your support 
area. While there are 3 or more companions in the dead pile. 
the move limit for this turn is -1 (to a minimum of 1). 
FR 275. Seeiflng if Til—Ways U 1 
Condition. Search. Plays to your support area Response: it a 
stealtheventisplayed.exerta[$aurcn]trackertomncelthat 

FR 9 R 1 
Condition. Plays to your support area. Shadorc Exerta 
[Sauron] Orc and remove [21 to draw a card. 
FR 277. Sfifiow's Reacfi C 1 
Event Shadow. Exert a [Sauron] 0m to discard a Free Peoples 
condition. 
MM . 50 em C 0 
Event Response: lithe Ring—bearerputsonTheOneRlng, 
mgéslgilr‘cn] miniontomaketheFreePeoplesplayerdis- 

MM fi. file:— a Mfifir U 1 
Condition. Search. To play. spot a [Sauron] Orc. Plays to your 
support area Each time the tellowship moves during the 
regroupphase.you maydrawaurd (or2cardsiiyouspota 
[Sauron] tracker). 
FR 2%. W Born 3 Fear C 1 
Condition. Plays to your support area. Skirmish: Remove to 
make a [Sauron] Orc strength +1. 
RE103.fii5|easfifiDawn R 0 
Event. Maneuver Spot a [Sauron] minion to wound Caladriel 
3 timfies. The Free Peoples player may discard 2 Elves to pre- 
vent Is. 
R587. Da Lo noes C 2 
Event Regrousxerta[Sauron]miniontorevealacerdat 
randomfromthe Free Peoples player's hand. ThatpLayernxist 
discarcardsfromhand. whereXisthetwilightcostofthe 
cardrevealed. 
FR Da 1.0 's Summons U 1 
Condition. Search. To play, spot a [Sauron] Orc. Plays to your 
support area. Shadow. Remove to reveal the top card of your 
drawdecit liitisa[Sauron] card,fakeitintohand. 
Otherwise. dismrditandcneothermrdtromhand. 
MM W. TIE Eye 525a U 1 
Event Shadow. Exert a [Saurcn10rc and spot X burdens to 
draw X cards (limit 5) 
FR 232. Th—e lfiFslfifilé Wait-w R 2 
Condition. To play, exert a [Sauron] Orc. Plays to your support 
area Ityoumnspot5burdensandtheFreehoplesplayer 
ltas no cards“ in his or her draw deck. the Ring-bearer Is cor- 
rupted. Sauron Culture [Sauron] Ringwiaith Culture 
[Ringwraith] 
FR 260. Num M Be Few U 2 
Condition. Search. Plays to your support area While you can 
spot 7 companions. the move limit for this turn is -1 (to a 
minimum 01 1). 
FR 273. TIER Ring's Opmslon C 3 
Event. Response: if a [Sauron] Orc kills a companion. add 1 
burden (or 3 if the Ringbearer wears The One Ring). 
FR 282. Tfie WEEK Efa aLegacy R 2 
Condition. To play. exert a [Sauron] 0m. Plays on Aragorn. - 
11- 
FR 279. Ofiln afi WEE R 0 
Condition. To play. exert a [Sauron] Orc. Plays on the Ring- 
bearer. Add a burmn at the end of each tum during which 
bearervirasnotassignedtoasldnnishmndancthercompan- 
ion was . 
MM 93. OTower AssaEin R 4 
Unique Minion - Orc. Maneuver. Exert Tower Assassin to 
wound an ally. 1113/6 
FR 280. ~Tower U 4 
Minion - Ore. Each time this minion wins a skinnish. the Free 
Peoples player discards 2 cards at random from hand 1013/6 
RE 104. Tower Ba r R 1 
Condition. To play, exert a [Sauron] minion. Plays to your sup- 
port area.Each time the fellowship moves, the Free Peoples 
player must discard a card from hand. 
FR281.Ufi§fifimlaye C 0 
Condition. Search. To play.exerta[Sauron] tracltecPlaystc 
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yoursupportarea. Eachtlmethetellowshipmoves. theFree 
Peoples player must mrt a conpanion. 
MM 94. WW I Come R 0 
Condition. To play. exert a [Sauron] Orc. Plays on the Ring- 
bearer. Each time the Free Peoples player draws a card (or 
takes a card into hand) during the fellowship phase. add a 
burden. 
MM 95. VIE M363 C 1 
Possession - Hand Weapon. Bearer must be a [Sauron] Orc 
Bearer is strength +2 while skirmishing a Man or Ell. +21- 
RE 105. wfiy Sit—dilanT I Keep M? R 0 
Event. Maneuver Spot a [Sauron] minion to discard Bilbo. 
The Free Peoples player may discard 2 Free Peoples condi- 
tions to prevent this. 
FR 283. You Bfing Great WI C 1 
Condition. To play. spot a [Sauron] Orc. Plays on a companion 
(except an Eli). While at a sanctuary, bearer cannot heal. 

W112. A Promise R 0 
Condition. Plays to your support area. While you can spot 
Frcdo and Sam and neither is exhausted, each is strength +1. 
FR 316. 0A Tafint far NM '83a Seen U 0 
Condition. Stealth. To play. exert a Hobbit Plays to your sup- 
port area. Each time the fellowship moves. spot 2 Hobbit 
companions to make the shadow number -1 (or spot 4 to 
make it 2). 
ER 284. 0 8399 ns. 

2 
Ally - Home 3 o Hobbit Fellowship: Exert Bilbo to shuffle a 
[Shire] card from your discard pile into your draw deck 213 

5. 0 3899 ns. en 
it U 2 

Unique Ally - Home 1 - Hobbit Fellowship: Exert Bilbo and 
discerdataleto discardaShadowconditionfromanoppo- 
nent’s support area. 213 
FR 285. 0 U 1 
Possession - Pipe. Bearer must be a Hobbit Fellowship: 
Discarda pipeweed possessionandspotXpipestnshuflleX 
tales from your discard pile into your draw deck 
RE 106. - Pony 0 
Possession. Bearer must be a Hobbit companion. The Shadow 
numberoleachsiteis-1.Discard Billthe Ponywhenatan 
underground site. 
FR 286. Bounder C 1  
Ally- Home 2 Hobbit Skinnistt Exert this ally to prevent a 
Hobbit from being overwhelmed unless that Hobbit’s sherigth 
is tripled. 212 
MM 97. Conso n9 za 5 R 0 
Condition. Tale. Bearer must be Bilbo. Bilbo may not take 
wounds (except during the archery phase). Fellowship or 
Regroup: Exert Bilbo or discard this condition to remove [1]. 
MM 98. Dear Ffiénas U 0 
Event Fellowship: Exert a companion to place a Free Peoples 
card from your discard pile beneath your draw deck (or 2 Free 
Peoples cards it that companion has the Prado signet). 
MM 99. r Mov C 0 
Event Stealth. Regroup: Spot 2 Hobbits to make each site’s 
Shadow number -2 until the end of the turn. 
FR 287. o nary C 0 
Event Response: litheRing-bearerisabouttoheal.remoiea 
burden instead. 
FR E. ~Farrner Maggi. clfiser E 
Rascals R 1  
Ally- Hornet Hobbit Fellowship: ExertFamier Maggotto 
heal Meny or Pippin. 213 
MM 1E. Feaf'lng ffie W052 R 0 
Condition. Stealth. To play. exert 2 Hobbits. Playsand to your sup- 
portarea. Thetwilightcostoteachsearchmrdand each 
tracker 18 +2. 
MM 101. oFlliW W WW Rascal C 1 
Unique Ally- Home 1 Hobbit. Skirmish. Exert a Hobbit com- 
plaznion twice to camel a fierce skinnish invohiing that Hobbit 

FR .-F o, 's r R 
Companion . Hobbit Ring-bearer (resistance 10). Attire start 
ofeachotyourtums.youmayhealaHobbitally.3/4IG 
MM102.-Fro o.Reu n A ve re; 

Unique Companion - Hobbit Ring-bearer (resistance 10). The 
costoleachartifact.possession.and[6hire]faleplayedon 
Frodois-t.314/A 
FR .OF o.Son Drogo 
Companion - Hobbit Ringbearer (resistance 10). Fellowship: 
ExertanothercompanionwhohastheFrodosignettoheal 
Frodo.3/4/F 
RE1 . -F 0's pa 1 
Possession-Pipe. Bearer mustbeFrodo. Fellowshipzniscard 
apipeweedpossessionandspotXpipestohealacompmion 
withtheFrodosignetXtimes. 
RE1OB.F ngPan C 0 
Possession-HandWeapon.Bearermustbeallobbit 
Skinnis/h: Exert bearertowound an Orc he crshe is skinnish- 
ing.+ - 
FR293.Ha ng 
EventSkinnistxertaHobbittornakehimstrengthw. 
FR294.H0 
EventHlowshipzAddmtohealaHobbitcompanionX 

mes. 



FR295. HobbitFanner C 1 
Aliy- Home1 HobbitWhiieyoucenspotyoursitel. this 
allyhasthegametextofthatsite. Exertthis Fellowship 

spotopponent'ssite1toreplaceilwithyoursiie1.2l2 
l 

EventSteallh.Slormish:Atsites1to4.earicelasldnnish 
irgvoivingaHobbitAtanyothersitemakeaHobbitstrength 

1 

FR297.H555ifPaRVUW C 1 
Ally-Home1-HobbitAtthestartofeachofyourtums.hed 
tlrisally. Fellowship: Exert this allytohealanotherHobbitally 
whosehomeissite1.2/2 
FRKHEEEEEEE C 1 
Event Stealth. Skirmish: Atsitest to 5. cancelaskirmish 
involvingaHobbitAtarryotlrersite.makeaHobbitstrength 
+2. 
“ 2 9 9 % m  C 1 
Possession~HandWeapon.BearermustbeaHobbit+2/— 

1 . H  Sw - y U 0  
EvohMamuexedaHobbhbeafimawmmhwounda 
minion. Thatminion‘s ownermayremove[3]topreventthis. 
FR .Lorrg C 1  
Possession.Pipeweed.PlaystoyoursupportareaWhenyou 
mmispossessionyoumaydiscarduptonerdsfrom 

. W W W  
Relativeoffilbo U 1 
Ally-Home1-HobbitFeilowshipzlfthetwiiightpoolhas 
fewerthan3twilighttokens.add[2]toreveaithetop3esrds 
ofyourdrawdeckTake all [Shirelcardsrevededintohand 
anddiscardtherest.2/2 
RE1 .Mea Be ne C 1 
Event Fellowship: Spot a Hobbit companion (except the Ring- 
bearer)torevealacardatrandomfromanopponent‘shand. 
Remove[X],whereXisthetwilightcostofthewdreveaied. 

110. 0 Bra MOW Dankce: 

Ally-Homef-Hobbit Response: tfaburdenisabouttobe 
addedbyaShadowcard. exert Melilottopieventthatburden. 
2/2 

OMerry. F m R 1 
Companion-HobbitSldrmish: lfMerryisnotwsignedtoa 
sldrmish,exerthimtwicetoaddhisstrengthtoanothercom- 
panion. 3/4/F 
FR 303. OMeerry. From U'erfli'e' 
Brandywine C 1 
Comparion-Hobbit While Menybearsaweapon, frets 
strength +2.3/ 
MM 1W. Merry. HWME C 1 
Unique Companion - Hobbit Fellowship: Exert Many to play 
Farmer Maggot from your draw deck 3/4/6 
MM 1 . 0M R 
Unique Artifact - Armor. Bearer must be Frodo. The minion 
archery total is -1. Each minion skirmishing Frodo does not 
gainstrerrgth bonusesfromweaponsandiosesalldarnage 
bonuses. 
MM1 .lli elm on U 1 
Condition. Stealth. Plays to yoursupportarea Responsezifa 
Hobbitisabouttotakeawound.discerdthisconditiontopre— 
venttiratwound. 
FRWfiBEléifififlUn—s C 0 
EventSkinnish:Exertacompanion(exceptaHobbit)tomake 
aHobbitstrength+3 
MM1 . N  Fea n U 1  
Condition. To play, spot2Hobbits. Playstoyour supportarea 
Eachiiazgill is strength -4. Discard this condition duringtire 
EDMON- 

M 1  00E 10 1 R 1  
UniqueCoIrdition. Tale. BearermustbetheRi . 
Skinnisir: Discard this condition to takeofiIheOneRing orto 
camel a skinnish involving the Ring-bearer and a iiazgill. +1/- 
RE111.filaNoalies.Puweyoraimc 1 

Ally-HomeioHobbitEachtimeaShadowcerrlnrakesyou 
diseardamrdhomhandyoumayalsodiseardaminionor 
Shadowcondition.1 
WEB—155v c 1 
Pomm Pipeweed. PlaystoyoursupportaieaWhenyou 
playthispossession ycumaydrawacard. 
MM 1E. Ore-Bane R 0 
Event Maneuver. SpotStingorGlamdringandexertitsbearer 
X times to wound X Ores or X Uruk-lrai. 
FR i3. OFIppln, FREE 5 m C 1 
Companion - Hobbit. Your opponent may not discard your 
[Shire] tales from play. 3/4/F 
FR W. OFippln. HoEEiE 6F Some 
intelligence R 1 
Companion-HobbitWhenyouplayPippin,rernoveaburden 
or wound from a companion. 3/4/6 
FR3m. PowermngEHirIWR 0 

Event Sldnnish: Add 1 burden to wound each minion skir- 
mishing the Ring-bearer. 
FM 111. Prafiicall? Everyone Was 
invited U 0 
m Fellowship: Exert Bilbo to play a Hobbit horn your draw 

M 113.0 R 2 
.PlaystoyoursupportareaEach 

FR 309. -Rosie Cocoon. Hobbiton Lass U 1 
Ally-Horne1-HobbitSamisstrength+1.Fellowship:Exert 
Rosie to heal Sam. 1/2 

0. 05am, Fa ompan R 2 
Comparion - Hobbit Fellowship: Play Bill the Pony from your 
draw deck Response: if Frodo dies. make Sam the Ring-bear- 
er (resistance 5). 3/4/F 
MM 114. 05am. Proper FER C 2 
Unique Companion - Hobbit. Maneuver. Exert Sam twice to 
make him defender +1 until the regroup phase. Response: If 
Frodo dies. make Sam the Ring-bearer (resistance 5). 314/6 
FR 311. 05am. son W Ham C 2 
Companion - Hobbit Fellowship: Exert Sam to remove a bur- 
den. Response: 11 Frodo dies. make Sam the Rimbaarer 
(resistance 5). 3/4/A 
RE 112. W and HIE C 1 
Event Stealth Skirmish: Spot 2 [Shire] companions to make a 
minion lose all danragebon 
FR 31?: W W Wing C 0 
Event Fellowship: Exert a Hobbit companion to remove a bur- 
den. 
FR 313. -§flng R 1 
Possessiorr-HandWeapon. BearermustbeFiodo. Fellowship 
orRegroup:ExertFiodotoreveslanopporwnt’s . 
Remove [1] for each Crc revealed (limit [4]). +2!- 
FR 314. R 2 
Condition. Tale. To play. spot Bilbo. Plays on any character. 
Limit 1 per character. Each time bearer skirmishes a Troll or 
Uruk-hai. bearer is strength +3 
FR 315. a 
Event Maneuver or Skirmish: Heal a Hobbit 
FRfiJTlfic—afiESamEFEUfi R 1 
Ally-Home1-HobbitFellowshisxertThe6aitertolred 
FrodoorSam.2/2 
FRm-TIfiWFlpe U 1 
Possession-PipeBearermustbeaHobbitFeilowship: 
filmmapipewwdpossessionandspotXpipestoremove 

RE 113. re Cou R 1 
Condition. To play, spot 2 [Shire] companions. Plays to your 
supportaieaEachtimeyou removeaburderr (mptbya 
Hobbit“sgametext).you mayhealacompanion. 
FR 317. 0 3 Ana n 1 
Condition. Tale. Bearer must be a Hobbit companion. 
Maneuver. Discard thisconditiontomakeetobbitcom- 
panion strength +2 until the regroup phase. 
RE 114. T'firee Monstrous fills? C U 
Condih'on. Tale. Plays to your support area Response: if a 
Shadowcerd isabouttoaddanynumberoftwilighttokens. 
exert a Hobbit ally to prevent this. 
FR 318. 75% Map R 0 
Possession Plays to your support area. Feliowshipcr 
Regroup: Exert a Hobbit to play the fellowships next site 
(replacing opponent's site if necessary). 
MM 110. 0m C 1 
Unique Companion - Hobbit. Fellowship: Play Garrdalf or 
Aiagom; his twilight cost is -2. 3I4IA 

FR 319. Bag Em U 
Fellowship: Exert a Hobbit to play The Gaffer from your draw 
deck. Site1 
FR 320. East Road 
Eachcompanion's twilightcostis+2. Site1 
FR 3?. Farmer M W  FEES U 
Him/ship: ExertaHolrbittopiayMenyorPippinfromyour 
drawmk Site 
FR 3 reenoragon Inn 
Fellowship: Exert a Hobbit to play Sam from your draw deck 
Site1 
FR 323. reen H 
The twilight cost of each Hobbit is -1. Site 1 
MM 115. HobFiton Party Field U 
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Fellowship: Exert a Hobbit to play Bilbo from your draw deck. Site 

MM 116. Hofibifin WW5 
Forest. Fellowship: Exert a Hobbit to play your site 2 (replacing 
opponent'ssiteif necessary). Site1. 
FR 325. §filre m Falfi U 
Fellowship: SpotGandaiftoplayGandalf'sCarttromyour 
drawdeck.Srte 
FR 324. ifi1 Pranélng Pony U 
Fellowship: Add a burden to play Aragorn from your new 
deck Site1 
MM 117.1'own 
Feilowship:Playa[Shiie]allytodrawaeard. Site1. 
FR326. m a i n  C 
Fellowship: ExertaHobbiltoplayacompanfonorallyihat 
character’stwilightcostis-1.Site1 
FR327.BreeW U 2 
migwucanspotarangenthemweiimitisnforlhismm 

FR32§.Bree m U 1 
ThezroarnsneingpenaltyforeachhazgfllywplaytoBreeStreets 

F1835. m a m  U 1 
ForestSteallheventsmaynotbepiayed.Site2 
FR . Ferry 1 
River. While only Hobbitsareinthefdlowshitereareno 
assignmentandsldnnishphasesatflucideberry Ferry.Site2 
FR331.Fffimoors C 2 
Plains. Skirmish: Exertacompanion orminiontomakethat 
cltaracterstrengtll+2. Site2 
FR332MlU§ew5fiMa Fs’lfi U 1  
Marsh. EachtimeaHobbitmovestoMidgewamrI/arshes. 
thatHobbit must exertSiteZ 
FR333. M ew Moors 
Plains Eachtimeaminionishplayed, theFreePeoplespiayer1 
discardsacardfromhandSrte 
FR334. T—rGIIEHawFofiE U 1 
ForestEachtimeyouplayapossessionorartifartonyour 
companion. drawacard Site2 
FR335.WeHIFrfiill§ U 3 
EachNaagiil‘slwilightcostis-tSiteZ 
W U 3 
Eachiiazgr‘rlatWeathertopisfieroe.Site2 
FR337.CouncilCourtyfi C o 

.WhenthefellowshipmovesfromCound 
Courtyard remove [2] Site3 
FR3§ maaru lnen U 0  
RiveiSanctuartetwilightcostofthetirstiiazgtilpiayedat 
FordofBruinenis-S. Site3 
FR339. FEES Ramona U 0 
Sanctuary Fellowship: PlayaHobbittodrawacard. Siteiio 
RE 119. House of am 
Sanctuary. When the fellowship moves to House of Elrundu,o 
the Free Peoplesplayermayspot2Elvestommoveaburden. 
Site 3. 
FR 340. Rim—é" Terrace U 0 
Sanctuary Fellowship: PlayaMantodrawacard. Site3 
FR 341. EWIVa VailEy U 0 
Sanctuary Fellowship: Play an Elf to draw a card. Site 3 
FR 342. RhTefiEfl WWII U 0 
Forest. Sanctuary. While you can spot a ranger at Rivendell 
Waterfall. the move limit is +1 for this turn. Site 3 
137343. Balfn's Tomfi U 3 
Underground. Maneuver. Discard a tale from play or from 
hand to heal your companion. Site 4 
FR 344. Dwarrow m U 2 
Underground. When the fellowship moves to Dwarrowdelf 
Chamber. Gimli or 2 other companions must exert Site 4 
RE 116. Ereglfi Hill?» U 2 
Show the fellowship moves to Ereglon Hills, add a burden. 

' 4 
MM 118. WWI“ U 4 
Underground. UtetwilightcostoilhefirstIMMflaldiei 

playedeachShadowphaseis-ZSitet 
MM 119. ii—oliifi C 3 
Plains. UnIk-hai are not roaming. Site 4. 
FR 345. M M U 
Underground. Shadow. Remove [1] to play a Shadow 
from your discard pile. Site 4 Sites Shire Culture [Shire] 
FR 346. M635 talie C 3 
Marsh. Wherrtlrefellowship movestoMoriaLake. Frodoor2 
other companions must exert Site 4 
FR 347. M rway 
Underground. Each companion and minion bearing a hand 
weapon is damage +1. Site 4 
FR 348. Pass Ca ras U 
Mountain. Shadow: Spot a [Isengard] minion to play a weath- 
er card from your draw deck (limit one per turn). Site 4 
FR349 .Th—ezaefidoeéiklfi Eater—n E 5 
Underground. Shadow. Play The Balrog from your draw deck 
or hand; Tire Balrogs twilight cost Is -6 Site 5 
RE 115. Caras OaEafiorl U 3 
Forest. Sanctuary. While the fellowship is at Caras Gaiadhon. 
go rréore titan one minion may beassignedto each sidrmlsh. 

ite . 
FR 350. film fill Daié U 3 
Sanctuary. Thetwillghtcostofthefrrst [Moria] Displayed 
each Shadow phase Is -2 Site 6 
FR 351. Galfiiiéi's 5W 3 3 
Sanctuary. Fellowship: Exertan Eiftolookatanopponent's 
hand. Site 6 
FR 352. m m  VII—0E3 U 3 
ForestSanctuary. EachallywhosehomeissiteSisstrenglh 
+3. Site 6 
MM 120. W W W  
River. Sanctuary. WhenthefeliowshipmovestoValleyofUIe 
Silveriode. each Hobbit companion may Mai. Site 6. 
FR . U n uence 
River. When the fellowship moves to Anduin Confluence. dis- 
card every ally. Site 7 
@354. u n 
Forest. River. While the fellowship is at Anduin Wilderlmd. 
strip the archery phase. Site 7 
FR 355. Sifiem BanlE U 6 
River. When the fellowship moves to Silveriode Banks without 
a ranger. every companion must exert. Site 7 
RE 118. Tfie Ore 
River. While the fellowship is at Tire Great River. cards may 
notbe played from drawdecksordiscerd piles. Site7. 
FR 356. Ruin Baa C 3 
River. Foreachcompanion inthefellowshipowr4. soon 
the minion archery total. Site 8 
FR 357. Brown Lam U 3 
River. For each minion archer at Brown Lands. the mirion' 
archery total is +1 (limit +4). Site 8 
RE 117. 
River. Maneuver events may not be played. Site 8. 
FR 358. Filiirs a Ufi Rings U 3 
River. Fellowship: Discard a [Condor] card from hand to had a 
[Condor] companion. Site8 
FR 359. Sit—ores 5f Hen m U 5 
River. Shadow: Spot 5 Orc minions to prevent the ielowship' 
from moving again this turn. Site 8 
FR W. Emyn Mull U 3 
Maneuver. Exert a minion to make that minion fierce until the 
regroup phase. Site 9 
FR 361. pes AmonHen 
Tire twilight cost of each [Isengard] minion is -1. Site 9 
FR 362. Summ Amon Hen 
When the fellowship moves to Summit of Amen Hen. each 
ShadowplayermaydrawamrdforeschburdenSiteS 
FR W. 1T0] Bramir U 9 
River. Shadow Play up to 3 hackers from your discard pile; 
end your Shadow phase. Site 9 
RE 120. Was—ties of Emyn Mull U 9 
Maneuver. Spot 4 companions and exert your [Isengard] Orc 
to make the Free Peoples player wound a companion. Site 9. 
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PLAY R’ S GUIDE 
The Two Towers 

Battle of Helm’s Deep 

Ents of Fongorn 
TRADING CARD GAME. 

Presented here are all 621 cards in the Tower Block 
(609 unique cards, plus 12 altemate—image cards), sort- 
ed by culture. 

The One Rlng and Dunland culture cards begin on 
this page; Dwarven on page 49; Elven on page 51; 
Gandalf on page 54; Gollum/Sméagol on page 57; 
Gondor on page 58; Isengard on page 61; Moria on page 
69; Raider on page 69; RingWralth on page 73; Rohan 
on page 73: Sauron on page 77; Shire on page 79; Sites _ __ , - , p - _ . . 
on Page 82: and Promo cards are on Page 85- I. - ' -.. ... . -- ' -‘ ' 5:..“315fl3‘1fl: 11:1“... 
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. - .II-s In IIIIII Iuppun arc-.1. ‘ "PIIII In your support . Ic. ,PIA) 5 In yum suppnn .H’L‘J. 
our hand IIIIn IIIuI dam IIIIk .Ind draw LIIII “Inc .I ‘1'“ Man wmx .I skirmish -. ,Shadow: RL‘IHUVC 0 l0 pIcc .I * ‘  I W'IIIII' .I * I\IA!‘I I: stackI‘II on a site. 

_ ' I. ”LIL IIII- IrI-c I'copII-s pl .IIIr mJI "inI'uIIIng .1 :1 Man. you may makc IImL ‘IIIIII‘II III'I'I'. ' ‘ ' ' 
dI>ydrd 1;  ad Imm hand In prIvcnI IIIis muninn sll‘LHfllh I 2  and fierce until IIII- Skirmish: 5pm II + Man and remove 

:cgmup pII ht ‘ II 1 "  IIIIIm IIIIIII Ihis Lard. A character 
‘ kiIIIIIsIIiIIg III.“ ‘ f ‘  Man doc: not gain 

{N'CHELIII bonuses Irom [mm-anions. " 

u '.t.h‘I’I1",’Y:{ I ..1 mm 
mg! q run! 1101. {W : r -  (411'. . I  :1 [1 .11n 1),”: 
“In: 5.. mm. ’ 'II miflom‘r . :onl I :ur (.mj rm II'r wmr 
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’ roup: \ImI.. 7 ?‘ Men and discard ‘ Assignment: SpIII :I III:- 3")“ control and . ~ kIIIIIIsII. IIIII .IrII 2" I m.- I‘c-II alts cards .Shad o Spur “ site; IIIII LDINNII and 
fthix IUIIIIIIIIIH m makc the I we PcopII-s - ~rcmmc 9 III assign a f M In In an ' - ,. Imrm Ivy IIIL‘ Imnpamnn or .I I} he“ was ' , :rrmou- 9 m play .1 4!“ Man from you‘ 

1 pI I I I  . IImmI Io move .Igain IIIII IIIrII ( I f .  ’ .unIInIIIIII Iompanion. f ‘ -.$L’IrIIIi~IIIll}:. ' 1 dNJHI piIt 
‘ IM' ” W W  I ' m "  JIIm‘V- ’ - - , . . r ,  “ , 1 :  :, e IM I -  -.- II“ [)IIIIImdmg: ' Why! :u Dunn-«Jug; :arm-s! dai, 'f‘n éttrnjy , '  J.‘ * ,Ilr.5.- Ir'uI'm n.11uIrt-ib 
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;MINION - IZAID 

aruuun m.II not be .Issigncd (0.1 
‘ kIrmIs. 

ml: [lnlL ll'Ir.‘ fellowship mm‘cs. Ihc Free 
_ Pmplcs plaI cr must run a companion 
for ugh ‘1” Man Iou L.III IpuI. 
"rmish: l .  mu Snruman m make a 
.‘1’ Man strcngth +2. 

can-r lDllKl lx— I * ‘  \inn 
limb IImc lw. IFCY wins a Ikirmish. you 
‘maI‘ discard 2 Flt-c l’mplcs Imsscsaions. 

I... 3;: I‘m; '! I}! III:I ..‘ mru III“: in”: of I 

_ ~ uring t' IkIrIIIIsh phmc. 
V’hcn you play this mmion. the Free 
People; pl .II-Ir ma) discard 1'3 cards lrnm I 
hand I0 dismrd II. , 

. [h (II .1'. :I;.’ [)I. Illnmmunrr... ”"315"! m 

Maneuver: Excn a Dwarf In wound 
a min'mn. You may rake the nut 

- maIIcIIVcr anion. 
I .  in; 5" fix I)Ium’ ” mrJ 91ml: m 1}: mm 
laugh." If! in. law. 

TLIII III IIIIII \UPPIH‘K. In I 
’ huh firm. .I Lumpanmn IIr .IHI loses a 
lfiklrlnlfill lll\ul\'lfl£ II M .  III. IIIIII may 

lC  .1. 4!“ Inkcn on Ilm (.lf . 
aneuvcr: “mud a hut l’cuplcs 

FIN-“Inn fur Cflkll 1" Ink on her: 
.- l i um I )  l)I\L.Il’(l this udIIIIn. 

. espouse: H I ?  M In “ins. :I 
tskirmish. make him fierce 1nd sIrcngIh 

I M? unIIl IlIc regroup plum. 
'l).'..-~: 1'.»- 

.Rupo Inc: It  .IIItcr 1 "  Man wins a 
"thlfmisll. cxcrt \X uII (0 wk mmrol of II . 

Skirmish: Make a Dwarfstrcngth I3 (m 
9’! IfzII a hanlcgtound). 

4’: .IV mum; and NV}! [wk ‘1l§\‘ 07.51555 
'-'.'..I.’.I.\ ‘1}! 10].!“ " 
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espouse: l f a  “I“ Man wins .I 
skirmish. dinmrd all mndiIInIIs. 
1h 1.12’IJ'Ijl {Muninm'pllgra' LEI-v u." urn-2': (Ir . 
11.. .- 

.1 on III.II' plaI .I ?* Man from hand: his 
. twiliglu um l5 —.2. That Man IS fierce ’ 

and damage +l uIIIil the rcgroup plum ' 
"' 3:; my H.223 I»: sax-r." I: fight I." wu ' 

\ = . l ’ - J  ' 4 ” :  ‘ f i x l  1 1 ‘ 1 ‘ 1 3 ’ 1  

. . \ "  4 '  

BczIIcr must he kIImlI. 
He II damage +1. 
Skirmish: Discard a condition or .I 
I; ml “3&d on a N condIIIun Iu make 
(IImli Wurcngth +1. 

-'.I I 35‘" an“??? [fought .'~' IIHI.‘ " I .  
.:. n .’. [..I I lwr: -.\ I '1'. I IHI Ir .  

Fellowship: Made the mp 2 cards frum 
vuur dmw dcck on a condition IlI.II 
l’laI .I I.Ird alrmdy stacktd on it. 

' )I‘u. .I'I' ." nu. mm bubm. mm rr'II'tlrx. {M I ( 
(It: m!” HRH-”31,9“ 
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'- sin: I u/I'I' ..‘JL. 

',Mancuvcr: Spot - sues ynu control I6 
_ make each Ol your * ‘  Mm flute no I 
_I my Icgruup phase. I 

m- III‘IJ mm mmImJ’ mm (m) 

l l } ‘ ( ) ‘ . ‘  / " " L  F ‘  

In l’mplcs mission or umditioh. 
\I '1 I‘m: -‘:. In: .y.’II I! of Imam “.1: I..:I‘rfrom 1k " 

II)“: . ndIn-I '1 

. . ‘ . ' a  I I . ‘ a ’ I  A I I ‘A I r ' I  . I 
. . u  l ' . L . - . l L ¢ . 4 - ; I . . ~ ; I .  ‘ . 

Mancuvct: Excrt .I Dwarfm wound 
a IIIInIun. You may take (he ncxI 
mJIIcuvcr action. 

.I. m. It!“ .IrI‘I {IgIm n‘w non: 5.1.1 Mgr-m! rpm! 
cu: . ‘ ”Li-1.4m: andguw a l‘mm 51'0q 

Pl. I). I In Inur \uppun :Irca. \X'hcn you 
plaI Il‘lls Iondition. stack a card from 
your IlIII .Ird pilc hcrc. 
Fellowship: Discard a Free Pmplcs an! 
suckcd her: to heal 3 Burn" 
""'.\'.vu mI Alum row! Cow am! 1.11:: nub 
m'mémmr .2: mm film“. 
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Fellowship: Spot a Dwarf to draw .1 
card or play a condition from your 
dismrd pile. 

’ I iuwllbit‘gi! marry MU, IW'Dwdry'. l ino“ 
(\m to eIJ or} cu" m.” 

Giml i  is strength I I  for wit unbound 
Hohhir companion you an spot. 
" lcu gal nod .j film W]! b rim lInmJ IN moi: 
of 1. m .’l‘ my“ and only lilllt wt! um Liam I :n " 

POSSESSION 

Play.» to your support area. 
Maneuver: lie a [Md'companion m 
malu- each minion at a battleground lose 
all damage bonuses until the regroup 
pl’lzlsc. 

Inf—“In 1m f'rr'nNr from tbr'owrr m u  Irv 
tum: Hi: _:.v.'r1 r-at : f / lmn  no"; 

‘ a 11.6- . : - .  ...— 11;»--.4—51. 
. _ ‘ . 4 .  

CONDITION 

Play» to  your support area. 
huh time (iimli wins a skirmish. pine a 
m token on this card 
V hilc v can spot X M tokens on this 

‘ card and the same number of 9 tokens 
on l iml Count. Gimli Is strength IX 
(l imit +3). 
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~nu‘-¥;t...tx\p.-l~v- T, . his)...» I...» ,- u... ~ . . . ,.,_.._._. ... . . . -  M-.. - -  . .  ---... 

Fellowship: Spot a Dwatfto (.Ilte .I Fret 
Peoples card stacked on a condition 
into lund. 

“ ] uvnii gum liar Ill! farm! lsvrrs .jf "Kr MM; 
arr new Ilunginl With it 0115).") 

COMPANION - DINA” 

Damage 1 l .  
Foch time Gimli wins a skirmish. vuu 
m:n wound 1t minion auigi to sitirmish 
an unbound companion. 

; 'Ihiplr-lktmttpxpdmmu, gulliji’flfldll 
w..- W") I: mum but 13ft}! advancing '(imi .mm: 

Esr 

Skirmish: Make a Dwarf strength +1 (or 
strrn 'lh +5 and (lounge 1»! il Iou \pot 
Lt'goiiu) 

[in H o ;  .Irr lvl‘md nit well. tit-OI (‘I‘-Int, 
Lx‘i‘m 171*" .m rmn for (\l (fur. ' 

Maneuver: Spot a Dwarf companion 
and an F feumpanion to wound a 
minion. 
"/ Mini; munitim dance no 14711;" nmi .Im 
Int] Ic hi. m “M MI} ”‘03" 
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Tnle. Plan to vuut support a m .  
When you play this condition. rcvcnl Ihe 
top (3 cards of your draw deck and statk 
them here. 
Fellowship: 5 r a Dwatfand discard 
the top card amour draw deck to min a 

\ Free Peoples mid stacked here Into hand. 

°GlMil 
L'Nmnmx (it ixi 

Damage + l .  
Skirmish: lixen Gimli to make on 
unbound companion strength 01 (or +2 
if that companion is Legola. 5 
.. “In: .1;m.I.' I' ultri fl HP! '51! mm l‘dJ 1+)”e 
5pm». :5! I! of lift Irwin's and an" o f  am ll‘. Ill 
81: .ui Kin:  .l.1 

Maneuver: Excrt (iimli I’Wiu to make 
him and each Ell companion strength I ‘3 
until the regroup 
"Ilr mm: .1 rive—51min} stroke unJ Ltni Ib-i .I.:I 
(iv-r Mon lmfm. "New my mm: pus «Ilium-I 
fig: :1) 11".!!!) 

Regtoup: Shulllc any number ol‘ 
conditions (and all cards studied on 
them) into your dmw deck. 
' i n :  1! ( m i l  'Dtmrfcy III-Im- puma-.1 . ..mna 

run t.‘i' 11x “.11 h‘ I Wuhan! titty puma. ' ' 
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CONDI‘IION 

Plavs to \ our support area. 
Skirmis I kitten a Dwarfand stack a 
Frce Pcopla and from hand here to 
prm‘cnt .Ill wounds to that Dwarf. 
"']:'~: ..I .l‘ll Irgé.’ Itrcund II! (557. "' 

CONDI‘NON 

Talc. l’l: l \ \  In you! support arm 
Skirmish: Stack a Free Peogies ard 
from hand lien: to make a l. arl dunngr 
+ l .  

(,. I: rm amt! andabuidmlgfmy bu and] 
u :li’ mi: I m: 5 a plan that armm would him/t 
XII I'A'r 1 . 1 ! »  

CONomON 

PI.I_\'~ In your kit Ipnrt area. 
Maneuver: Stac the top card from your 
draxs duk here (limit once per hast). ' 
Maneuver: Spot a Dwari' and imrd a 
card necked on a M condition to take a 
Free People's card stacked here into hand. 
. I . - I I. I :  '\ ..‘IIIIVII' All r1'II{tI-7l?(t 

Regroup: hen a lh‘arl‘to thumc a a 
condition (and all cards stacked on it) 
into your draw . Exerr a minion for 
each card xhumed into your draw deck. 

”gm -i..-v won a] err-m4: and row: to t'tg - 
«If wannat mil fiIlljrmn-r 
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EVENT Connttion 

Pl.l}'\ to your support urea. 
Foch time a Dnarfwim a skirmish. you 
mar place a token on this card. 
Skirmish: Make an unbound companion 
Strength 41 for each N token here 
(limit d) .  Discard this condition. 
' ' Xv." did ] w an «.1! i.‘ u'Mifai‘” 

Fellowship: Spot a lhwarfnnd discard 
the top card oi your draw deck to draw 2 
cards: 

He hit? firm id nun) milk: Sim? mt rum! to 
‘1}! Harbin: (wt (5:: ts th' hardest k mmn-rl. "' 
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EVENr 

, gm: mm 

Plays to your support arm. “When you 
play this condition, you may spot an Hf 
to ce 2 G toltens here. 
Skirmish: Dino-rd this condition or 
remove an 9 token from here to make a 
minion skirmishing an Elf strength - l. 

Fellowship: Draw a and for web Elf 
companion you spot. 
"'11“! J: not mm :51 W (flint. rim: or 
M!!! w [ix utter? noum'" 

an" "Iv up»: msrr ”nut :lrmgtib m with” 

E Lu 
m .1 

LU 
n. 
O 
:z u..- 
Z 
Z 
< 
Q 

~—-—-.—-—-_- 

COMPANION - ELF POSSESSION - HAND WEAPON 

I Enter "1q be an Elf companion. 
- Each time bearer wins a skirmish. you 

may draw a card. 
Response lfbcarer wins a skirmish. 
discord lhli possession to liberate a site. 

To play, qml an Flf. 
W'hilc skirmishing a wounded million. 
8:11a takes no more than I wound 
during each skirmish phase. 
H! u .i nwngfishm OH: ubfor no quantum/1‘ 

""hm mmr Ikrjcm, (lei/m prepizx: /' aim j 
0”, [tr (if—J'ivrrv. 

EVENT 

. Archean Excn 3 cnmpmiuns to 
make e fellowship archery total +2. 

Archery: Spot 2 Elf companions to 
discard a condition. 
‘11! '.\".mi.\ from» a veteran hnlfmn Ibrj'eml: A will of (2m: arrows mu II: «who lefmr thy 
gf (timer, munumudfirr en ti? Turk rim-Aim mi‘bni rh- I'Ieml‘mr itself. 
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CONDITION 

\X'hile this LJl'tl is stacked on a 
condition. Gimli is strength +1. 
Fellowship: Place this card or another 7 

card from hand on top of or henauh 
your draw deck. 

[ l in t  l ml .4)! Cl! 

Plus to tout support area. \Vhen you 
lay this condition. 'ou may spot A 
)xmri'to place '2 & tokens here. 

Fellowship: Discard this condition or 
remove a token from here to stack 
the top curd offnur draw deck on a m 
(Undltlon th.u has a card stacked on it. 

'ARWfN 
E u x q w  in "Mt P r a m  

Skirmish: lite-rt .m Him make a minion 
ddrniishing Arwen strength - l .  
“'fl'mt mm mailing clsz, man do. . mm m.” 

Skirmilh: ert X Elfcomlunions to 
make a minion skirmishing an unbound 
companion strength ~X. 
([17 (Ivar iv“ and the ml of .flunfiugi‘! together 
a Mr swore». 
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CONDmON 

Archery! Exert 3 Elfcompaniom- to 
make the fellowship archery total +2. 
.4 storm of white «rm mound llx “rating ~ 

._ g’jmtgtmi. 

To play. spot 5 Elves. Plays to your 
“P90" Mil. 

For each wound on «ch minion. that 
minion is strength —2. Discard this 
condition during the regroup phase. 
{I}? mwj 51:7”) .jf 16.: {it-m .mirn u m  tn-rxpmrJ, 
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', A t  the start Ol-CJCl) turn. heal Elrond. Beater must be an Elfi 
' Hater is an archer. 

'Ncfimr I‘m! Mild W105”? (1)“? than ., 
., g fix geld": yogi 

lowship: Exert Elmnd to discard the 
top card ol'your draw dedt. lfit is an 8 
card. you may rake it into hand and heal ‘ 
an Elf companion. 
“' You facrmm it. “’1: is inviting," nun;- mi! 

' \  , \ \ r \ \ r \ \ I - \ \ p \ \ 9 \  

, JNEX I-kf’i .‘3‘ I'.’ 
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PosssssmN - Baoocn 

'I To play. spat an lilf. Bearer must he a 
companion. 
Response: If  another possession borne 

l by bearer is about to be discarded. 
, discard lllia possession instead. 
““7\ 0: edit Jr 13;: Lair." {-f [énm tit/l 

mrvmnk 
SON m iii-\‘iliRONi \ 

Skirmish: hxcn lierevcldir and discard an 
6 token from your condition to wound a 
minion licrevcldir is skitmishing. 

' ‘Tburzivmrn't mu patrol lb: healers of {brim 
kg'lét‘v 

EVENt 

Skirmish: Reveal the top cord of your 
' dnw duck to make a minion skirmishing 
an Elfstrength —X, where X is the 
twilight um ofthe revealed card. 
“Gm (firm .i with i" 

‘ While no opponent controls .1 site. Haldir 
is strength «2. 
IToupt EXLTI Haldir at a battleground 
an cxcrt another Elf to libemte a \ltc. 
"’In Jinx of :13. rm plop]! mod t'wdr fix KN « 5f 

. gender - w mu: to tenor (but ulkgmtw. " 

FO
RE

W
AR

NE
D 

Beam must he an Elf. Si . . I - Excrt bearer or discard 2 cards . 
from hand to make a minion skirmishing 
bearer strength — l .  
‘Tt'ttr Mashhad it) {lien mull}, .irr mmmn-cld’ 
bit/Dem: 

‘FERFVELION 
St)\' or funnxm‘n 

To phi); spot an lill'. 
Skirmish: lixctt lierevellon to make .1 
minion skirmishing him urength «2. 
‘17:! l‘niiu .t: [film's 'Iltqfl to its Him} .o' "‘“i‘i‘ 
a: Gal‘lmsfwm tlv "mutant 

To play. spot 2 Elves. Plays to your 
so rt amt. 
F mhipx Add 0 to look at the top 

, mrd ofvout draw declt. You may discard ‘ 
this condition to discatd that card. 
"'di'i‘flh‘r 1“; (hr i'.t\“‘J or rh dew J‘rg'ml :1 mm, 
Aug!" “TL"..JY- 

CONDITION 

To play, spot 3 lilvcs. Plays to your 
V support area. _ 
El; t wounded minion is prevented from 
being licrcc. Discard this condition 

‘ during the regroup phase. 
I "Th mange .jfllx rightdm Humid fix ‘Und’ .usam'ls. 
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. V Eachtimclego 

. 
'3 ‘» Elf, companion. 

' "'...n~m mot! \wm'd [filirflv «t bill’l'jfld‘\\‘d . 

COMPANION o ELF 

To pity. spot an Hf. 
W’hile Etc-thou bears a ranged weapon. 
he is stre th +1 and doting: +1. and he 
does not 23d to the fellowship archcry 
total. 

t . . . A: Hot any, 6 mien t Jo'mxt' :5 it mum»: 

CONotttON 

' ”2)? In y n l t r  “ I  [hurl :Irrn. 

[is wins a skirmish. you 
mzty place an 9 token on this card. 
W'hilc you an spot X 0 tokens on this 
and and thc same number of tokens 
on My Axe ls Notched. lggoLLc is strength 
0X (limit +3). 

'GALADRI‘EL 
KLU‘LR Ot M M‘.\ 

ALLY - Hon: 6 0 ELF 

_ At the start til'each turn. hull (Jaladricl. 
' ' Exctt Galadriel to discard the 

. top card ofyour draw deck. if it is a 
‘ Shadow card. make a minion skirmishing 

an Ell strength -3. 
"'[r' [Junncnfmn in loom /' ”unfair :hu: 

l [knight of "NM." Hm .. 

fLEOOLAs 
ARUHR m Mikkwmn 

I 

I 

m ~ r ? w  

COMPANION 0 ELF 

Archer. 
Each time lxgolam wim a skirmish. you 
mav heal a Dwarf companion or another 

(«has cf ibriuwd. ( 55-41} ml rbrm. 
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EVENT 

» Skirmish: Make a minion skitmishing 
an Eli'suength «2 for each wound on 
that minion. 
Chm intuit/{mud I6: m wgm in Him «HM 

Skirmish: Evtcrt an Elf to maltr a minion 
sitirtnishing that Elf strength —3. 
“goof... 'Bul "V room: is m M» dorm/16¢: 

. km high—um]: up heft. I" 

Fellowship: Spot an Elf to rcvml the top 
card of your draw deck. You may discard ~ 
it. return it to the top ol'your draw deck. 
or talu- it into hand. 
'"Jlm wt: will Jot”, bound to )‘ourgnff. and" 

- _-v’ ,—_.. . . - - - . -  

COMPANION ' ELF 

Archer. 
Thu twilight cost ofeaeh Shadow event 
and Shadow condition is 4 l for each 
unbound Hobbit you can spot. 

, ""1143 .trrftiirhfar awry... I know Hi my [van lid 
[53‘ hi?! m! mm} rim "1:51.!” 7 



Skirmish: Excn legolae to make a 
minion akirmishin an unbound 

' ' companion su'cn —l (or ~ 2  ifrhar 
companion is Cimli). 
“‘(L‘mr. )5“ Jun? m h-bmd mt. {nmJ (,‘mrlr. 

. 'Tn play. spot 3 lilves. Plays In your 
, .sup on area. 

EaL wounded minion loses all damage 
bonuses. Discard this condition during 
the" regroup phase. 
“"l'r rm proud h‘vlis‘h Abigail "m ma mm: 

COHPAMON - ELF 

To play. 51ml 1‘ Ht umI muons. 
_ . Skirmish: lzxcn Nairh ' ‘roop In discard 

the top card of your draw deck. lfir is .In 
card, make a minion skirmishing 

Nairh Troop srrenglh ~2. 
’r‘msu nu"; Ih' I‘m-u .md If: sud Allll‘fl‘n’fhlh: N'x 
(mung uf!h'5h1.1sh‘ 

{ _ENGEDHEL 
‘NAmI WARRIOR 

COMPANION c ELF 

To play. ~poI an lill'. 
\Vhilc l'cngedhel hears a ranged weapon. 

_ ‘ he barrenfih +2 and he does nor add (0 
the Icllows ip archery rural. 

- ’Dngd'bd I4" mail an arrow Mr: .1 rtwf 3px". 
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POSSESSION - HAND WEAPON 

: Bearer musr be colas. 
Each time the fellowship moves, you may 
spot a wounded minion to heal legnlas. 

COMPAMON - ELF 

Each minim: akirmixhing [his mm anion 
is strength -2 for each wound on I M 
minion. 

' (mg, (Lent! (lam )In'l (u! dam: l imb alruJy 
Vivian-J hr (Tm: arms. 

COMPANION - ELF 

'l'n pla). spur 3 lill com unions. 
W’hilc Nairh \X’urhamd hears a ranged 
weapon, it takes no more than l wound 
during each skirmish phase and does nOI 
add [0 the fellowship arthcry (oral. 
m'lim 30 2.9: their flu! cm’v l“ mqng .ImIJ Ii." 
(in: I5 IL 'rfo'v‘ ' :‘III:".'.mI(.-! .I:.-.{ .lrfllllail'ni. \ 

i Plays :0 your support area. 
Each time an Elfwins a skimI'Lsh. vou 
may place an 0 token on this car . 

'rmish: Make a minion skirmishing 
' an Elfsrrengrh —l for each 6 token here 

(limir —5). Discard this condition. 
and: unpom m merr [inn 4 maid-fer fix 1 lurk 
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Possessm 

To play. spot 5 Elves. Bearer mmI he a 
companion. 
Regroup: Discard this possession to 
reconcile your hand. 
‘Sam magi: rhzr II Iasmffar berm. imm'buk. 1hr" 

‘ it luff." Jaw“: um}. 

EVENT 

. 

Fellowship: 8pm an Hf to reveal the mp 
card of your draw deck. Heal up (0 2 
companions whose culture marches the 
revealed card. You may discard the 
revealed card. 
"'11.", th‘ (jun; 4154‘ la ir  prawn): 

EVENT 

Ra use: ” a n  Elliwins a skirmixh. 
' exert that Elf to liberate a sire or wound a 

I minion. 
“(Who'd rhI: IEI’: mgtr would end. an! I :sIalJ hm 
hum (of! for stacl'mg."' 

Event 

Skirmish: Make an lilfsrrengrh +2 (or 
+3 ifyou spot 3 Elf companions). 

. Suvdvur‘rf I5 mdt rasr'rr W}: urdxn' supp-Jr: 

COMPANION - ELF 

N
A

H
H

 lO
N

n
n

n
w

 

Refimup: Excrr this companion Io make I 
a S adow player wound a minion. ‘ 
.HAIJIr'r ('lmr 5mm um (3?:e 3:1?q 
of the Amie” of the gold!!! "VNJ 

l l  1 Bean-r must he a n  Elfcompaninu. 

‘ "Show him: or almanfiryou 5&1” rn‘rrw norm. 

hxerr bearer to discard the top 
card 0 your draw dwk. Ifit is rm 9 

. card. exert a minion. 
v 

f I RDULUS . . . 
YOUNG WARRIOR 
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To play. spm :m Elli 
The twilight cost of each ranged weapon 
played on Urdulus Is —1. 

7 ()rduiu; .rl'mrys In: an arrow nahd and ufull 
gamer IN  

EVENT 

’ Skirmish or cup: Spot 3 Elf 
. companions berarc a S l i t  o r  a t "  

a Human. 
. i d  5m 9! {hm Hades can be“ gfi'gmu 

mmlvr: {f :12 Cmny'l hardly. 



To pIa} spot an lilf 
While I aurnil bars a ran ed weapon. 
the twilight cost ofeach 
possession is +2. and he does not .Idd to 

; the IeIlnwship archery toIaI. 
’I'IIII'nII'r IarqIII .mn ..III IIIIIImI 1m nmmrs .:I 
[Mr mm- 

Skiemish: Make a n  FIF “fen th I ”  
_ ' (or +3 if skirmishing a woun minion). 
' ‘Jn (If and: wing mm, In: our remmIIIrJ Ia 

*‘furjr, II: “I” is k. 

menu pt Exerr 2 Ems Io liberate a site 
discard a Shadow condition. 

""5 [mgtrdf 1303*!!! d It 11‘:n and 
hand m7!) Jam 91' Irma-741301125 Isrnpnrl hr 
mung ImII turd .1: mu as Item and hm In 

WhiIe you can spot 3 Eats. this 
companion I: strength 92. 
“A; II?) Jvnv nae! 15M and WIN e! that em 
{MU he mn" 

- L-w . I I. 3E.I.>'..-.I§m {.1 

.f. 
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COMPANION ~ ELF 

To pluI. spa! an HI 
RegroupI Exen Ihandronen to discard II 
minion stacked on a condition or stacked 
on a s i t e .  

(III? mm mm If "'17:.”e married wIII: Iim 
'farbrr II ..I',‘ '-. .‘Hrhu'i Drrp 

CONDITION 

Piays to your so apart In: A. 
Each time Can Iwins  a sIurmIsh. vou 
may place :I X tokenh here 
Skirmish: W ound a minion skirminhing 
Gandalf For each ) token here. Discard 
[his condition. 
, .  . . .. ' ()INIJJII 1; Icon .lL‘JH.‘ 

euverx Exen Gandalfj times In 
make an unbound companion with the 
GandJII sigma men +5. defindu +1 
than? +2. and u c to take wounds 
until I m regroup phase. 
"'IJJII-n {I'n‘xvd.XI‘EJJI‘IIIJI, 5:11 .I .In-r 

To play spoI- ‘ Int compnmons 
hm Horde .s IwiIight cost I.\ «2 for each 
Em or unbound Hobbit you can spot. 
While you can spot more minions than 
companions Enr Horde Is defender + l .  

u /  ““I II}: deem In .wur, \wIIV dwm \u‘ I‘I‘IIII'.’ 

\ r \ \ r \ \ r \ \ o \ \ ‘ ~ \ \ ’ \  8cm 
.1.a I . ., . 

Regroupx Spot 3 Elfcompanions to heal 
a companion and liberate a site. 
Aura"; defenders dyad Ih‘ III-Item: mmJ .jf 
Chub IIIIIIQIVII‘ 

'BIRI HS! H) 
Tm i S: x I . m a x  

Unhasty. 
Assignment: Iixert an unbound Hobbit 
or discard 2 cards from hand to allow 
Birchseed to skirmish. 
Fellowship: Exert Birchseed to heal an 
unbound Hobbit. 
Skim" JI'.I v.- r‘r Livonia: on" NIL-n Cmua‘n. 

.‘UIS 

Baxter must be an Em. l imi t  I per bearer. 
Discard this condition at the end of the 
turn. 
".4" .mgn‘ (In! is mrvfwug. "- 

CONDITION 

Tn play. exert .In unbound Hobbit. 
Bearer must bean Em. Limit 1 per 
bearer. 
"'Bu: IIbrI III (Imn; 'Igeléeml mud' “Ida-n! ,. 
dim Ii? III‘I‘I‘H) mw I61: they Mm :III: I :brmm. 
Wm! and an 'I‘L'II It! 5m rm” 
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COMPANION 0 ELF 

if mm .III.. “I (mt. new“ 

To pin} spot an Hf 
WhIIe Thonnas bars a ranged wapon. 
mh minion skirmishing him Is strength 
- -  and The-nuns does not add to the 

' fillowship archery total. 
(INS or {own lieu! tbnr knife—worl- figl‘mg 90H”! 
nit'ns 

Skirmish: Make an Em strength oXand 
dun-g: IX where X I: the number of 
unbound Hobbiuyou an spoI. 
"'e Mr and long: «we hung new l [Ida-a 
mm we go to war' ' 

8mm must he an Em. Limit I per bearer. 
Discard Ihis condition at the end oI'dIe 
turn. 
“ "Th-I rmhrn’, Fulfil, Ian. M, and awarding" 

Unhasty. 
' ument: Exerr an unbound Hobbit 

or discard ° cardsfmm hand Io aIlOIv 
this companion to skirmIdI. s 

\I r Inrp Ij,’ smug"; andflwlhrdvfm end or 
“I“ 



mm": 5 pots twilight tokens and 
exert Gandallpo to wound a minion twice. 
"“llII-Wl'iiirr'mfir w: upon inn, and Ilv mm 5f 
bis .om. It; {did Ibr many witb madam." 
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Bearer must he ( i .  Indall'. 
While vou can spot 2 2twilight tokens. 
Gandalf Is damaged. 
""Ilv smfl’m l banal git-Wizard mn- hr mm 
than a P r  p for g “  

HI 

2 
C 5—. 
Z 
In 
x 
K 
I: 
I: 
o 

CONDITION 

{2 ' . ‘ , . II. To day. s t (inndalf. Bearer 1 . if?“ bc ‘1‘ and? 
Discard all Shadow conditions on 
Tliéodcn. Shadow conditions may not be 
played on 'l‘héoden. 
" NJ! ‘;[1.:..:' nit I ti! (mm‘v [NJ at It? ll- trl; 

Assignment: en an unbound Hobbit 
or discard 2 from d to allow 

Skistnish: Exett Lindenroot to Wound 
an I Inininn he Ls skirmishing. 

J met! welljfaundd and remain“! CM 
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COMPANION . WIZARD 

Fellowship: lfthc IWIII t pool has 
fewet IhAn 2 twilight wins. add 0 to 
play .1 charaCIet fmm you: discud pile. 
”"lhn‘gmutyl... Anise 1m] wry .{mgmwi’ mm 
dstwlwi thin altering you will nvr m: 

POSSESSION - HAND WEAPON 

Bearer must he ( iambll  
He Is in] 
Each time you play a dutin a 
skirmish. may Gandal 
+1 until I we end of that skirmish. 
"“nnmdrr Ilzjv haul, anJ [gl‘lIItnA,, 5"e upon 
(“dill .mIl lurid lull l'h‘lg‘n ml: Icvrxlus «:1: fur,"  

V I 

To lV- spot- 7 lam com .Iniuns. 
Host ol Fangom s twill tcost is -2  for 
each lint or unbound obbit you cm 

’“ '01.:w It Is [iltrlvmmglz Mn intuit that “e 
an mu. '0 am Joe: rt, {h hm mart}: I! [[7 {out ' 

mob: Spot Gandalf to prevent all 
wounds to him. Atty Shadow player may 
malt: you wound a minim to ptcvcnl 
this. 
“‘J-lnfm was ohm: mt [Wall hurml.” 
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MITHRANDIR 

D m g e l  While vou can spot 3 3:wilight tOltens. 
Each time the fellowship moves, wound ‘ Gandalf Is strength s3. 
CW“ ‘ “Mn. [am no! "A. fh’ gm “6.1"t 
""l ’l )arl I rd M’Nmt. '31:: w hm ( Mr I lvrnnvd'. ] am 94». It uh lo: M 
angina (hm -tl:r Whit: 1w". H: but word ' 
imam. ti: t m  and fix abyss and Mn do” {mt 
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Fellowship: Spot (landalf to heal an 
unbound companion twice. 
"9e oily-rtyou my, “q!!! ' 

Fellowship: Spot Gandalf to discard all 
conditions. 
'J (is led .mn and wmfiurg man .His 

7 r ubugamamn shout. " 

Skirmish Spot (mndalfand 5 twilight 
tokens to prevent all wounds to El 
companion who has the Gandalf signet. 

(Z) 

muse: ll you play a )5 event. exert 
Gandalf twice to place that e\cnt in your 
hand instead of your diwud pile. 
"'Cwn 5.1mm lam-s (but not. 7127 arr older than 
hr "Von ] hm mt[l't.[ lint. la! [ “‘1” [~1q nc 
rqm.’ .‘I marl." fix Sub! silty 

".4 wulm wan )vu bow hem.'" 

fQUICJEEEMI'. . . ., H 
BREGALH) 

Quicltbcnm's twili t cost is «l for ad! 
Em or unbound obbit you can spot. 
“"Bm i] w mid lime and slid noting doom .. 
wouldfl'nd' Io smug, mot lam "’ -” 

men Exert Gandalf to wound each 
minion who has stungth of 6 or less. 
“We ML! Inmfcll m 'bnrjm hferr [rims " 
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Fellowship or Maneuver: Spot (Lindalf 
to discard9 a Shadow possession or 
Shadow arrifacr. 
”‘] law In! hum! Ibmgbfin and kerb Ia lunch- 
moral u .wls turf: a xn-mgamm nil l Waning 

3$KINBARI< 
FIAIIRII 

Shinbarlt's Iwili :ht u m  is —l for with 
Em or unhoun Hobbit m: can spot. 

use: l f a n  unbou Hobbit is 
about (I) take a wound, exert Skinharlc to 
prevent that wound. 
1.411,, um 5w" P m m  the lug}: [\Lhrs’n. Amen; Ilr 

lvmtw IlTuI I.t' -\ Y: Em 

Reapomis I! an unbound Hobbit Is about 
to be discarded. stack him here instead. 
Fellowship: Exert dleardand Add 0 
to play an unbound Hobbit stacked here. 
m “3 Int  5' I'll-h" Ilia! H on: mrtlr  

Skirmish: Make Gandilfsttcngth 4-! for 
each twilight token you spot (linlil +5). 
""Ilnrbrr 1 .mr .II lat te Ila! Itnmnm fmna‘mm: 
Q’s-10mm we; m’dwmfi 

fTREEIIEARD 
GIIAIIIIiAN III IIII Foxist 

uh: Exert an Em to make him 
strength +1 let each Ent you spot (limit 
+ 4.) 
"(re Imtgdnl” tbr am trial in many Mm " 

M’nc‘lm Sp"! a n  ‘ m i n i m ]  Jill-l a l l  

Em ally. Until thea oup phase. that 
ally Is damage+2 participates in 
archery fire and skirmishes 

.llmtr of thew (rm m tn} [MN-{1.flkhlvllhid 
mun .:I Ilztr cm: fit." arr .M for rt?! mm 

Unhaaty. 
Au' nu Exctt an unbound Hobbit 
to a m  teebcatd to skirmish. 
Skirmish: Eaten Treebeard to make an 

makr .2 Mb I: 1 “in. I: m hm m‘ I: m.- mm. 
I n  (an? :l'd! I lama { I 'm I‘M}: don Itcn until-l 

Fellowship: Spot an 13 ll 2 #- Man. and 
a Dwarf to play Gandalf from your dad 
pile. 
“1.4m! whfl mu- m: I! tit-t in lypms? .4» 
Cl} .I ln am. .1 Dwarf, ladm rlmbjathm 

v. ie. 1‘). 1"! 

r ‘ x f '  \ \ " \ \ " \ \ t - \ \ ' \  
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Beater must be Candall.  Discard .IIw 
hand weapon he hears. Gambit mm not 
bear a hand Weapon. 
At the start «trench skirmieh inmlving 
(Sandal! each minion skirmishing him 
must exert .  

"‘1 fr u '17 Jade! IE." ”who, Isnls .‘I Irorw . m 
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Eaten Gandaif to discard up to 
2 woun minions. 
”Val-rd I mu 5m: lul- fora lm‘d‘ Imu Imnl 

' m ’  Lui- IS . one. And Mei] lay upon IE: 
mm In: H lop 

ITREEBEAIID p 
0mm LIIIM. r u m  

ALLY - HOME 2! 8 ' E T ‘  

Unitas any 
Fellowship: Exett Treehmrd and discard 
an unbound companion from hand to 
heal an unbound companion. 
"" \r, [.Im no! Ixml } .1. not with gt! Inn] in! 
IJI. ::- I II: J m1 [ a m  not tum. lrn l‘tfllli‘ll 

'lo plav exert an Ent. Plays on that Em. 
nae: if .m E minion is killed, 

discard this condition to reveal the top 
I0 cards of an opponent' s draw dt‘Lk. 
Discard 1 Shadow card and l Frcc 
Peoples card revealed Your opponent 
reshuffle: that deck. 
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mum Elam Gandalf to discard up 

-SK_I_NIIAIu< 
FLADIur 

Skinhirk s twi ht cost is —l for each 
Ent or unbounvf Hobbit you can spot. 
Response: ll an unbound Hobbit Is 
about to take a wound. exert Shinbodfjo 
prevent that wound. 
’ ‘jlt m. tut-vial. ... (.‘lru mm m.. 'm of la: fall 
and In. '—I'.I: v’.nr “I‘M IIIIIr.{I'.rr.:‘ :IIlJNrnirJ, ,. ‘ 

:i‘tiitish: Maia.- a minion skirmishing 
C andalf strength --1 for «ch wound on 
each character in the skirmish . . 
"'. lxjdlfmu the 5:36 plate art-l l‘l‘t‘lt Ike 
lJIMIH-lhl.’ who: it mm H m lJII nonfim 

to 7 Shadow [mac-dons. Any Shadow 
player may discard a minim: to prevent - 

is- 

"'1”.e mi III/ml; Mom of you haw am “'1m 
that It ‘21“ km: r.'.':' 

Muleuvet: lfynu can spot more 
minions than companions. exert Gandalf- 
to make an opponent discard a minion- 
"qlx lvsu If 151'!!d mil. Raging this unfit“ ‘ 
than “I I‘m ngfrt‘mfritr lt‘flfl. 



: i  “I “‘23, I '  

£241 
.. . .  / .  . . . ,  

. aneuvet: Discard Smeagnl III dixcnrd a 
minion. An Opponent may exert a minio . 
twice Io prevem this. 
"“c I nadir wIz-r! h' 35"“ Io? 

Pia} s cm \IIIIEIgol. 
up: I xcn Sméngol or Gollum l0 

- play Ihc Icllnwship 5 next site (“pinging 7 
' opponent I. site if nccewuv). 
"' "‘IIIIIIW Smaml wry .arniIIII'. m3. .c-II IIIII wa- 
lag tun .fllh’uk‘lguln ogiwlI . . I I . r I  I .  

It; 

:w i .  «on - mob-124:- I w . mufék, 

, Ring—bound. lo  play. add a l)ul’(lt‘.ll 
- Regroup: l". xcn Smélgul (or (inllum) 

. twice In reveal Ihc Iop 4 and; III qr 
‘dmv. deck. Wound .I miniun Iur cnIh 

3 Shadow I..Ird revealed. Place (hose .3 card; " 
bencalh your draw dock in any nrdcr, 
" I  'I'JIII wufnui ,IIIt‘IEmg {:1 far .1 I‘IIIIAI‘, Ml? 

' Regroup: Discard Gollum In cxert .1 
Companion of oily. 

um": In was: I'IILW Ton‘Ir ml. .f 
.IIzJ IIIIIJEIH'. nI'IIm 

1..
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"fig ,._.-,._ Mr... 
Mar-2. 

EVENT 
- ‘ v — . .  4 . » . . v r - q  

”Response: lI Sméagol wins .1 skirmish 
add a burden to discard a miniou 

’ "‘("JrrfuI airg'nI new or [Id-Huge dcwu (”an I 
$11133 ma .mJI [Ix]?! MI I mIIIIs 

‘2‘!“‘1 .. 
EVENI 

' J r ‘  1 . x }  ‘ ~ ~'- ‘ " n a n - -  . v - n  - .  , " a  

nuponac: I I  Sméngnl mm a skirmish, 
*hal him and remove ° burdens 
~""7139"II wit [co IIIIII‘ .mJ' hII Id... 3:! mm 
’2‘?“ II! '- 

- 'SMEAGOL 
POOII ClIl-‘AYURE 

COMPANION A 
\ r ; u . . . . . . ¢ 4 . ¢  v a c . . . . , . . ‘ - . ¢  , 

Ring-bound. Tu lay, add .1 burden 
Skirmish: Discardla card Rum hand Io 
make hmuigol smngth «I 

An :' .Ir‘n sc IIvaI 

Skirmish: Discard :I and from hand In I 
.nmlIc (Iollum strenr Ih +1 (or +2 if 
skilinishing a Ring- )und companion). 
"' llgu' "II' I Ih-ll'rum’bsur.’ sun‘hvg IIIII' 

13f1 : Playsim \méagol. 

“1'” (Y nIIr I"!}2(1'l-IK’T . 
. nu: II I m I  :N ’aw m u ;  zwntwl .  ~15 I r  I ‘ 

. 4 CONDIIION 

I’WJ‘i-Aglavs m \- our support arm. . 
3.” Skimishzl Dim“! 3 cards from hand In_ 

wound a Ininion Sméag'ol- Is skirmishing 
once (or twice i f that  minion Is .1 .IL‘ 
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CONDITION 
. n W ‘ . , _ .  

;Skirmish: Dimnid (his condition In 
‘_ make Sméagol damaged 

. ' "“Unmb (h m an up I .Iu I Imp/A v: 

gar . 
N } !  Ring- -boumi. lo  plav. add a bunk II 

p Skirmish: Add .1 rdm to nuke 
. Smeagnl mength 92 and In!“- no 
rwounds. 

COMPANION 
...'.z.I - .  ...._.-¢.,.~ 

I. IIrat I! I: my pm to man hip. I'm-III 1...: III-m - 
[b.II'I: .‘LII ,cr II. and wan fut A Hip IIII '~\'lrfil‘ll ' 

:fiu brig pIISIIIJ- mu}: nelpnpou 

; Gnllum H strength +1 for each buflltfl. A 
~:[tich Iimc (Iollum winsaskirmish. Inu ' 
III .II Idd .I burden. 
"‘ " I I ”4‘01"; I:_I‘I rII; NIL-1 I , .: IMAR'W 

’ ‘» . < W; I! l_ fund It and I. III. .I If mug.” 
24h mm Bagmm.’ 

. '25} ~ I M U M .  
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SCRYE 
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., '-“\.\.\'13:’.’-.. g '31“ 
ONbl'flON 

.JJ....—‘-,-rv;,..,.: ‘1 ‘"  ' (“'5‘ ‘4'3' ~ 1 

Plays  m vnur SUPPOflm 

Skinnishx Discard 3 and; from hand to 
.’ wound a Ininion Sméagol Is skimiishi :Q 

' one: (or mice N that minion is a A; 
’minion).  

"‘Ilvrr w II mm bis: .I nmomr um! um! up. 
WIflh’IflI/J and Jan rd and reIIJ 

. 1‘.‘-\\)II 7?... 
EVENT 

l X(l1 Sméagnl 3 Iimn :Ind , . 
discard“ im to wound each mininn. lhe 
move lilnit Ior Ihis turn is 9! II (he ‘1 

'fdlowship mm es. rach Shadow [11.1) er 
1- mav IaLc up In i Shadow ards mm ha 

ftoin hi; or her discard pile 
"5g" and .puI'Ir III 1.1.10»: \Iv mm! If 

k 
- - I  I I  mun-u. 

,PIAI'~ III your \up onarca. 
1 EALl'I {IIcnn the adimuurcpauh Isa - 

adow: lixcn (iuIIIIIn twice and di 
(his .IIIIIliIion to play a mininn from 
ymI r L! i M II! pile. 

.9 Em 11m msruirxrx IIIIIIIII l-V 
I .':.‘I [m .3 ”mg; Iu< If; 01.1 l“) "mu 

' Shadow: 5pm Sméagol or Cnllum It!" I 
add 0 Inr mch burden. 
" I N "  uh! I, I; I"; :IIII! (,‘IJIImI' 37. III. .ml 
‘n In; 'I) {fin}, III: '! lit-1' III' I. ""IIJII ‘ 

' W1]! rum: ' :IIHINIK' 
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' Regroup: ERI- rt Gollum 5 times In -. 
V Wound caclI companion. The mow limi I 
foI [lIIN mm is —l \I'.- ”h", 7“ mm; lnfrbb I'mlr Wk” 

Wliilc you can spot 3 ran -rs the sin 

N
A

N
‘

I
'

I
'

,
 

F
O

I
I

I
.

 
H

U
B

I
I

H
S

B
 

O
 

5 add .I lIurdcn. 

Ill Ilzrm but (mt "In K5! ram 
‘ luv {h i'vI IIIII.’ ll? EVI llamr} 

Ruponsc: lllioilum wins '.I skiImiNhi 
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Pl.“ s In Iour support 
.Skirn1ish:l)ismrd 3 Iatds from h. Ind 
to “(IHHLl Icompanion (IOllum IN 
akinnuhwing once (or m in: iftlIaI 

"' H n r: w II. advnr out my prmvm 

oAltARIN N _‘ V 
WARRIOR OI LANIININU 

{ANBORN 
SRIIIIO HI NIsIIAN 

i ‘  

- .. _.__, -____J 

COMPANION - MAN a COMPANION - MAN 

‘ Responw: ll (lollum wim .1 \klflhld‘l: . '- . ’ Knifin. 'l‘hc Iwilight cost ul‘mch ”(‘1e 
' knig I In your starting fullonship Is - . Wound A companion (tutu-pt the Ring _ , , 
ham I‘I Assignment: 

hearing a It» fnnsi 
- I‘m. 3‘. “,m_\ FI I I ICHI ’  '1,‘ . \ (  I ; -  I !  I n "  

:Ix {\mfwm HIIII (br' 
{frat fungi] Ill hsulr 

-ARAOORN 
DIIINIIIII (II FRII PIOHIS 

CONOIIION COMPANION - MAN 

arin In a minion 
ation to heal Alcarin. 

- I. ' ‘Wamdfw II IIIIgEII imflmm XI Jm'mmvd m 

[U dimmd. Ran 
i'Ea‘c’hs tiInc Anbomgwfins a skirmish mu 

,I [may main- 2 minion 5 site number +3 
: until Ihc Icgroup p 
2‘" “Whip: IIa III: MW of IL{( Iummd h“: 2! 
:*1YII'I5 9,! llxrluwd In: mtIIdrIIIIK )1t III :III 
:‘FMNJ‘S 

'ARAGORN 
- . . _  . . - _ . _  A -  ..-_...._._.,,__., 

HIIR (H EIINIIII 

COMPANION - MAN 

”Plays to your support arm. 
minion sltinnishing Ar 

lumber oi each minion s irmishing a I’Skirmisln Rcmovc .I 
gangcr is +2. ‘ "Dwarf 

Skirmish: Rcmmc an 6 token to IIIJLL‘ a 
m struIIgIh —_’I. ' ‘ .. .m 
token l0 heal a ' 

VNDcfendcrH. 

lfAmgomismountcd. I'L'mtn'c - 
1"! (0:0) to wound a minion mice. 

tin; I; m- ILIIII uh!" “II! 7.)“ I Anni: Itxxihrv 
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CONDIIION 

cry or Skirmish: Exert 2 
‘ 'ng—bound Men to wound each ‘ . 

-‘ v-ming minion. .1 ‘ _ m heal another It companion. 
fiHImm: Ia mI III IE: {MI 4 {m {M mun -_ 
. lawman! gram amwjratiws ”Link )w-II 
" Mir brlau Ingram I a r '  

rcr must be .I 4 mmIEnioln 

Ibflmmy; mt)... / 
. u 

h time hear" wim :I s Imish. you , '. V ~-= 

\ pom: ll bcarcr wins- a skirmish 
discard this [mutation to liberate :I site. 

(“but Magi! I69jrnm Hmudflhl [and / 
m white rm 

35am! ."'Illst be Faramir. 

.. main: 3 Ring-boa 
1. I‘ ’bI’Mbrr .‘Sll‘yl'wflf‘ ll'blbr‘gmnbcu? 
- ,9 ‘Bonvnir.’ Bxulxwmfi" 

m " < 

r \ \ r ‘ \ “ ‘ \ f ‘ \ \ r \ \ , \  

SCRY}: 

nub :Disuitda an: card from hand ‘ 
Man strength I l . 
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"“‘\x . I  III. ”3“ my prmou: ‘ g .  M in: II 
H" [mm jinn (h. \h‘.‘ I ' I l  I N .  I'l‘f 

~ - ‘  . . ‘ V n a a - l '  A J ‘ -  , - _ ~ , : _ ,  ». 

9090108 

I v  ys t t I  ) t I I I r  support area 

’ hilc you can spot 3 ran Is. the site 
mbcr of cach minion innishing a 

”get is +2. 
I ,  .. ‘tbg go an Inn" ballad), w I‘mm dining. 
”a! the [mm of Ibm nm man" Is gym rm‘ugt ... 

‘ :Each tirmc the fellowship moves. you me 
' wound a minitm for mch un bound 
‘ Hobbit you spot. 
. 1""Tony {Minn .mJ Inc)“: bow mmmrrJ m Ii! 

' - "/7 4m. LI.- aI' Hardy I: ll? nu etflndil!" 

4.. “ a . . . "  

POsusa - GAUNrLsIs 

'I’mish: Excn bearer to canal a 
-irmish involving beam-r. An) Shadow 

flay“ may remov: 0 (0 pR\€nl this. 
" _ an. mow Boramr bu WI HI read and m' mm! 

In «bum 10:56.3! cur awn. 



CoupIrIoII 

Fortification. I’lIII's to your support .Irca. 
Skirmish: Excrt :I It Man or spot 3 ‘ 

‘ " “knights to translcr this condition lrom 
‘ yourappurt arm to a minion skirmishin .5 

-‘ an 

. . euver: lixcn : fi- Man In wound .I 
', II inion once (or twice if that minion is 
" UrulI-hai) 

I‘ II no! 1l It.“ iksn‘rr IIIiIm II: 
ombmg If mm Jgfmdrdfl? 

3fARAMIR _ 7 
SUN 0! DIMIIIIIII 

Ring- -bound. Ranger. 
An (IppIIIIcIII IIIIII noI play skirmish 

_ fl'cnts or usc skirmish special abillrlc‘s 
3 during skirmishes involving Faramir. 
"III II‘III'J Irr Fd'amlll 3]” with}! mu um 

, ”trunk-d II .I It mm IIIJ.I‘IMIMII.{I III: .tru Ii'mt 
- AM! it} i‘r/IHJ l I Mr.‘ rm: gum! 

Plays Io )nur supgorta 
ii: the fellows Ip is at sitc- 5| tlIc sin: 

- I nIber ofcach Man In a skirmish Is c l .  
. ,4 Repeal): Discard this condition and 
' ' » en a Ring—bound Man to libcmtc. a site. 
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I'Skirmish: Excrt a It Man or spot} 
' highs [0 transfer this opuditinn imm- 

1511.? mar-man .irfmm Ijl Uighur}: mi! from (I .1 
- fish "tn .1 (r: iidsr 
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EVENT 

irmilh: Discard all Shmlnw cards 
I- - out: by a minion bearings 

‘7." _~ rtificaiion. 
- i l ‘ (mks .1:ne Flt-"(d I‘r gsInJoyraII :pI. 

infirm must be: Fammir. 
Ht Is an “Chet. 

‘; ' ll Faramir Is skirmishing .I 
. Man or a roaming minion. cxcrt Faramir . 

I) wound IlIIII mInion. 

”Fonifimtion. Ways to your support area, 
‘ 1:“?a I'ou lay this condition. Iou max 

‘ I a If I\ .In to Ila“... 7 ... tolvitns hcrc. 
kimish: Discar this condition or 

mow a + to km hcrc ro makc .I 
Man strength «I. 

i lSkirmislI: Excrr a Ring-bound Man to 

\ . COMPANION: MAN 

. ‘ - Ring—bound. Ranger. To play. spot a 
, - ' , Ring bound Man. 

‘v Skirmish: E xcrt Damrod to exhaust II 
' Man he Is skirmishing. 

‘ l - “‘I I each III! that fix day: qondcr Im Imm 
.- « M W  . mill: .3! llumr‘ [mm .Irr .lIc-.uml my"! 

_j{i5 1:1!"i .IIIII' main. 

v nccl a skirmish involving a msming 

"I: I: (last In rm [afar a bmtr II‘ fir our-Item {f 
alum" «miI w: tel am I'm so jar .Ifiriu'.” 

'FARAMIR 
hHII iiN TRANCE! 

: i ‘  ' . . 

“v “Iii. VI“ 

COMPANION - MAN 

7- ~ Ring-bound. Ru) 

. . \Vitilc skirmis Itnfia2 roaming miniou. 
' Famnir Is strengr 

3"!!! has In new In .II’lpIIIIIIIII Intrum 

Ring-bound. Range-r. 
Jf Fammtr III III your starting icllowship. 

mili in cost is— —l. 
' Fellows ipx Play a ranger In htal .I 

ng—bou ml companion. 
Ji-"mfiot H“ :1! lummtv LI Cupmm III, bf: It 

' tbammi. \‘H' nur Itms in!" {In mm ”in mi 

'lIc twilight (05! o csiclt othcr -*> Man 
In your startinfi fellowship l5 ‘1. 
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.L-‘inusuw- ‘ : i m - u - A L - ‘ -  - 

Common 

Plays to yuur «III on .Irca 
Wliilc tlie fellows Iip is at sitc bl. each 
Ring-bound Man Iakts no more than l 
‘wound durin each skirmish phase. 

IMO and discard this 
mnditinn to heal .I Ring‘bound Man. 
5;. 

;. Barn-t must be Farztmir. 
roamin minion skirmislIing -.I 

' 'ng-liound ilan is strengt 
(pram 7.1mm” and his rum": mm (is? In emu 

brawn I7 Ianni buts, lukr to ll' Imsrm m I- 
f‘  [Ihimr 

_. :nmgh \I‘H inIrr ram: II-Im- I! I; .imlr IIV IBM. . 

GQWIMWGH. . 

I Ring-bound. Ranger. . 
The site numlxr (I1 uch minion Insign- 

.f' 'to skirmish a Ring—bound Man Is 42. 
1'9mugsiwrlm Ian-rd that band: and tiar‘ fmfia 

We lwdm' IInA "MUM wub mu nary! for liar 
,m‘IId: wm Im hm “flirty. 
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Fellowship: Spot A urn to heal a 
mmpaninn who hast e Aragom signer 

cc. 
I 'f . . '" LI” m- rm ('7, mg”, orrlnil Iwgo on “Isn’t rm l 

'1 an! mug-ti: 5:“? '" 

this companion. 
' . in: how mm \‘f gcuier't may “(yr “(fl-urn“! 
' Ii amn‘mt. 

finish: Spot .I Ring—bound M. m In 
It: a minions site number +2 If that 

inion loses this skirmish. \q mav 
. ound :I minion 

'...\w mmr !: InnlIuII: Ibgflm If I (and. 

‘ Ring-bound. Rnnget. _ 
When this companton is in v I  II IrIing . 
Fellowship. his twilight cost is - | .  I 
While skinnishing a roaming minion. 
lthis eompanion Is strength +2. 

.tbry IIrn‘c‘JI-I- mm, palt—tlmmd, Itani 9f Z'Im_ 
gm 0‘“ MIMI: sad and pmm’. " 

PA
TH
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ND

ER
 

Common 

'unbound 4' Man strength I 2 .  

VS to Your suppnrt are 

m =F.xert .In unbound 4. Man to  
, alt: a N! companion stttn Ih I.-.. or 
«exert a ,4 companion to maie a n  

‘ ll.“ Hm {If I'rIIJII II-au/l .1 III-n.- .1}: m.. m: I. 
'fit Son“ j l f I  n .'I.' Iirr ml “Jr ' 

' Ring-hound. Ranger. To play. spot ‘.l 
" Ring- -bound Man. 
Skirmish: Exert Mahlung to exhaust .I 

F roaming mininn he I; skirmishing.’ 
'...wr haw II II!“ man) on t h i r u m q . ’  . ' 

Event 

fiellomhip or Regtoup: Spot a mngcr I 
Play the f lowship 5 next site (replacing- 
opponent 3 site ifncccssan). 
“If wit min Im .mmtl you ml! III-I mm 1.11! IIIIr ‘ 
)1! Ce qgi: :II, for that)“: ml] Am the Iom . «t 
t& \INI’IIIII III" mam mn'rs ‘ 

:Bearer must be a Ring- hound \lan. 
”Skirmislnl l bearer Is sltirmishing a Man j 

. {or -.I roaming miniun. exert bearer t o  
wound that minion. 

"[‘wa badgmu' Few: Itlmm of tbm mm height 
quit-m or tug gmn-fmivmi umwt 
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can» cut-Id 

Countries 

_Pl:lvs to \our mp 
CWhile the Fellnwsi Ipw is at site 6| wch 
, mming mininn slurmishing .I Ring— hound 
com-panion is at 

4 

2 . 
, Spot a Mm and disc-rd this 

mmlition to wound a roaming Ininion. . 
""IZ‘II II fix ““233“ {I Ilk'jmmf 

I "filth: \X’nund a mininn ht: Ming 3 fl» 
:firnifiatiun. 
5'...] in not law 15: bright n e c  m .dIIIIpIII-Is, 

‘ M  lb: Imvu fer Its Iwifmat, nor Ilrr \t‘tlfflt"'li‘r .7 _ _ ,.. 

' "But still \Ir wtll M! 5“ Id]: and It" flint III IIJr.’ at 
U 

That“ must be Aragom ' 
:‘While skirmishing an Urult- hai Aragorn 
h strength I2. 
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CoIIDItIpII 

?hys m Inur sup rt are a. 
£3ch time II # .\.I an wins a skitmish. 

_ y place .I «fi- token here. 
Maneuver: F xert a minion lnr Glcl‘l #- 
.mlten hue (limit 3) Discard this 
‘._60ndition. 
._", Hr \l'JI gin: I'm .I‘III'J' "I": :6! IF: .I‘IrIIIl fair. " 

I : M1lte 2 §- Man strength * 2  
I exert a minion ifyou spot 3 ”fl 

). 
fan Imdxr I-lmré not pan. "" 

W 

Cowman 

Plays N) VOUI' HIPPOI"! area. 
— I up: F.xert a knight w Iransler a *- 

fimifimtion borne by a minion to your 
[:81]a aka. 

a 1' LA :trmgu IIIlI'IFu k My Wot-Ian huge” Ia plan 
llm'r I 't‘HFL'IFIlFlIhI' 

Ammzt . RING 

fBeam-II must be ArIIgorn 
' the start of each of your turns. vou 

‘ ‘Wy spot a cultutc token to 
companion ofthat culture. 

' I? -‘“‘l'l~u u I! thug Ijr mini lawn! win mimng 
0' It: ammtm Iximt. [11w no pom-I met 

In wind: Ilia)? Edd II wbo let»: my butt.” 
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Commons 

imnys to your support arc; 
While Ilic fillowsliip Is at site :l cach 

ing- -buuml Man II defender 
Skirmish: 5pm .I Ring-bound Man and 
discard this condition to wound an 

’ . InmIIip: I xI-n Angorn lwiu' III pl [V _ 
y number oI possusmns from your 

rd pile onro companions wiilI [I'IC 
agorn signcI. 

'...] wrl'l Jar III mt g‘rhm.” 

Skirmish: M. Ike 3 #- Man strength I .. 
I r +4 ifskirmisliiug a minion baring .I 

“...“: {11nd cumim Igaiim .I (hilfijf' wk: 
Mu“ dfl'fi'f xii... '" 

*‘ l'l.II'~ In NH“ support .Ic. 
. Shadow: I‘Iay an Urulc hai Iu place an 
fl IUIICD on Iliis card. 
R e g r o n :  RC‘IDOW3 ‘ Inkms Ircim this 
LIII I  .II disuml an Uruk-hai Io Ii 
control o f :  sire. 

I I I  "’ Ir" III-mm! 5m";- II: Iran... 

‘S
TO

N
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ow

m
 

. fortification. I’LII'I to your support area. 
Skirmish: Flu-n- ’ 4* Men to Iransivr 

is condit ion From your SUPPO“ RITE) I0 
. ‘1 lninion skimiishing : «i; M an. 
' .3e i-aninnnm If (t1141}: yrm‘dai San! Jq‘rmr 

igmm.’ Sumo” ‘< ..rmzim. 

. d hml: : companion ifyou spot an IE 
Itoken). 

You munnfiim ”on 

' Dam 
\lll lIiIc .II .I l1 Iulcground II-IiI minion is 
ficrc 
\\ lIilL you control .I baulIground. this 
I I I in I I In  I: Llrcngt 

I ~. I.“ miiiil. I'M: I (In 

' Archer. Damage +1. 
Wink q control a sin: Ihc minion 
arrhcn' total Is #1. 
I.“ III' r}:- {flat any in! prune}: .I M': r dIffiu 
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. - - - - - - - . _ . . _~_—. .  . - . W M M -  

....I_ ~~A_-+_A.~M~_~f ‘ r .  1,. . .5 ... . . .  44.9. " p a  s...“ 

W .  JW‘ 
0 Posssssmu - HAND WEAPON 

I. 

.‘ecr must be a ¢~ Man. 
I" ilc skinnishing a Man orl .1 roaming 
:‘minion. bearer Is damage + 1  
“‘1 urmi.’ Ila: Irmi Item” .AII' ”adorn“; l“ 

I min 

MAN ()I BI IIIIIiI' 

Km I. Tn Ilav.. I a kni III hi« I mi 8 . I;xcn urgon to wound a 
minion bearing 1 i» fortification. 
JIIIII pr; !: smIII Farm our 9! Iii Angus .jr 
«’01 A mrI‘U". 

MIMOII - MAN 
v v-v 

"iii“ IninIIIII is \rruIyIII I ._ .IIIII 
mag: +1 tor midi Frcc l’cnplui Llliiul't 

III.“ IIIu Ian spin ovcr 2. 
I n  H :I. (my: :5 I! .Iina Samoan rung/r! Wig? 

I’l'n pl II um .\ .InInI.III (1rd” & Man. 
PI PI \ (III .I I rcc l’mplcs Man 
I‘m II Iimu another aliv or companion 
IIIII I a skirmish. Ixarcr musI ext". 

1 v 3 ‘14 rm.- r M! fr 1!: mr ~ II .mm {mm fix 
l\{‘ H! $I§w1 I.’ m; m ‘mmg. ' I 
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fdlomhip: Excrt :1 kn 5hr Io plav a «$- 
fortification Irom your isainl pile. 

wider! am: «I ()IgI'IIIIID wm' loo rrw II‘ jrgbr I6: 
rimming urmm‘ m rbtfidd, 

‘ finish: M .III: .I f Man \Ircnfirli ?2 
or +3 and during: +1 ifskirmis mg 3 

Wing minion) .  

'MS“ rum “.1. "II Frclfia ’Boroimr. .I mun fl' 
- m; .mi' for Ibzr Iv war mama-J II)! In! man 

in 6. ML: " ' 

. . . - m m m o o v a  -. ,7 

& mlu. II on IlIis a 
Skirmish: 8pm 5 I Iokcns here 
WI.- .In UruII-llai strength +5. 
IIIls II-ndiriun. 

' I  v I " . ‘ , ‘  

ar— ‘— 

5 Burg-I mus! IN." .In & miIIiI-II. 
Foch Iimc bearer wins .I skirmish. the 
Fur l'cuples player must run .I 1i 
comp. .Iniun Inr each site I'ou con_ 

.1 . m. up: am trim and stir“ IEM‘ ' 
ban; or Iwgird “as am ' 
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Machine. H.111 to your support area. 
Shadow: Excrt an Uruk-hai to place .1n 
& token 011 this card. 
Skirmish: Spot 5 companions amian ‘1 
1311111 here to make an Uruk- hati dung: 

. Ui1c2rd this condition. 
1:. ,1'xr1' :5»: 11min; 1.11:5. : "11.11111 .I'x 

' 'BiRSERK _5.,_L5X§B_ _ 

, Bcrscrk blayct is strength 1.2 for catch 
g/ound on a chat-act" In its skirmih. 
Skirmish: Rnnow 5 ‘ tnLcns {19m .1 
111.11i1inc and cxcrt Bcrscrk Slaycr fwicc 
to wound every companion. 

1 1‘ .111 .‘I ( Im‘: .11! r :  3-.;.':v.' 

Burcr 1111111 '01- .m Uruk It:1i. 
Bc .1n-r 111.11' no t  rah.- wounds (except 
during skirmish phases ) 
‘ I * u m .  "um! ml): xiv“ he. 1.1 i-Ltd'rlmnfs 
"1' 11 1": fir rtrnrJ 1.1mm"; uiuru’ 11115 (M1. 

H111 to 111111 sup on .1n-.1. 
Archery. Spot- 7 :mhcrs to make 
allicx take wounds from archery fire 
itmcad oi companions. 

\‘1'.- 11: 1111111111111 mir- £111.. 'Bmtgcwfiur 
Ju3t  1 m g  A'mg' 
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Bengt-rim 3111011311 

:1 

I .  
Bcrscrk Butcher is strength 1 l for cash 
Wound on exit dunner itt i ts 551' ni1h. 
Maneuver: Rcmmc a n  & tokctt m :1 

' 1. I 111.11mnc and c1crt Berserk Butcher 1111111.- 
t o  prcvrnt .1" 11 mind. to Uruk-hai until 
ti11-.1\~igtttt11-m pimx'c. 

Mancuvcr: Mm l i‘mk-iut 10;t .1 
burdvn fut-c.1111 card in the «11:31! pilc. 

' I /  -. 4.11:1} .111}; £911" 111:1,»a 1m}. with: ."'J 
”1&1?“ 1.1:." ' ' 

Search. 
Assignment: Ext-n .1n & trucker 111 
3111211 11 man  unbound 11-mpaniqn. 
i it it umtpanion may 1.1011 to  pr 
tlm [unit-.11 liiut mmpanion is a 

'1). ' .‘l".-'* u 11111.1}1‘1' “1'“: 1131111: I ) :  
- ~11  

To play. spin 2 i .tr1i11-r1. H.111 to your 
, support .1n-.1. 

“11- i rcc i’cupics piaycr n1.11' not pk}: 
.111i1: r_1 u'cnh or usc archcr) W2? 
1111111111. Diward this condition ring 
tin t1group phase. 
4 r."1 1 = (1'11".‘11‘ 12-1 1%! 11.1111, 11111101: 111 rlplj. 
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'BERSEBK RACER 

-Dama.gc o l .  
Bax-1'1. Run 15 strength t l  tor each 
1111111111 on :1 chanctcr' in its skirm 
Skirmish: Remove 3 fl 1011 ms fnfiti .1 
111.1.h1nc and c.1crt Berserk Rngcr t’wicc t- 
“ ( M i m i  cverv a l l y  t w i c e .  

.I' - 1 1- 1':-~,:: 1.1-... 1.-.1‘.-..r~¢.---.-..‘. 

-‘Rcsponw: “7 .1 111t11p.11111111 (1r .1ii1’ i1 kii lni .  
c t  rt .111 & minim) to .ldd a burden (of .. 
bard-.111ifAtagmn.((1and.tlf.ot [Wig-11 
11'» 'iicd). 

.11. 111.1: «1111i: Rug—bum’JIowrixu 
- .  1 3'( k n  1.’ 111-1: 1 I - t i  .Jwtl- "11’!!!" 

.. 

“.11. to 1111” support .1r1'.t. 
Shadow. i t  vou Control .1 sitc.pb1'.1n 
L ml. [mi t o  discard a Fru i’coplc: 
t o n d i t i o n .  

H -  ‘:.rvr”‘11'..‘ttn 111.1". . 1  u r  12-11 11111.; Jain 111 
. . . . 1  

3‘11 piay. 111111.111 & H.111. H.111 on .1 
LtJntp.tt\1(1tl (cxccpt the Ring bearer} 
Awignmcnt: Assign a n  E minim) with 
i.» sttungth 111.111 team-r to ski 
is. -11t.l)i1c;1rd this condition. 

' ‘1”2,“ 111‘111 11~.‘,'11‘ 1.111( 5mhlilcrbr1£1r£hn I)" 
151 « m . -  11.11 1,15 1"] 7})! .‘Hg’fl.’ 

r \ \ r \ \ f ‘ \ 1 ~ \ \ 1 ~ \ \ , \  
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Bum-rk Savzigc is sm-ngrh 11 foradt _:' 
wound on :1 character in i ts skirm 
Skirmish: Remove 4 & tokcm 
111.11 htnc .1nd cxctt Berserk 5:11- 
It) nuke 1t strength +8. 
\‘1 .1 1-. r.-.’.~~ :. '1‘..“.-".".'.'.".‘( :1' '3‘1‘ Br'strb‘u. 

-Mancuvcr: Spot X l'tuk h.1i.'lhc Free 
Pmpiu plavcr may Assign X wounds to 
vour mintom. Play X‘wcaponslfiom 5 
h u r t  diamrd pik. 

-.1~.‘v1':'1);1.u and 51111111, 51.»!!! I111!!! and? 
1‘ ,_-i 3251.11 .1111 1.1M! #11311; 

Archery: hurt .111 & .1r1i1cr to make me: 
mininn archery total +1 and the 
iclimx .hip archcry total -—I. 
' 11' 11.1 'f:'m .'-r1 .mitrs 1-1111e 1.011111" H 
..1: - .211111! :13 hunt": 1111 115: ms”: 

-.C9.~:D”!9:~ 
v w w  

Shadow: lxcrt .1n Untk- hai to pine: an -' 
E rnkut on this (.ll'd. ', 
Maneuver: Spot 8 5 tokens here.- ” .. 
c1 111- character. Discard this co 



H. II s to ._ our support IrCJ. 
litch tinic a companion or all) low: .I 
skirmish involving an UrIIlL hai. placc an 
& k-n on this card. 
Shadow: Remove 1 & tokL-ns fitt this 
L.IrLl to take control of:  site. 

Add“: 3f.” 1,.“ 

F
I

R
E

S
 

A
N

D
 

F
O

U
L

 
F

u
m

e
s

 
4)

 

V cmup: Discard ‘0 & (hrs  In wnuml 
a companion 4 times (except the 
Rlllg—lx‘flfl'l’). - 

;' tisruL ml taught m a spun of“, Mud 
iii-thImd lil-Ia turd).- .I 5cm“: Hugh.” 
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N. I} s to .‘ our support .lI'L‘J 
laLh mm a regroup .ILtiuII disutrda an U 
()rL \ nu mm that ON on this art]. 
Shadow: Dis-Lard 2 cards stacked hp: and 
ImL- 0 In plat) an & 0n; from‘your 
dIsL trtl pile. 

‘ l  w- .  
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’ Response: It :I spLx'ial ability nl'an Ally or 
unbound apanion is used. cxcrt Grim: 
to Lnnccl that action. . 

‘ “71nd": mm l3 I1: .‘ mu uft'u prt'rmsd 
\Ir'. 5.4.1 Ion mm It pt. your slur: of!!! "matu- 

s u n  and MA! Iltr \\\‘mflfl rm Jts -rrr 
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.‘fQUPHQBPF-L..- _ _ 

'GRIMA 

Archer. Damage +1. 
Archery: limt Elite ('toxshowmcn tn 
nukc Ihc Free Peoples LII-ct wound .In 
unbound LoIIIpanion: this minion‘docs 
nnI Jdd to the Imnion archcry totaL 

Archery. . or 1 & .ItL-rs In malu: tltc 
mininn .It:l'lcr) total +l for each and m 
the lJd pil c. 

. r. It'l‘ titlItII .mmd'rr Ii? mom!) or fiflkilng 
.Ir- I: «I: I- 

I i:  ( 5  .' ,JI'I'I'I'II‘ m"! la' I): m‘rn?_ .Imnmig fl? 
NIL." .~'.-IItI'.' 

We oridcr. 3 ‘  II wider. 
\Xr’hi IL~ Foul Horde Is not cxhaustul. it is g’hi Ic  Foul Horde it not exhausted. it is 

\\' hilc Foul Horde has at least 3 vimlin. 
i t  Is am 
\\ hilc l oul Horde has at least 4 vitality. 
it is damage + l  

\‘L lrtcllf Foul Horde has In low 5 \éplitv. 
l ‘  l ‘  amb‘" k 
\X hilc l uul Horde has at least 4 vitality. ' 
it Is damage +1. 

fGRhIA 
: ( M l  V I I I )  CIIIIJ Cntwsuon ' Sm i. 

MW]? 1316': 
i i "  

EILlI unlIIIuntl companion (or .IllI) 
bearing a Shadow udtII III is strongth — I. 
“In" / rwtnmmrl you lum' t.~_'.~I murky” 

Maneuver: SIMI I I  Il‘rLL- l ’unplLs Lulturcs 
and exert Grima to return an unbound 
companion. and all cards on him 9: her. 
to IhL-ir owner! ha 
' [ I-r fv  you 4nd I m; .1:hm[nm.- @Ol’bl 
lit-n}, I " ,  N I !  'I'.) " I f  ”It (I; 

"'
3'

: 
,v 

,3
 

up: Discard .m 1 ()n to make IhL- 
Fm.- Peoples play‘cr wound a mmpanion. 
"z'wm of Utthm! shard (bar (mum .I “imam 
HI I: rhino 

l’lt'n to tout support. arm , . -> R 
Fach tnnc a regroup :ILtion discards an 5 
()rL _\ on may stack that On on (hi: card. 
lit-Foul): Doom! 3 cards stacked her: 
.lllh IL--mm'L 0 to discard .1 Free Pchples 
ptIswsslon. 

' [7? all II-I‘IIA \IIII bum m tbrtirrs .jfindmtn." 
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Skirmish: Make an UrIIlL—iIai strength 
I :  (or 43 Ifat a battleground). 

Assignment: l’rrvt-m m & tr.II km from 
being assigned to a skirmish by any pl: :- i 

31': no: .tnmrv rc Mord." mun" 

:GRNA 
“l()h“ll’)\'Il-l 

' Maneuver: l‘wrt (IrInIJ and spot an 
unbound companion hearing 3 or mu 
cards to taunt ach Fret l’coplcs 
th.II companion bears to its own 

] .  . r for wII and I ‘urs It; lam} m - 
urn» I. :rrIrIt, I" Into.  [mu/I I m Irv/75x)! ’ .  

lSFNUARD BUIIIIEII H 

Regroup: li‘stackcd on an & card. 
discard this card to add 0. 
““I ... II": .III tiny-f utlbhtml: ram "1 
.'.:II. In»;ma1intg It 51 out din. " '1 .‘ 



W: -rider. 
WM c this minion is not exhausted. he is 
fierce 
7y :Ii'n and fix: warg- Him to trout anti Hind. 

5959“!) Forum 

Regrnup: Ditcard .ttt & ( i n  to make litt‘ 
Fret- Peoples player wound a companion. 
_\.2 I" H. m t‘un‘fd I‘i: "mini ( )1. i la at! M It. 
:_:.i 3'! RM )"  

Regroup: iii \tntkL-ti mt .tn & tJl’d. 
distani this Lilfd and remove O to 
exhaust a companion. 

‘I vjfcnmtttlr 0'14 wmd m Summary '5 jun! 
ut;.tt.:‘r\: 

MINION - Uni-tom: 

Damage +1.  
Maneuver: Excrt Lieutenant of Orthanc 
to m: the another Uruk-hai fierce until 
tht rcgroup phJse. 

I ). mt ml: 1: m IIx gnu-ms of our amt)? 
\ i r  tin 'IU'JJ'WIS L nti- Im.’ " 

~ “ . ' ' "“ ‘7‘ . ' -. ffi§~5i has"? n “ a  9w M a w ”  . _  

M
AN

Y 
R

tt
tt

tt
tz

s 

ls - - -  

MINION f___ttt_;_ ” m a m  
fi 

’ Regroupt Discard an & Orr to make the 
Free Peoples piayer wound a mmpctninn. 
I )I‘n-‘h .mJ rat! at [mtgnd Iqt firmrtzm’l 
mum vtt burg? fer :pcrt, 

smmflw . 

' We -rider. 
\Xl’hi c this minion is not exhausted. he is 
fierce. 
‘ Ht my mint II)“: mtt buxnir .mJVck-mti. 

2H. r ii " I n “  

”BEWARE 194198 .2 , , 

Fret: Pt‘upiu player wound a companion. 
" I  undfl‘ 51H: {tum “‘71.“.d tc in: .‘Inmm: w 

my .1! Ixngutd ' ' 

" Search. To play. t-wrt .tn & tucker. 
I’Iayx an .t companion (except the Ring- 
heart-r). 
Assignment: Eaten an I tracker and 
rt-muvc 0 to (mign that tracker to' 
harm. 8mm may exert to prevent this. 
“‘I! “151‘” In"! um; f1v‘lroJo...."' 
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‘ Regroupt Dismal .m i ( i n  to "min.- 
the 17m: Peoples player wound .1 
compsnion (0r 2 companiom ifyou spot 
(1 t nmpmioth) 
Regroup: II rhia miniun is stacked on an 
i t. tttI. spot tn & Ore md discard this 
It itttutt to ttiti 0 .  

‘ B t .  tttt must In .11] i ( i n .  
\\' hctt you pin) this weapon. you may 
.tdtI 0 tor each site vou control 
I I- r'vm: Itrtgivq-r a thug .mvnhw “In 

MINION - Utttttt mu 
v v v "  

Damage 4' l .  
Maneuver: Exctt lieutenant n fUrt Ium 
t o  mike another Uruk-hai Herve until 
the regroup phase. 

' .c') w an “1"? In in xiv g: mums d! \w urvny.’ 
i i  t ' t r  hu‘mt‘ I r u i -  Ir" 

PAYRUI Lt‘AoHt 

Tracker. Fierce. 
Skirmish: Remove 0 to prevent an & 
tucker from taking wounds. 

I!.tt4“ur .ut.I ‘Ht 344's .trt m Pita/NEH, “ $ 1  

-'-;.-.v...' mm It}? m1- rtmr new. m 
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' Regroup: Discttd an & Orv; to make 
the l TCL Peoples player wound a 
comp tniun (or 2 companions if ‘ 
() t rtntpanions‘) yd“! : 
Regronp: ”th is  minion m suck on: 
5 \. mi spot in 1 Or: and discard .. 
n i i n fl l n  I 0  .ILILI ” -  

Wilts-rider. 
tW hiIc this minion is not exhausted. it it} ' 
fierce. I 
l i t  h time an & Ore wins a skir . 
may exert this minion to contrui site“ 

wt.- ”‘1‘ n ”K ‘wu Ix, Mar .iIt'n tix arr frcwk, 

_ CONDITION 
w w w —  

’ Spell. To phv .  exit-rt allHJH or .m ‘ 
\IJn PI. .1); on 'J Fm: Peoples Man. 
Spcti tl abilities in butter 5 game tqr 
nut be used. I 

7’. r Im h m" at late won“ but M w M -' 
. ‘ t '  i A I I I ”  O A K ! "  

make an unbound companion firmngth- 

Rut; rt Rani" J5 gattJJIIGrn 
r but ,‘ :3: MI [Stuart Irtr firir It?“ 

" ' IAI' Dimiw untltmlmtyrmtyt 
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l Regroup:\ ‘IOI haruman (H .In Q Man. 
ri'u. II mm and. and discard all Free 
P nplcs cards revealed to Iakc an & card 
InIII hand from your dikard pilc. 

' / . I 15.»? wk .IId IIJI' (,‘mu Cw It": «all hr mi: 
' I “ . . . “ . '  
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’ l’l.II s on .I \ll(‘ you (mural. 
\Vhilc .III Umk- hai is stacked on this site. 
IIII' I III Peoples player mzn not play 
sIIIIIIIIsh cveIIIs OI’ us: skirmish spacial 
IlIII IIics. 
[Oran .‘ pfunfirv .IIs'rlI'I'A' Ii? rJrIl'I' of”? [ungn 
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CONDITION 

" Search. To play. spot .III & llIlLlKL‘J'. 
I’LIIx on .I companion. [huh I per 
C ( I I H P A U I I U D .  

II l‘L'Jl’cl’ is killcd. reveal the Io ID cards 
of upponcm's Ilmw deck and scan.“ 
SluIlow card and I Fm: Peoples card. 
Your IIppIIIIunI rcshulllcs that dock. 

. . A R U " 1 A N  

M I » .  II III FIII I k 

‘ Saruman m; I\' not Iakc Wounds during Ihc 
archcn phase and may nnI be assign-d Io 
.1 skinnish. 
[.IIII Iimc IhI: ftllouship mow-s. you In. I\' 
In: II Inch I Orc twicc. 
Shadow: Exen Saruman In $1.1) an I 

‘ T  possession from your disc." l e. 
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' Maneuver: lixcrr .III lTIIIlI—hai III cxcrt X 
IInhIIIInd companions. whcrc X is (he 
nIIIIIlIcI of sila you control. 

i :. "viii; .JJIIJ mll Iv mum! Ind (bblax‘ 
.I' /\'.-n.m 

il’lmn In \ Imr \Ilppfll‘l Us I 
Skirmis : Spot a sin: vou control and 
rcmmc 0 r0 canccl .I skirmish involving 
an I ruk- hai. ' 

: :II Inmnmm. Ilk' I “II-£1: 9f ImIqd I..- 
I 

‘ '.‘_‘ TI" ' “TVA' a:  XLI'HJI 

To play. \Ptll harunmn III an & M.III. 
l’l.I)’s ” I I  It Pitt: l’mglu. Man. 
li.II.lI Iimc Ihc Fm coplcs player assigns 

carer Io II skirmish. cxcn «uh :I 
I . :I MW II: fwwrr but, 9‘4."l III; 9113‘.” 

l'lnw (In S.InIm.III. 
He Is Here: and W e  +1. 
Mancuvct: Make the IrsI scIIrcnm of 
\ IrIIman‘s game cI not apply mail the 
nu: ”up phase. 
H I  mm ..-1 1"!d to ban) I'Ln'hmfiltbu .I'sw. 
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00mm CHAMPION 

MIMON - UIII K HA! 
i v —  

Damage +1. 
Assignment: Excrt ()nham Champion 
Io aSsIgn iI to an unbound companion. 
Tim companion may cxcn In prevent 
( h i s .  . 
kl now." munm‘ :II Ira-(fir .‘mt [T II‘vr a I‘.’ Hi 

’ Archer. 
'l'hg m'ili t cost oi‘cach & .Irchcr is ~ I .  
Archerv: ‘xcn Ran *cd Commander Io 
malu' Ihc Fm.- Pcoplos player wound an 
unbound companion: this minion'clncs 
IIIII .IIILI (0 (hr Ininion arrhcry Imal. 
H “ a n !  I I Il‘I (J‘EJI’N'HJHIB .Iiui‘u‘uzrh’r: 

ROHIRRIM TRAITOR” 

MIMON - MAN 

‘ \V’IIIII: you I.‘.III \pm :I kilnlpJnllN} baring 
.In & IoIIdiIioII, this miIIiIIII is sIrcIIgIII 

'3 
‘ 5 . -  

‘ K um II mu .1 mm, .ma' III} you Imm'r in m 
“Ilium .' 

POSSESSION 

I’l. In to \UUY suppon .IrI:.I. 
l‘JxlI l‘l.VC .I rcgmup action discards an I 
Or. )0” may stack that Orc on Ihis uml. 
Response: Him I ()n; Is about Intake :I 
\s .IIIIIII. discard 2. cards stacked heu- to 
prcm that won 
‘Isum "atria! Ifx mutt ”fix, Implnnmu .ymdumy. 
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ORTHANC WAIEIIQII 

: I::'.' Ibm Um If  Manor. 

' I’LI} s I I I  _\IIIIr support .II‘I-a. 
EJLII mm: the Free Peoplcs player 35s 
an .Illy I0 :I skirmish. you may pl: 
mininn from your discard pile. ’l ' 
IIIIIIIIIn's rwilight cost is - 

, . .  1 /_ "31"3 rum: I'v "HIFIII'II' 

~3ARII~IAN 
B: \‘ h IIIIIIIIII 

' S.IIIIIII. III III. I) no! IJIIC wounds during 
IlIc alIrry phase and may IIIII he 
assignul I0 :I skirmish. I 
\‘k' llClI you play Smuman. Vuu ma  
(ll3LJILl II condition. 
Shadow: ExcrI SarunIan Io lav 
SJruIIIJII s hull lmm vuur isull’d pile 

. . I  - 5 .  
’ Machine. I '  Ll.“ III Inur support area. . 

Shadow“. l xc r I  .II'I llruk hai Io placcan ~ 
& (Ulu II (III Ihis bald. 
Skirmish. 5pm .In & token hcrcy: 
.III I ruk- hai. Discard Ihis conditibfl. 
' 1  '1 nvIIIdI .II'I‘MX {mum um IIIIIJ up. Many ‘_ ‘ 
(Iv: .I'nm II: mm. I‘m nun} Im‘rr rrfldxd 15m...) 
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‘ Wag-rider. 
~ While Shatku is not exhausted. he Is fierce. 
cmup: Fm Sharku to add 0.“; 2‘ Each time I‘ouFfIay an & mounrflyou 
' 5.:III cmfn‘ur “graders.” "Li: m II nuke IhI. cc PcopIcs play/expert .I 

cumlunion (except a Hobbit). ’ 
( b u r y  .IrIrII . .  "I”LIILIII-I (”cliff mpn‘f to .I‘IL'rI‘I’ 
3:... ..I.“ “5 . ;  '.l'I-_. 
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ARIIIAIiI - PAIANUR 
W V 

Skirmish: Iixrrt .In I ' I I Ik-hai wIm is IIIII 
. asIIgnI-II to :I skirmish to make another 
Liruk— hai strength 43. . 

:6“ .11}: pm Iv Jan! .1." xi I'Irclrai pert pIL ' 
‘ in .1 mm" nw I'Igm row (be him; 

Tn play. mm :m & mininn I'III's In 
V 0 “ !  S U P P O " !  : 1 a  

Shadow: Spot an E miIIInn .md "mom: 
0 In  reveal [Ilc top card 0! MW 
. | . I I  You mav plum that card ea 
III. i! draw d c c .  
" I !  mun: mm": 132:: “fair lock: I." .IIIII‘I H 

-U_.~'II_RIII 

Bearer must I'M: .m Utuk— II. Ii. 
Shadow: “burn is U Iuk, cxcn II and 
disc Ird a Ininion from hand to play a 
IIIIIIIIIII. Its twilight cost Is -5 .  

Huh IIIIII- IIIL' I‘rcc PuIIpIm IIInycr .Lxxigns 
u unnpanion or .IIIy In an I Man, liml 
companion or ally 1mm cxcn. )7 
(,wm ,‘M‘IIIIII‘J brm "(t nix-II ‘Rgimnflfi‘o 

I (glid' [mmnqmim - 4 5. IMMIL 

IIIIIIII CHASER 

MINI()\ - URI K- HM MIMII-I - UmI-HAI 
— . _ . x 

Tracker. Fierce. 
I )IInnI. a fierce skirmish Involving this 
mininn, II is utength +2. 

\ m III‘ I'. Luv Iv Ir; II dcxliu‘r IIIIIL I." ‘ 

Archer. 
When you pIa ' this minim). you may 
place .In & to I on a mac inc. I‘ 
'b’: .- mm '1': I IIILIJWI 51:4:t lit/1w“: j 
I'." .'.-I:IIIIrIr 

Burnt must Ix.- .I \VJfg—I‘ILIL‘I'. 
"bearer is Sharku, he is damage +1. 

ome: II'a Skirmish sped. II ahjhty II 
“II. Refrin a skirmish invoII mg beams. exert 
hc. ”LI" [0 canc that action. 
I}, “-..'";*:’:l‘l'.’.1‘.‘lJ‘II'kt‘I‘I m' {35:51 and “rotten: "h ~ 
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I’IIIII rII .“ Iur Iuppun In I 
Each IImc a cumpanion nr :IIII Iou‘s a 
sLIrnIIIII InvoIving an & Man. ym may 

hr“ I I '  

1. 5:13; Iixnr VII 5..” an I‘ar .Ibmirws..-" 

Damage + 1  'I‘II pla) IIIIII .III L’ruk- ILII 
\\' hIIc .II a battleground. this minion is 
fierce 
VI IIiII. I'ou commI a battleground, lhu 
”union is strength 96. 
\\ IIIIc you control " hank-grounds. this ‘ 
nIIIIiIm may not take woundx. 

MINION v IJIII: R NA! 

‘ Archer. 
Axchery: Iixcn this mInIon to make the 
Frre Peoples yer wound :In unbound 
unnpanionII Iis minion dues IIocadd to 
II:- InIniun arc‘hcn IIIIIII. 
&IL~ My unit” an! II." III/Ha “‘0!w Hum-M 
{fjrtmum 

‘ \ “ ‘ \ " \ \ " \ \ I ~ \ \ P \  

I; m .I pom-won tn) stack that Wion . 
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_ COIIDIIIIIII 
v v —  

Machine I’ Inn [0 Iout mppnrt. am 
Shadow: I’I.I_I an L'ruk-hai w pIaccan "- 
i when on a machine. 
Response: I I  one or more mach , 
.IIIIIIII to be discarded by an op 
dix. II’LI this condition to prevent (hit.- 

- I  “ I I  :.. mv. "l. r .:'.I.rII‘y;IIv..prI 

'_U_GI UK 

Tracker. Fierce. 
Ihc roaming penalty Ior each I Imckg‘ 

I'ou Iay i  Is - 
\\ IIIIL you can Ipot- ‘ & IrxkflgiUfl 
II IIrcIIgth 05 
\\ IIIII‘ Iou caln spot 3 ‘  trackers. ”3‘ 5 
is damage * 1 .  

Damage . 
Regroup: Suck this minion on a site ' 
CImImI. I 
Shadow: II stacked on a she yuu - . , 
III. II this minion. Its twiIight cost 5 - 
) I .  #p I1‘II‘.'I'IL‘.I I. IIIIIIIII Inn: \Imlmrxa. 

MINION 

Damage +1. 
Skirmish: Exctt this minion at a f 
bank-ground to make another U hi" 
sIrIIIgth +2. I ,. V 
‘ 5 4 . .  ------ ..I.-- I '.( tur .Inn) Immrd m [mutton , 



Damage +1 
\\ hcn mu pluv this n1ini0n.ynu may 
place .In I‘ when on .1 machine. , 
' i  I -::I I 'l' Hi" I‘d' MW] SIII'wIMII I SWIM: 

, .II If .  TM} 1307*. 

. URUK HUNTER 

'Trackcr. Fierce. 
, Unlmund Hobbits may not be discarded. 
Responml Il‘an Imbnund iliibbiqb 
killul. exert this minion (WiCC to gnu.“ 
.I companion. 

' i i  m .  I n !  91. f of [mmrvi um‘ I'm \c‘ll I}!!! I "  J “  2‘, 
I,. $1.13 9.:r‘.I.Ir. 'r‘I 'plsl". uni‘nwr 

’ Damage +1. 
Shadow: Enter! this minimi to play :In 
L'ruk- hai; its twilight am Is ‘ 1  lbfuch 
tcr Uruk-h II you can win. 4 

i i  I n .  It i 0:} hi].- \I( do no! “Pp Jfi'tlgbt [.11 
r;._. ‘ r '  1 1.1L 1v1;-.Irmirbn.r10r‘1cnn 

.“K SEWER. 

Tracker. Fierce. 
While skirmishing a character baring 3 
Starch card. this minion is srrcngrhnZ 
:Iml dmgt +1. .y 
\ .rvm- out no trim; hi “rapt.” 
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«Damage +1. 
i f  then: .II: at least 3 cards in the dead 
pile Ihis minion is ace. ‘3‘ 
I i916 imamw ImIIIn. 1i: .IIun'I It 6%“ 
. r ;  .i fix 'Lmi warrior; 

URUK PLAINS RUNNER 

Tracker. fierce. 
During .i fierce skirmish involving this 
miniun, i: is strengt +3 an den”: +1. 

1!  . I f . RIIII' Ur um if mw mfmn Marti haggard 

URUK RUNNER 

Tracker. Fierce. 
During .I licrcc skirmish Involving this 
minion. it is sIrcngI +2. , 
" ‘nfimi, flour mu. Rim whit my" $151332] 

Beam nun: hc :m Uruk-haI. 
Maneuver: liven bmrcr to discard a Free 
Ptopim mount. l? ‘ 

l ’ (I'd-8:1 l‘mxtJ lint hing privy to { W  fir 
. ' I‘Iritr'R‘e 

‘ w .1;.Il'..;_ 11...? Est-(fin: . .  yr: . 

v V v - v  

Tracker. Fierce. 
- Unbound Hobbirs may nut be discarded. 
Response: If an unbound Hnbbiq'g 
killI-d exert (his minion ru add agarJen.‘ 

ii. I .1111: m mm! (glut ua; winging: 
) i -  :'r i; f In? i n : '  1 hi”) In rumour unwilllw 
f.) r. 

W W I !  

UR_L1I.EILE_S_U.EB_-__ _. 

Tracker. Fierce. 
[ IImnd Hobbits may not be disaldcd. 
Response: ”an unbmind Hubbi 3 
Mini. am (his minion (0 make Frre 
l copies player wound an unbo 
LIIIIIpanion. 

\ .  :II' . 1  'IYIII.‘ I L ‘H  '.\".'.‘ (MENU i ”  

Damage +1. 
\tn you play this minion. you may 
place m & token on a machine. \} 
‘1'?» m'mrm n 91' 1&1 Hamburg I'm 1; M}! M! 
12-.- .mi of SIUII'IM” J mgumr Irwp: 

Damage +1. 
'W’hilc an all) Is in the dead pllc. this 
miniun is strength +3 and fierce. I;  
‘ 4. 4mm" Ibr. bn.:.::rd, an} Ibeu m rid/int. ' 

Durvng a hero: Skirmish involving this I 
, mininn. it is strength +3 and i" 

“ (  20mg: (clung on, uni w ought II‘ Ié; 
r 1 "  I A . :.'l“.‘.-‘ .‘H. - 

MAIMIIII - aux—MAI 

.Damagc +1. 
Skirmish: Excrt this minion at a 
baulcground to make another U /  -- I 
sm Iigsh +1. 
" -::I In. a fen JEJJT ifplumur, (59' WM? h 

“331“” ' [ I '  QUE"! 'r":'l'k \rmrmn 

Ufilils SEARLHER 

rTncker. Fierce. 
Whiic skirmishing : character basin ' 
search card. this minion is strcn . é. ‘ 
and damage +1 

‘ l! by Jon I M Irarrb Ibrm .mdfind ' - 

”‘8‘ 
Each time a limmpamion or ally Is killed '- 
dIIring a skirmish Im olving an U - 
you may take control ofa sire , 

-/ c.» umm'd‘. Heir. umi'flrJ Inch 51M , ‘ -. 
5&1n Igum (volt: .mJ rhugi gum; ml MI: 
Mr If: momma w 1v- bnimi In a higher paint" .. ‘ 

8‘ (rum) “5-: n: \i'z’. 1%32'7‘.‘;7 ‘. 
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Damagt +1. 
Regroup: Stack this minion on a site you 
control. 
Shadow: "stacked on a site you Imi. 
pl. I.y this minion. III; twilight costs —1. 
' IEcuIJIIJr III-T with/3:.” ”mt! to hair kl? [Jami-my. *_ 

‘ThiI minim! is straigth I i  {or each 
wound on .I CINNIJCT III in skitmfli. 
(,I I. (IIIIJIII'I: cf 5!i pwmi up.” Run“! (tam 

. (um. unrtlllmr Mulls”! 

Dam c +1 (or damage +2 while you 
comm .I site). 
"‘M'r .m U": mums qf§ummun WWl‘GbLY" 

.1 ," 

,,,p,“‘55555l0I“, - MrItIIIIM 4; .  
w —  

:Bmttr must lx- .I \\ Itg- I'ILlCI'. 
Res use: it -.I skirmish :pcciai .Ibiliw' Is 
use in 2 skirmish involving bearer. am 
in net to camel that action . 

I . .1.' mi :‘IrInJrr \\lllg3 utrr mam um All!!! B k n  
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'Damage +1 tot damagc +2 iI' I.I a 
battleground). To play. spot an Utuk- lidi. _ I RAgmup: Stuck this nIiIIioII an at sitc vou 
While at a battleground. this mimgn is _ controi. 

I - Shadow: if stacked on a site vou mmrol 
17. “M, Lin}:— A,” (Em umwrwgtk '5'" pl.“ this minion Its twilightcosti's— l. 

JIM- I hr. IIIJ I “ i i :  [mix (I ‘VII 1*“. 5m: Cl mean. " 

URUK’FALWRAUDER 

38c .-IrI.r must he a \I. .-Irg ridct. 

Dam t +1.  
T h e  N ilight cord of this minim i s -  —l for 
CJL’h site you  contra. II: 

-T he twilighlt cost ofthis minion is vi For . 
each sue you comm 
“IIFI: mmcm 9f \i'tl'glm‘ him! than}, f; '\ 'I r rial! Lmr mmfim lam! . "j 
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Skirmish: Males an & track” strcngth 
2II Ir  each card home by the character It 

is \kirmishing 

5's :II mmq‘ It Irin: for mmgr in 5&l 

2 ~ WARG—___msr 

7 POSSESSiON - Mat—wt 

' Warg-ridcr. \ t n  ytIII pla) this minion.  
)ou m .I_\ in am * mount trom your 

II J skirmish involving bearar‘ cits-n _ discard 
h:- Itcr to cancel that action I ' \\ hilt- this minion  is not exhausted, in: Is 

ficrcc 
" J" [Iran-Ii rim “Ivy-HA?” and phmdam n -. 
n1} urrtni'lins Io_.‘l(Jm(hi whit H was whiff 

Rurolnse: It :I skirmish special abilit) Is 
U S “  

' !r .hm r .m- b no kept .II'Ir; I? II! should mun: 
II. (mm: "Iron rbr uvl If! g! [:47e mm! th- 'n" 

mmkfifi E55. Eng-1» f 

"I'Iylfl'fi—‘T" =EI— f w w  

I Damage +1. 
'l his minion is strength +2 for 
you control. 

”m rr um {on ofgrmm tram" 
1'a uni, w} rim-i by: and i-raIIJ but): 

at i- '. 
lhc twilight cost of this minion i s -  - l  fag-I 

each site You control iii ‘ 
Iiv figbmg [mi bat tie 1h wai- 93H: 
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Arches}: Discard 2 E .ll’LlIL'tS m cxha 
an unhuund companion 
1m mm on In: wail: Mini: pry/h! targm 
i, I'M.” Hum": 

' W3 aides. 
. \Vih I.- this minion is  not cxhaustnd. he 
Race. l 

\ .  fiflx‘flx. urrI'Jt M i a m i "  e I  
II If IIJm \mr III-r tad m IiY III) irj”.... 
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‘ Maneuver: Spot Lirimu Iu dim-11d .I 

. Skirmish: Disear this condition to 

" '1" 11': S .  Irmnr " 

’ : ‘  

* [Path IImc I companion or allv loses a 
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fSkirmish: Make an l’ruLJIai sttcngth 
+2 (and danngc +1 ifyou Lonttol a site). 
”RI-111'! no 11111711a1 run .1u1h' '" it 

' Machine. Plays [0 your support area. 
Shadow: Play an I archer to place .m 
& taken on this card. 

"ml 10 make the miniun archery 
1 ‘ Diurd this condition. 
"" W »  :\.'..’ :1 1 :'i: mumtrm.  mm: {$012.11}. 

— . .  —¢.~a-a—.. . - I—.-_-. ._ 

Skirmish. Make In é ()IL strengih 92 
possession borne by an ally or unbound (.Ind heal It ii mount ). 
cmnpauion 1e ix- 1115!e my 5! 1mm! ‘2 

. f '  "7 It 1' hr !. 11min up Iiz figs. llatyfir 1 
Il."-',.- .l'r 1hr" 11t mm bust mmai. 

14 A'THI BALROG 
TUMOR OI HAM! 11111511110011 2 “  

"‘ 

H.  It s [0  mm support are-:1 At sites ZI . . ; ‘ antage 
and 7II, “11. B a l m '  s twilight cost is -3 .  ' l lIt  Iwilighzt LUSI OFT he  Pulrng Is ~ 5  i f  

you can spot .1 ‘ minion.  
Th1 Balrug unnut be 2351 ned to 

, sktrmish companions or afii 
'3 less Iluu (I 

. . . 1 .... 
b” :‘Itr:l 3"1'1‘ Itrw flame. 

m .1111: .1 unique ‘ minion strength +3. ' 
I..1 111:1: IL [II-11w mi oft<rairz21 1,15! pin: - . 

CONDITION MINION - MAN 
V -  ~ . ‘ V —  " r  > ' -  \ ‘ l v ‘ J '  

_Southmn. 
'Regroup: Remove 0 and spot another 

-Pl.I\ \ In \uur support arm. 

Skilnlisll inmlvingh a “I. Man you may 
plau .1 A“ tokenh ere. ‘ 
Archerv: Heal a A}. archer for each A _ 
40km here. Discard this condition. . 

this turn (to a minimum of l). 

‘ :  arItJmn 1: (ix f‘ .111a 11mm for Soulélflfl. -. - 

Archery: Remov..e 7 I tokens it this . 
ml 

lies of strength? 

Southmn to make the move limit - l  for . 

.[IIIIk:II.IrIII:1ItIof5c1ubNIII. [111111.111 {’7 AI“ .‘ 
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w’Scatch M a n  In m u r  support area. 
Faeh 111111. the Fellowship moves during. . 
the rtgmup phase. you may disca 2 i 
1 mix imm lurid to take an & . 
lrtm I your discard pile Into hand. 

Search. PI .1) s o n  :1 1.1)m'mninn or ally. I . 

F31 h tune the Free Peoples plaverpssigns 
ix. 11:1 to skirmish an & ll’JCl'i, ,varer ' . 2 
must exert. 

‘ 
‘ i l .  .11” :10! mm "JJ lxrr [1-, $11!: h.rtr1.‘1nr!"J.A" .Il [JULU' 

W
O

IN
III

‘I)
 

Pl. 11's on. .Ifildins site you mntml. To pl; | \ .  1 sert .III E Man l’l.1vs on a ‘ 
eg-roup xett an & Ore to make the Free Peoples Man. When you play this .I‘ ' 

Free Peoples player Wound Iicomptniun. CUIItliti1In.(‘x.t:rt I} 
\ 1.111 11.115411”; 11111!i [Ix 1111511q 161m in nuttds may not be removed “0’3; 3‘ 

11 R1. ins If! 'RIIMII N" m "  f .  

MINION - 

r 1". 

'_Southron. 
‘ Skirmish: Remove 0 to plav .1 AL 

dim l 
'rmish: Remove 0 to plav a A“. 

l mount from your pi e .  ount 1mm your pt e. 
1.15 I I i.~11'< gfjlnred upper! dam i112. 1.1m -' . ‘ {11111152111141 4nd anmv,50ut£mnjcrm rrly 
It mun 11.111 \1111 hon. - J .tni vmmlw: 

. " ‘  Has.» no Jilin! 11.14! will}... III! I'nm' 

‘ cgroup: l xert Desert lancer: twice to . 
ltc umtto l  Ora site. " ;-miIIIOII is strength +5. 

-\X’hil1 \1)u tJfl spot 5 burdens. this 
I m i t t i u n  i s  fierce. 
\ ile vou can spot 6 burdens. this 

V ion is damage +1. 
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MINION - MAN 

”wk."- 

"Southron. Archer. 
hery: iixI-rr Dex-n Lord In exert a 

“mpminn (cxccpt the Ring healer); 
’DeserI 1 on] do“ not add In the miniun ’ 

v “ ‘ 4  

'Snurhmn. 
' r the «Ian oi each skirmish involving 

this mmion you may remove to 
wound I Imnpanion or :i he Is 
— irmiIhing. 
' . lirdTJuJI'iflI \Imr (lock) 01.! had II var; Ic 
‘ - ‘IW Ibr dam; of dam hum-Lind 

0 Possgssmn- AND WIAPON 
- 

fBean-r must be .In EJIIerIiIIg 
WhIII: q I.III spot 2 burdens bearer 
v IIIIIII nice wou 

.Al  the $2.!“ (III-.Ich skirmish invuII-Ing 
‘thII mIIIiIIII. ynu may remove 0 In 
‘wuuml .I companion or ally he is 

'rmishlng. 

”NI" 3 II! :‘In .mrl' IIIJI’JJIKII rm I‘I'I‘i 

v .,-.....Ifi?§ 

. ' ‘ ; 
“Monomer: I \I II I ‘s‘g MAII In Iii.“ .mI a ,  -. 
i‘rcc I’I-uplI-s condition (01.. 7 ircr: l ' c o p l -  
conciiiiuns if you spot 5 burdens). 

23m .mi Ib’ rimk gfuwrpwu IIIIJ tn: 

‘FAIII IIIIII this Ininion is assigned (U III 
unbound companion. you sI I'M-II him‘ 
.10 IdII ..Iburdcn 
. ‘imh “-n ( Iiit'illk‘) m1 thirtcm' 'IIIIIIII’II Mm 
' .. .4, ./ 

fi ’Faucriing. 
\X’hcn mu pIII Ihis Ininion Inn to .II 

. pm IIiI-Iher Fastening Io .Idd 0 [III mdi 
hurdcn (Iimil 0). 
\ nan} IV mmmm .1"! Wind in Ii? I'm": { I  

with“; (If: HOCPL 

DESEIII SPEARMAN 

I Southron 
AI IIII- ILL I OI each skirmish InIoIIIng 

:dIis l‘lllnluil Inu may rcmme 0 In 
wIunII .I IIImpanion or any he i) 
_skirmIIhing. 

» .m- nx'Ii in‘ji'uli-rcru I: armi n ' 
lm'rr mum: 

MINION 0 MAN 

' . p  I 

Faucriing. iicrcc. 
Skirmish: \pIII 2 burdens and exert thLI > 
mm: (III In III. III: an Eastcriing strength 4 I .  
'Skirmish: Spot '5 burdens and en” Ihis 
-mmmn In make an Fastening sIrengIh +2." 

kirmish: 8pm () burdens and exert this 5. 
'Jllllinll I'O nuke .In [battling strength ’5‘; 

$ 

2 . 

I Easlcriing. 
W'iIiIc mu I.III spot 3 burdens. this 

.mimun is fictccand +). 
I“ . ”IKE-i rhr ,Ilnr If‘RhiII, lb (Jinn-rung 

an; (,I-IIII‘IVL‘I i f? firbi. 

‘Enslerling. 
'W'I III \ “U can spot ‘burdcns this 
mimim .< fierce and damage + 

‘lmvnu‘ (grain; rigmnfamm? Milk: If! J.\I: .1”.- 
.I- I re .hrgr I}? highs I! M r .  

r \ \ v “ \ " \ " \ \ e \ \ , \  

3cm 
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- Smithron. Ambush 0: 
' Maneuver: hxerr this mininn and 

54 I-rII- PI- uplI-s cultures to exert «my 
companion 
‘17:!) IIIIL: vm uh‘ndm‘rmfi bimIrJ and n" 
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Fasterling. 
i “Whiic ImI can spot 2 burdens. this 

m'inImI is sirengrh +3 and d.fierce 

5 4n‘i4u H rUrJ MM In” Carving Minor! m! 

\
—

—
—

-
—

—
-

—
—

-
 

"
'

7
‘

"
?

?
?

 

Mgr -mh" 3.23.97, .2 
MINIoN ° MAN“. 

.
3

v
‘

V
V
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rhiIh IimI- ihis miniun is assigned In an 
f unbound Inmpaoion. you ma) exert hi 

to add I burden. ' 

1‘
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AILA‘ Aux Maytag .. u ‘ 
“ I :  

”“1. : I 

‘Piaj I (0 Inur \up on area. _ 
‘ Em h n— Iwunfconipanion moving ' 
from sin ll must at“ (Witt. _ 
Maneuver: Discard this condition and c~ 

‘cxer: .I .‘3. Man to exert a Ring—bound 
I mpaninn. 
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Southron. Archer. 1. . Skirmish: Make : SotrIm strength I l  ‘ _Maneuver or Skirmish: [£q a 1‘ . Skirmish: Spot .I J‘g Man skirmishing 
Archery: llxerI this minion III exert I , for c; Ich burden you spot (limit I51, or - ;  "Southrnn to add 0. ‘ Ring- bound companion to add a burd 
com-pamun (except the Ring-heater): (hi! .m.1kI:I,~‘g Man “length 92 ~41 ,W mm: "pertmflnmlnm "dug {hm f‘ a: .; w Mn llm golfirrmwr gm: “ 1 d r ” .  

; mII'IIIIIn does not add to the minion ”DUI _.km’ "an we), I!” "mfg," m, 5w!» 4 ma ”? Mr” m . . .. .. .. 
1‘“ " n  rota um! (.12: um formula“: fg‘lfli _, _‘. 
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a __ common _ , _ co~omo~ u ) ;  
7 Pl; I} I [U Inur support arm. ' i Pl. lV ~ In IIIur support III I ': Plays In )nIIr support area. I :Skirmish: Make 3 A Man \ll't‘ngth + 5- 

Response: ll :1 Sourhron wins a skirmi '4 :At IlII- stun ()l each of your Sludow . Shndow: Spot a sire you control. spot 3 1 ‘(or 4’! il-you spot 4 burdens). ’ 
. Wremuu. 0 I0 make the Free Peoples '” . :ph:s€$ It [:16 fellpwship'l Is III we "II 8| ‘ ;‘Southmns. and remove 0 I0 draw a card. ' "Sandi-I.- M, mm “PM gender m, Jill-“I3". ’ 

. PLIIII “IIund a Ring- bound companion 0.}: )l and htlIclt 3kg}: pool has fray-:6 'Ih- “My Ilurdnm, mfvom m, ‘my'um my, ,1... .‘ ”I 
' 13cl :IIJ'I'II Immuniz- lbw": (mum ‘ 1" I (“I  lg.) o e 5 you may J ‘ - ‘ (Inn's! .IIIJ,IllerIlor,wrr Illa! 'ouéwm .'_ "- {.3 San 'ISlIirmish: Discard this condition In " 9f} ‘ § ‘ ‘ 
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POSSESSION - _MOUNI ~ _ . - — ) ‘ .  

- «w ' - 5 . .  ' I.'. z' ' - ‘ .  .I - . . ' I I. 
: BearIr mus! be a SotrrIn. Regroup: hwrt .1 Ag M. III In Md .1 :“ Slurmish: Make 3 A Man strength 43 PLII I II) \I)Ll|' aupport .Irea. 
‘_ BI Irrr is fierce. 5 huIdI n lor I. Ieh companio" over 4. l e (In I i it you \put 6 companions). . -' Shadow: RIInIIve 0 and exert a Ag 
. ' Free Peoples player may disurd- 7 (IN/mu“ "mu "kg“, m1! d 9nd" “ I  Man II) pl-ILC 2 AI. token here. _ 
.may. .Idd 9 _ comp. .IIIIZIIS (eXIepI the Ring-he; III I )  II) “MI 1,1,; A “  E" rbI'Dad‘Tmm. ‘ ‘ . Maneuver: Remove a A token here 33.; 
. \um um _. I w xhrprmb'b out or $1 h m  IIIJ - fi a m  I “ x ‘ .7 : _ 
q _ ”rm: m3 uI’SII-n :5: my,” . ;" I7”, III-.1 .‘.'_1£’.' Ig .11d u m .  I‘I'IIII-g l!1:r It ,' . ':‘]l:r "Inning: runl Ibnr mama II‘AWFI'V Ittpp’ ' 
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‘ Archery: 1 mt 3 Ag archer to make Ihe l g Southron 1 0  play. spot 3 Ag Man. Southron. Archer. j ‘ Southron. Arche e.r 
' m i n i o n  Itery mad «I»! for each burden ,' - Regroup: I xert menr of Haradrim “ ' W’hile _\ nu can 5pm another Sourhron. ‘ ‘ ._ 1' . Archery: RIInIIvc 0 (0 add I III Ihe 
{limit .5}. ' ‘ 'tI’e III take can of: site. ‘- , 2 the mininn archery total I: +1 for ad: ‘ _ 5. miniun .ItI-rv total for eIIIJI compani- 

. Mm I‘I'IIII‘IH dimlbcm hnglmu laugh :rI-Id . ' - "  Um . ;  mm rrgfinrulx u due 8' our m lmr my Io . mt )0"  control. _I 2m," 1 “mm ’4) 
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player wound a Ring-bound companion. , 
I 3!! \ :  Inbrcm Iaw I‘rv-rltr Ir :9: .h. In; 

.’ Hm;  :v . u I}: mu 

’ Regroup: I .u rt this minion and remove: 
O In LIIV.‘ cumrol of: site. 
‘ um .. 23.: I awx furyulbm .mmn' U Itt‘ 
. Jan-IN C! I ‘IMJ 

MINION - MAN 

Soulhron. Ambush 0. 
While you un spot a Soutlirun. [Ilia 
miniun s twiIigIIl cost is -2. 

1:!) :r.I.‘I' many mom”: to u: up unprim 

Bearer must be .I Suuthmn. 
Skirmish: Remove 0 and exert bearer tu’ 
'WmImI .l mmpunion ot aIIy bearer ix 
skitmhiimg. 

- ..‘. I.n.{ II)! Sand-mes mm” rb. Jinx->151: 
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' Benn-r muxr be .I 4 ‘  .\-.I.m 
’ B c a n r  IS ” I  a: ct. 
W'hiIc mu em spot another 4‘ Man, 
the minim) archerv mmI Is + I .  

I - fr. "5061113!!!" v :  Milan”) m IJt‘g-r 

MINION - MAN 
‘ 0 '  v ,  r - ‘~  .s. 

>Soulhmn. Ambush 0. . 
Mnncuver: ILNcI-t this minion and s m S.  

, jcumpaniuns to make the Fru- Pcup es 
- phi-er men a companion. 1 

Im }.II( icmz cm u! (Ixjml‘ Imam: In (”lat 

. , .  ‘ . j .  , ( 9 . ;  5 ' .  ._ 
-Sonthron.Ambull|.- 3M”? Am Hm} fl?" and Lug HM burr .mn 

”"53 I I I  Till" r . 'J"!.. 

3 WSOUINIIQN TRAVELER 

MINION - MAN 
“ a  VI"  9 - ,  \ ‘ O ‘ -  

. Southron. Ambush 9. 
'.Response: I f :  Southmn is about to 

_ stake .I wound. remove 6 to prevent that " 
IIW’DHIHI. 

(I: :I‘ ”and \A'rrr lad h‘ I“; puma I, 

MINION 9 MAN 

. Soulhmu. Archer. 
Archcn: I \‘t I t  this minion In exert .I 

L cu.mpmiun (except the Ring- -;bearer) this 
A mini-in dues not add to the minion 

. arLIILn mmI. 

'~. ']I \ I  ' - I  I Hui/raft” “In/Lu ': but I :rrm',‘ . 

Sm INRON INVA ADIRS 

M I N I N  0 MAN 
V ‘ -  

' Southrnn. Ambush 0. 
W IuII mu pl.“ this million )uu m I) 
spot .mulhcr Southron to pin .1 miniun 

‘ ‘ with ambush Irum your discard pile 
-, .. ...--..I um .q I!» w" 

! ljiflh . 1 . 3 .  l -  "J \ 51" : }fi ' (  .Im I’ ‘ 
, i I r r t t t . I I l \ I I L ¥ " 1 I  

Q , Southron. 
Maneuver: I xert this minion to add 0 

.fOi‘ c uh \ilc you oonuo 
“'IMII I 9. III: (wring .j '5! yin/nu 

mmmri ’1' 

W W W  MAN 

‘Southron. Archer. Ambush 0. I n  play. 
spot .I \nutIImn. 

'Assignment: Spot 7 com anions III 
I .3s) IIm mimmi lo the ing- In- an r. 
_ T he I m- I‘mples player mav make you L 

i'surd .1 companion (except the 
"I ng- bun r) to prewnt this 

{ \ ‘ ( \ ‘ f \ \ fi \ \ p \ \ p \  

. l‘Mgn (I1I\ minion to the . 
- Thu Fm; I’mpIts Player may discard : -  EL; 

_ unbound umIpamon to ptevent this. - 

V Southron. Ambush 0. 
Assignment: Spot 6 comg‘miuns to 

ink—batter. 

"" ,1'.I ',I. I5.1.1;()mzzndiruut (my; I .. 

MINION c MAN 

i Southmn. Ambunb 0. 
~ W’Iiilc yuu can spot a Soutbrun. this 

minmn's twiIiq cost is - Z .  
.IIJv :9. J; . I '  ummm amid III/Ir my. 

' Southron. Ambush 0. 
~ManeuVer: Iixcrt this miniun .Ind s 

, wmpaninns to make the Free I’cup 5 
pl IVt‘I tau-rt- ’ companions 
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MINION - MAN 

I .  
. SoullIron. Ambush 0. 

Assignment: lixcrt this mininn and spot . 
- S L‘IInIpIIIImIs to assign this Inininn to 
. the Ring- lX‘flftl’. T he Free l’enplI-I plan-r 
.ma) add 0 to prevent this. 

:= Iv'I- Mr: I: .l‘JW' II. .IiIrIIJ-I. I .IIIII u Ir for 
IhnlIf-l‘ I'M“. 'II 

4 A61: 94+:- 54%.:9329 - 
I) Possesswn - MOUNI 
i :  ~- 

.i ecr mint in .I SIIIIthrntI 
Bearer K fierce. 

. EIILh IimL- [IL-.Ircr overwhelms : character. 
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3 " Br»; .1: .1 {Nut 'Iultb than .I l‘ouy II II‘L‘e. 
file II-I: ,I .e I-IIIIII III-.‘I'IIIA l‘II’Il .. 

Plztyx’ t I I  _\'IIIIr xuppurt .Irca. 
up: l II: It .I Ntlgul twiLL‘ (0 plaI .I L” 

or ‘0'" nI'IIIiIIII. [hat  minion s twilight 
(mt I. - S’and It comes Into plIII exhausIed 

I.‘ .I.! Of (bar IIIInIlf that :l?! RIM" 

'Ul- AlRF. NERTEA 
WI\ I . I I I  ”kW-{HI 

>WlIL-n mu pin LT l;Iir€ NertL-a spot 
. tIIlIL-i- agtil to make the lrce Peoples 
pk) L-r own .I Ring hound companion 
or each Free Peoples culture you can 

» spot III'L-r . .  
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1 0  pl. II' \pm .I Southmn. l’lavs In your 
support ..IrL-I. 
Maneuver: Discard this condition In Add i 

‘ 0 {In each Man with ambush you spot. 
; (aux-II. .1 I'll‘ Il'lj III-mar, IeLtnuI’mII mt IIIIII 
."h '. . " l ' fi  " I ‘umumlvr  (I'M? Cph‘k‘rim 

ISkirmislI: \K’IIIInd a Lumpaninn III :Illy 
skirmishing .I A“ Man 

' I I . . \  ‘ u I )  I ! ‘  “35‘ M { W 1  m "y"  1:," 93“,“, 

bit" I‘ftbrr :rm 

\ \  "((1 \ » \ I ' l ( m  ”IN! .(I I“  I?! wow/I 

b A — u v w - m  . . -  

Bearer ”Hui lIL .I Na! 'll.l 
WhilL lKI "LY ix l lIir'L'E ln ldt  I LJLlI t ime . 
he “ i n s  ;l xkirmish thL l'rec Peoples 
l I  ct must discard a possession or 
Condition 

(1}; ..-.'.:-..'II , 'I -' ' .\Ivlr Arr wmql! Ivvrl: scam. 

— 'UlAiRE TOLIIEA 
WINUH) SIIIIIII 

‘ Fierce. 
'IEILII tiIIIL- li'l.Iire' 'l'IIlIlL‘J wim a skirmish. 3 
[he l'rec Peoples player must exert a 

.aItaInioII or add a burden 
{1"‘12-0 .w IzraIrIsgfIIr I: Caring for :17 prmom 
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. Maneuver: 5pm II mounted A‘- .\l.III 
tn IlIsL mi I mmpaninn (except the 

. Ring- in war). [ h e  he: Peopl plant 
' mm .IIIII O to prevent this. 
." '  f III- I IIIIJIMAl mum! / (Van I'rr I‘ll It! 

”gym ‘I: \ ' r u n  I. .I’Ir' / ( MINI .IIIII m 1 ]  

- While you can spot a ‘3. Man. each lzrce‘ 

v . ”  

Plays [II \'l1|ll support arm. 

‘- l’cnplcs CYL'III that spots or exerts a I’Imgfl' 
‘ gama llIiI Inst: “wound a companion " 

Skirmish: Discard this Lundition to unit: 
' a  A \ l I I I  strength IZ .  

:I‘ .I‘.‘.IIi (,‘.‘I'..‘I.: .I<_\:.: \I--IIII.I~ 'p l?!()'\l.’l'.-" 

~TIII. WITCH-KING 
DI m u m  [IIIIII 

MINION - AZGOL 

fiifiach timt ‘J LIIrIIpaIIiIIII is killLd In .I 
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skirmish involving .1 Nan'Il wound an 
, all} twice or exert a companion. 
.L'“ [)md' NI, t-I‘II I'I’I'lllt‘l 1'!!! than 

PM“ In )‘IMH suppnrt .II'CJ. 
.Regroup: hurt .I Nan'Il III place .I :1; 
(OhL'l‘. 01! this 03 
Shadow: Remove 3 LL‘ tokens from here 
t o  Add 9 .  

*1! ITIIII'JI'J .I. In: If! mm"- outnuuurtg I]! I v  .‘ 
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V‘ Assignment: Asiién an lgtsterling to t 
, Ring lIL; Ircr llIL 
' mII  add .I burden to [Item-m this. 

rec Pcoplm player 

' IIIIIIIIIII ~L-m'1 III kn him we: vein ' 

MI?! I». 1'41 \ o e  

' r0 pl.t\'. Lliu I I I l  1\J'll.\ ltnIII hand 
t a u n t  IIIIIII be .I Nngul. 

Butter i5 fierce. 
"' I .4 w.- .-. w w' :rI-IIIIIIII Ila! Ihj mlnm new, 

,. 5. -:II I :r.‘ I‘M I‘rlHr: IIII‘IiwI-numm; 
I , I  . In r ‘  I‘n i‘II-iid' ‘ ». 

'ULAIBE LEMENlé _ 
WIMIlD Hum”: 

up: i n  n l IIIir'c' l emmn and - 7 
dismal i L.llLl\ lrtInI hand [0  return a ‘ 
companion (C‘I'Ct'pl the Ring- bearer) to > 
0\\ net 5 hand. 

‘ I  lunar flan l'IIi mm! uni: III! In‘ 
‘ I IJ. II .‘II Ila III e" 

‘LOALDOR 
Summit or EDORAS 

L ninety". l .It-rt \ldor .IIId spot .Ivillagef i 
. | make the lCllOWShlp archer) total +1. 

s .lI’IHM in: pay-Ila AlioroIIII/ mung: 
~I-I'7. 
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gap. In. ~\- \N 

finish; Make an unbound companio '. 
_‘ rength H {or each ,J Man you spot uncover: Spot 2 ,J Men to remove 2 
. imit +3). ' - - 'r' Rem From a machine or to min: .t «.9 
1-H mm my mm, mix" rém mi." lv J ___,m: {:7 ' was-inn into hand from your discard 

i out nulnu rmcu‘n..,. I i 
’ our hm: ”xx fir m' 13“- am! Hi.“ (Ir) M‘HY 
\ i t  

‘ 

Common 

n play. spot :1 ”1‘ Man. Bauer must he 
. Man. lill‘. or \X’iurd. When you play 
" 0, you may heal bcztn‘r. 

t t :- start offlt‘h skirmish involving 

" t ziys to your \llppufl area. 
' mish: Discard a mount borne [W a 

L Man [O prevent that Man from l'lri 

i (”in- urn {torturing {Ix ( ’n‘r m, I'lfh'fllllfs‘ Il'ym 
- I n‘dnrmgg, .mul .mwn‘c than , ’23“ max ttxrvzz'.2l.r.'r {15'1“t Mtg i” 

2 j 

cn this companion is in your starting v 
llowahip. his twilight coat is - l .  

'1‘ hile skirtnishing a wounded minion, 
,_.~‘ Man strength 9.2 for each 

J9,” 1,.” 1513' wt: l, ‘1"?! hm 9! ,,,.”,_“:JJ ,m,‘ V own] on Latch tnnnnn In his or her 
i rift, si~:.-:ttt4_ tr"? .311}t to [col tit-m ” V 

POSSESSION - HAND WEAPON J COMPANIOK‘MAN o ' 

it time the fellowship moves to .1 :3 arer mnstlhc a 7,.9 Man. 
‘ . ins site. each minion must exert. heater is Homer and he is mounted. 
‘ ' mcr '5 d‘m‘fie *2' V “Tum u pvt hing... ll’r mun bum .n'iul‘, lOrJ m 
.Jh ’  ”fin-Hunt mm." "It! rem! \‘fltu spur mu “11l 

' foot of, ingot-it's lures: " 

{ \ ‘ ( \ ‘ r \ \ n \  
1‘ 

’hilc you can spot :1 1,? Man, Eomer's 

nification. Play.» to your sup in Jr: 
a neuven Spot 2 «1 Men to iscard 
; powewinn or a machine. Discard this 
undition, 

:‘ Jlr'r and rrrrr \i-(rr Jr!“ In .‘L’ Mum tttcigl: “it“ 
, (mid (lawn 

use: “your oprmncnt it about in 
c control of: site. exert (Icorl and a 

" larger to prevent this. 
1- {Mr \rflr .{rtwn (Kirk wilt-div; om (hr [5m turf 
' I! lair: "ww ‘Nn‘rh-d 4! :br saving 

fEOMER _ 
Slum \UN 1) 

COMPANION - MAN 

ilight cost L5 ~ I .  
the start ”leach turn. you may heal a i . ll , . i .2 3. 

, ew ma'rm‘ !!:m it I»? ‘1] 1.“ 1.1 ’3"... 

£9“??q , p, 
Ditutntra or Eommu 

Valiant. 
unmet: Plant a A possession on 

" wyn to heal her. 
3' ‘(N (151’ mm; JHII'C'MIIJ' tc tit-fill: mu It}; Lair 
‘ any" ml! frail than: 

\ ' \ \ r ~ \  

: 5'5")»:{5‘Kflmfiu ._. 

. P ‘M'CT muxt Ix- a “‘1 companion. 
' ch time bearer wins a skirmish. you 

ay exert .l minion. 
ponse: ”bearer wins a skirmish. ‘ 

' « ‘surd this possession to liberate a site...» 
I?” film-.1} .mui'r. 'Ncw for watt}: Row!" ' 

i ' d  I}?! rrJ 4.1m). 

-Ecnm_r » 7 , 
Cotfmm nits Mitt-mt 

' Illnger. 
:_ ellowship: lixcrt licglaf and spot 2 
.' liant Men to play a ,3 possession: 

m your discard pile. 
.Ik! Md") {Jim [{tfitmm (‘g‘lfnc lug! M1 

ile you can spot ‘.I ,J Mun. Homer's 
ilight um is - l .  

V iner is strength +2 for each wound 
'h minion he is skirmishing. 

' ‘Ilwn on! red} [unwrri .i let” mart, lull" than 3* 
1;_t'rt~m is: Min .5 .1 rm! a wink“ kw «01¢;c 

.fEOWY." 
Lat» 09 lAh 

. _‘ '27:; .. t . 

" V COMPAMON' MAN o 

. — pot-ire: ll’an unbound companion - 
_ . it to take a wound. exert liowyn : 

d 0 to prevent that wound. 

'r,_furr .t NM. Mr 1 monu‘rg 91' pal: 5pm; -- ‘ 
m ya (em: to «WM. " 
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HJ‘ffriz', 151.3. :~ I(”11311111,V\\‘:1?.m:r;‘ir: H1111} .. 

Possuston - HAND WEAPON J ' 

ant. . rcr mu“! be Emu/n 
ponse: If ayn is cxlmusud and -. :. ilc \011 can spot a villager. lnwyn is 
in to 1.1kc a «round in a skirmish. . " age + l .  

, 'scurd l L4U'dV from hand to pnvcm V . .1 1}: 111.11.: 2m; 3!! 1 ngi." hji‘n' L4, 4111.? N7 
I wound. V i .. 1 \«rr 1.11.1 11pm 1 MI ’ 

'Vmayxrm, 4a11(""‘] ”1;“ 
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_'c;ircr 1mm hr .1 m? M.m. 
bcarcr is l‘omcr, he is defender +1. 

t the sun  of cach skirmish involving 
m-r midi minion skirmishing bearer 

-~ mpanmn who has the ‘X'héodcn Signet 
' nder +1 until the mgmup phase. 

.1211: {yum N";- l)r(p (1'11: .117 ”(11: (11!: (:9- 1 
15:11:11,»; 1. 1.- !1'1‘ (divs, innugjbm‘: I11)! (1101113 ' 

' - I !  i f  "L  (01:.l4mmv44‘ .‘bdf CC'L ;‘ ,— " tn!  1);? - 

.Mw 3:11.: uVq 

1‘ 0511.1; mm a ,1 Man. 
I mish: F_\'cn Him:  to discard .1 

homc \ilc. V _ Lscsxinn borne by .1 minion hc H 
Iowship: Fxcrt (iuma lo hm! .i « j  ,1 'rmishing. 

'11: :11 41.11: 111.111 fuurfi: 3111' 11111! K b1: own 
{.1111 [Irina 1 wart-1110134111.“ It north of’ 

”1m" “1211.1: 111.11.1Pu1posz ' 
{11‘11‘1‘ ur.‘ . $.11 11111;”: 11b (“1111.1 {-1.113}! 

. 1 11mm 1. 1h H .  rm“: rg. 

VI! 111 .1 h m u m  

'- arcr mun 1w Théodcn. 
' c  is damage +1 .  

'nnish: [in-rt Hlafwiuc to make .1 .1 
an sucngih 12. ' 

0U h‘flgéh I Ugwml m i  num'sfov (b! 

.7, .. ~, g : , .  
uk’fllJPid.) 1&531'41911'L; 
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. 4 uup: l \crt .. mounrcd .1  Men :0 
' iscard up to l wounded minions. 
- ' 11‘ :1: .I In." .lm, v.15 but .111! m‘ numb '11:: Jown 

w rzm- 1'11: .1 mm: :11! :f 11:1- mcnnmm ’ 

- W . - 4  s .0 d o “  

Common 

' a y x  111 y o u r  \uppnrr .u'rn. 
ch rim: .1 ‘ Man wins a skirmish. yo 

-_v plau‘ .1 fl mkcn on thix and. 
. - oup: Howard :1 Shadow condition 
i n  each , 4  mkcn hcrc. Disunl (his 

nnditiim. 
‘ . . 1 !  W u ;  I f? A r . "  :1 o f  w u r  r u n :  I 'm‘  A H  l l  flung. ' 

" 3:11.. “"1117: t 111‘. 

:1 0 play. 5pm ;1 .1 Man. Bcarcr musi be 
Man.  H f .  m \Viurd. 

’ l tin: mrr uf each skirmish “waiving 
rcr. c.1111 minion skirmishing hearcr 

F
I

G
H

T
 1

1
1

1
1

 
1

1
1

1
'

 
V

I
H

A
G

E
R

S
 

h: Makca A}! Man strength +2V 
1 +3 ifmu spot a villagcr). ‘ 

WARRIOR or ROMAN 

: Ilium. T u  phi), ~pm a 4.- d M a n .  
‘ ’tmish: Ma) 3 J possession on . 

amling u) make him strength +2 and 
~ page +1. 

1 b “.15 511/ .V‘." I 7tt‘odm '1 moi? 11mm} hmkndml‘.l. 
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M
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‘. I‘m .11 11 n. «1111111 .x.1:l‘ Judd «11111.1( 
' - L111; 1 



' n .  
'- irmish: Hall a miniun skirmishing 
._ rcthc! to unite Hrcthcl strength I3 
‘ i m l l  L i } .  

7 KIIHIHIJ cu {Ly Um, mung ctr Iirm Mr .1 mi! 
' yr tlx'llah .H'ICIIAV‘ (II-13mg III II .pu..l'5.tIIJ " 

R1039? R._0~ 

VCUHPANION - MAN 

__ . 'rmish: H this umIpunInn is mounted, 
7‘ crt limit to mat a Ininion skirmishing 

unbound companion. 
'rhr. .In ‘1' II...‘ I --I.i .Iilml l'IIt tit. arr (rm-hurt: 
-- mm I "  '1. I I ImJ Aid-2‘" 

_ .1! M a n .  
: kirmish: Discard this possession to 

nu-l I xknnmh invnhing  lwarcr. 
i m i n m n  In this skirmish mav cxcn to 

« airman. q" Hzlm's ‘Drrp pmm'm‘ mums: cf 
' .  for b" .lrfrrmhs. 

I 
A

M
 

H
E

R
E

 
"r“. — , ”('1’ 

owship: Excrt ilhéodcn twice to  heal ‘ 
cry other companion with the. Fhéod 

lomhip: Spot 3 mounted 9 \1m to 
: kc tht mmc limit for this tIirn +2. 

ch Shadmx player may draw 6 cards. 
1 o . I . ,  . " l r  tt'r rrImJI c! 'Rcidn, .Im.J :t ‘lfxcslm. Wm 

i '- rcr mm: [3611“!  M In. 
' I the start ul Inch skirmish involving 

rcr. Icath miniun skirmishing bearer 

‘Jr. . pf; u m  alwairJ, Ihm' rang IIIIIs 
‘ \Wu“ III II'IIr u :  1.: 

rmish: Discard this possession to 
(cl  .I skirmish involvin bearer. 

mininn in tlila skirmish nmy exert to 

i g i h ‘ fl m  

POSSESSION - Amon 

~rcr must he a j Man. 
- rcr Inkcs' no more than 1 wnund 

uring L‘ALh skirmish phase. ”bearer is 
étxlcn. It: may not talu- woun s 

; mail: In: . u ..-s .I mutt“ Nfcrt I‘x lvmvmd J n». um: ...- II ham»; nmumr or \tJr from Ii? 
i' Hi" It Ham.- ($5.6; 

Connmon 

unification. Pi .t}€ m \nur support a - . 
“ ~. S p o t l  .1 Men to  rttnovc 2 
.nkcns from a machine or to make the 

inion .(rLl'ICrY tom! -3. Dismrd this 
nditiun. 

: .lpon ”'2‘ 5p." 9! Imltjmn fix rig? (loci étgli IN”: 
._ mm'm! -. m y  

Incuvcr: Spot 3 valiant MI'II to make 
I: ofrhmc Mcn cfcnder +1 until the 
roup phasc. 

n “ \ l }  mutt .1 nm .Iit' \‘llhl‘l‘flh mu MIIIJ Ii? nulls. 

Iru must in: .2 Q M a n .  
cry: F \crt batter and discard this 

'rcr must lK‘ '.I ”0 M a n .  

IR Isa-5mm to wound a million. 
7 bean-r is mounted bearer isdnmagc-rl _ 

2 9;!!!) f, "2‘ mt _‘fl.md IL'm-r tlxI. -I Irm h l‘t‘: am? > 
i '. "I Rat: "r WI !.I\(£t..1‘lxmtrlm.Itmtknr 3 m u m :  i t ”  rhn: Iz'mt'n 

he”, PM Fri. wit; me lrw 5r?! no Nu ,”  

tut must be a “6 Man. 
‘ ~_ uup: hit-rt this companion and spot c minion .Irchcry total is — l .  

3 J Ixmwxxion to return that pomsion rl’oup: Inward this possdsiun to 
.u- hand. 
' “war; war v3.2: far Jhahl, pawn; MI: Itudcws III - 
flu. gm I'm-i " 

Lil—=27 ‘ 4.... ’HA.;I;;‘ 1:??? 
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' ys Io yuur support arcs. “ I .Ircr nIusI l»: 2 M 9 M  
‘ Man) In play I ,4 chamucr or 4 . '  ownhi :Add 0 and place .I villager ' ilc hun- -r is skirmishing .III Uruk— 

. 

. r 
'1 - _. oup: l mu Sigcwull and apol 5 . 

mien from your dmw deck. beneath Iour dmw deck to . . arcr is damage +1. ~:IlianI Men In disuIrd a mininn. . 
J ' «Whig (risk-xv"); and art” Roi-mm I'll? EI . , {H.‘u' m: .:I r :}:I' (in; N no In 3'? anus.’ Cwnnml 

I! w! h'jI‘gwlm . . '..IIr .l'II'l. II r rhn' H0101" m “Ill-“I159,“ Ij (h ‘ 
V» ctr dung.“ umr JaJ 'Ilfll ml. 

-\. {MM‘TJ' lIlrl m: I)? ILIIINL. ». 
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COMPANION - MAN 

up: .\‘pm :I «a, ally and run ‘ dlomhip: l’l.I_\ .I j paw “ion «In :I 
. 'héodcn to liberate a site. ancuvcr: Play a ‘fi powssion on companion to head that companion 

éodcn Iu heal .1 ,3 a ‘ .  . _ ImiI onu per turn). 
_ . Discard this condition to 
: aim a mimmcd ,J‘l Man urcngth +3 I hi “or II jail m 1&2 mm I}; m 

land heal IlIaI Man i fat  a plains). 
" Inn'ri'! um ‘, 

.. ‘Yru thud; I rmunn'J In llIJIIu'M hm! MI I"! ‘(n‘w mm: and Mrs/I; :'.II:' IIHr rI‘ ivy JVV'L‘l .Ill » ' -m. .I I. n. :1” iv 
. rm )lDlIlff mum snow. ’BIII .I ma! u-md ha . ~ Ln? hum-1 in :km l‘{ "44) 1’? "4' “3-“! 6" lb ’ “ ...Iwrc .I ’Il’l‘ ’rif l madam mm .7 .Igmxr will 

-. - II Iér 1mm ' ' - I: rvr IE: Q'II'HJ .hmr from "I‘m" - 1m: IEIHI :y /\'.J:.Ir r04} IinuIIr‘mII; :1:.'I‘ lb 
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CONDITION 

y.» In \uur suppun arLII. 
- h : l  Discard this condiIion to 

. ‘c a Inountcd A Man sIrcnglh +3 
and hml IlIar Mm iliat .I plains). 

. - mar If! hows nu. (mug: to «m: Ike (incl-Lu 
. "low III-Ml er spur. 

CONDIrIoN 

'l law; In your \uppun arm. 
ch Iimc \ our oppomm play .I 

aiming miIIimI. you may spm .I villager 
I cxcrI IhIII nIininII. 

1‘ ll Lvrr u 2. band on (iv lurpfln- I); an! (be ml 
U re gluméu’ \l'brn' u w 4mm .mJ l bin-m 

J #2 “Ill. m» mg” 
a 

CONDITION 

ays In your \llppnrl arc-II. \V'hcn you 
'. ay (his Inmlilinn. \uu mm 3pm ;I ”Q 
:i an m ISIOI [CL 3! Iokcm hm.- 

:1)“:e IlIis condiIiun OI 
mom.- .I 5:43 when from hen. IO make 
«3»? Man kkirmishing an CXll'IIUSlCd 
Inmn sucngih +2. 

‘7 LIVS [ U  vour  support um. 
i 'ellomhip: l .xcrI a ,J MIIII 10 play 3 ~ 

d VII-.Ipon lrom your din. ml pile. 
{ ' l .lII I um; o'lyr _,;'II.II.~]II":‘" II' 011:! :‘mbv 
' - "II-If; r~. I‘m: r u m )  armour“ 
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CONDITION 

BCIIICT must he an '0' OIL. 
EJLl‘ rimc bcarcr wins a skirmIsh. you 
may add 0 lor each sir: you cunrrol. 

. ys In your auppun area. i; finish: Make .1 ;£ Man strength +2 
- t the start nl'cach fellowship phase. you I] damage +2 II mounted). 

. Ilngcr. 
- I  iscard \V. cland it an opponent controls ' 
_ is home site. ;- y heal a villager. ‘ j “[12 U, ‘ 

‘ dlomhip: Excn W'clnnd to heal a ' ‘ ' A ' 
oumcd companion. 
kmln Igf berm, ' 'rlaudfouml mun} wot} a: 
- - '5 Day. 

1': .{uIr:_~,rJ. ll‘r slmghnrj Iran 
'86»; I‘ m u- (:7. .Im Ifriv 1)”; Mr I13 and . > ‘ "5run- LII/I: "Cry um, wirl: Jud u'IrI-lou-h‘b 

”3;: ImLII. n II. :4 \wmm. nmr .Icrr {1 fed ' . ‘ Jun”; ":7": .mJ' an: anal w. and nut window 
‘_ many ham: and Ila-Ir fella Am Alia 1m! . ' “full #15445: on." 
: , mm“ . 

J. II.'.I.4.~I . '  ‘..n-‘l3.natl. . I 
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MIMON . WRAITH 

Twilight. 
Skirmish: Excrt this minion to “Mitt: .I 

._‘@'0t twilight minion strength «Il for 
Inch twilight minim-I you can 5pm 
“'1 mm! on. r_ (In: wit can»: mid) Ibnn ()nh 

Maneuver: litcn this minim-I m i c e  HI 
.makc the FTCC l’wplcs playcr namc 5 
“Culturcs. \V- 'ound companion and 
I'nllv not at -I named culture. 

..'-w It: “urti- towns with bud fail!" .I: t. ”it .ry 
~ "F’" Ir! .uIJ NH m‘ll‘ .mm uml gum . .,,j 

-.wu}‘ rJI- L I \lgllsillll'." 

._ Fierce. 
EWIilc you an spot a Troli, Gate Troll's 
. twilight cost is —4. ’- 
.‘I' For cach other '0 '  minion you can 

I t. .‘hi‘ minion is strength. I l .  

C o w m a n  
w v — v  

To plat . t-xcrt l '0' Ores. Plays In your 
SUPPOH Elm. 

g 'lhc Shadow number ofach site is . l  
, for each wound on a Hobbit (limit I 3). 

. , ,  :"lfl hi my wqy_jw’lw66_Wu mm Jan! mm 

'D
E

A
D
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AR

SM
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CONDITION 

Phi». II .tmI \UPPIH‘K Irt..t 
V. hilc I'nt illicit/ship Is at site II. 
Ring lmuml companions altirmiahing 
c» ( ) m  '.fL' strength —l 

. Maneuver: Spot 2 '0» Otcs to lay up 
7 to 2 «c» utmditions lrom your t ismrd 

pile. Diacarti (ili‘i condition. 

V GAII. SEMR) 

MINION - OIIc l 
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._ Maneuver: Fxrrt this minitm {\s’itx .md 
.8pot another '0’ minion to discard .I 
. condition 
. I . - "III I: (rm M.“ J ungllptr of ”en, mi Ina-I. : 
- {Ionirmmr Illlllrffll' {and maxim-glitz " 

MINION - ORL 
_V—-— ‘ _ _ ,  

W’hun \tIII play this miIIitIII. you Ina} 
.CXCH him and spui 5 burden: to dun 
’ a card. 

i "Armbr ire-Irma! Joy of {Mr .mi ml hit! mm.- ." 
, MAW .md Iiy night-gm!» \Irrr Itmmwltrd... .. 

i f ”  I 
1 . ” H a n n a h “ ,  

1 

Coxmnor .  

l’l.t\. lt>\'.1'.lf support arm. 
'l'lic twilight um Oi‘ll’tc first '0' ()IL 
’IlJyt-tl .It Iitc 'il LS ~ . 
Shadow: 5pm 2 ‘0' Om and discard 4 

‘ cards from him! to dmv 3 cards. Disca 
ibis cnndttion. 

{‘Hv l‘.’ "'.I.lt gum \j  lh‘ruor mu all!!! (h Hammett. 

H m m  . “’RAITN 
.— r.- 

Twilight.  Damage f l .  
To IILIy this human. remove .I burden or 
spot a “\lllglu minion. 
“ “1' Um} mu t mall} lx tlvnt' [I I: mm 1.1-. If. 

'I‘atiéd I'll «it Um} {null-p!" 

MIMON - ORL 
u n n p —  ‘F—v 

V” H! II I lHl.“ I «c» Lnnditmn I I I I I  
m I\ tic-III Is minion and rcmou: 0 to 
d'JVI .t i f  

" J 535' ._,' 1. (mini, m1) at .1 sight. It ) I 
fim}: .lILr "€1.12 .mti‘ 3v: I? 11‘ u." ' 

' GATE Vfl‘il‘flflor. 

_ (- 

\'\"ht'n IIIII play this miniun. you nuy 
. cxm hint and spot (I companions to 
dun IuIrd. 

. rr'Ir .t‘..-_ sum: {111-a and :d- u m  In II ring 
:“fl'llrpt I.\‘ ’ 

Ml‘IlON ' ORC 
"vv r ' V  

\Viicn you pla} thix minion )tyu m: 1\ 
spot a ‘0' condition t o  dun .1 card lot 

.' each .itt Ion control (limit 3). 
hr  III I: m 5‘: 14m kl!!! dllJ.tl.",H\rY$ :-.'.' 

J ! “  'Irmr .mv «("II'I. (JILL. ... 

in
 

m
 

BM
H

D
- 

lN
'R

 

Skirmish: M Ihc .I companion or ally , 
shirmixlnng a ‘ 0  Orc strength v i  for 
c.I.lI Rim: -hmmd companion. 
Response: H a Free Peoples player A 
few II. this card from your hand. (1' - .' 
this I: .Irti to :Idd 2 burdcns. 
“ l i '  (9.1.5, ( I t  I‘vml cutfrt‘m SHHII‘II‘I torn-m. 

MHION - TROLL 
'r ‘-—V 

Fierce. 
\X’ltilc you can spot a lro l l .  ( t c  lroil 8 
tWIlight cost is - ' 
For each other 00' minion you can 
(spot this minion is strength +1 

. “ql‘tr v.15 ( m: 'i‘ (,mzor) lb! Ifuunm} H51. lb 
m u m .  I ll.’ 1.1%l tlxéunm 

MINION - On 
T V  

Tracker. 
'1 no site number o l  Cum ‘0' On; Is -3. 

‘ Shadow: i xcrt Gtishnékh twiu: and 

_ Frcc l’copics player may add 2 burdens .‘ 
to preicnt this 
" “(:- mz‘gi.’ "5"” with mr, wirl‘ (,‘mlmnii; . m 

MINION - Onc 

Tracker. 
Th.- sItc number ofach '0 '  Orc is ~ 
Skirmish: Discard another ‘0' On: - 

‘CXCN Orc (Iutthmat to wound a ' 
,(COIYIpZUiOfl he is skirmishing. 

V 1 ' jnv ( Jr: I‘JJKJiflti m gfm‘ imam to bun. 
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Regroupx Spot a '0' condition and 
exert this minion to take control oi a site. 

' 2- ‘13: (In! of "order 0:!d 15! mil gigyuru: Io 
Jenna! Iiv “mi Jim I}! Ibr Cast 

Tracker. 
The site number ofcach '0' On: is ~ 1. ' 

.- \X’hen you plav this million you may 
. exert him and remove O to draw a c .Ircl 
' Hid)» no! hi! than I'm»? 7% tr .1 mmd unmet 

:NJ u r n  r." 1}:q 

While you um spot a Troll, this minion's 
milight cost is —4. 
Skirmish: Discard a 00' card from 

.,hand to make this minion Strength +1 
3 -['L‘-[i‘.\ .m I.I'va-Ikr1nrs muddy III" :mm m ‘ 

' ll; Cu at “Iowa In: «‘k‘tb‘n‘ of Cut; 

Countries 

fl’l . l \ )  to  Iour  su on area. 
W hen the icilmir’s‘hip moves lrom site II. 
remove up to 2 burdens. 

rmish: Diseard this condition to  
wound : minion a Hobbit companion is ‘ 
: kirmishing 

fit: It (5(n from lb: CIIIIII .ltml.” ’ 

Reg") . t .I '0' condition and 
discard this minion to take control of 
a site. ,' 

' '8d~diir mt! 01:5 to oil mm of Middb—mrtb. 

M m t o  ac 

Trucker. 
The site number ofeach '0'  Orc is — l .  ' 

cu you play this minioo. )ou m.I_I 
exert h i m  and discard 2 cards from ii and 

. to draw a car 
0' 'llt‘rr I Iv m-I.’ m it” than pref-Nix No mm 
II" .".‘J ‘. I. ( t n  I n ;  H 

Bearer Imut be .I 49" Troll. 
W'hen you play this ptmscssion. you may 
draw .1 card. 
" Irt‘lb' (31‘. “Ht, 5 " ! e  u‘ll’.‘ fl? (VIIl In” {I  ."iYH‘ 

‘ Irwin ” 

Countrtort 

Morton - Ottc 
_ W  v "  W 

Shadow: lzxcrt this Ininion to  draw X 
ards and add 0. where X is the number 

of Free Peoples cultures you spot over 2. 
."' lax 5.? spot-rm mcrt than mk‘é. 'l i'giul,‘ IIII'rrd 
ii 61:; \X‘ht. 1 wand” bow Ibg would hit! il 1'! 

CONDITION 

Plan I In _I1Iur support an .I 
Regroup: Exert a ‘0' On: to l.“ a 
N .Izuul or '0'  minion. lts m i  iglu cost 
is ‘i and It comes into play exhausted. 

' “‘44 u uggd Nari! M” II; Iwnbuwd' an Ilv 
“1:1?  m l  

Murrow - Wmum 
‘ ( v -  . . . , .  

Twilight. 
Rogroup: Spot another 00* or tIIIli 'ht 
miuiun and discard this minion to d a 

utden. 

7:“"Hx; J“ norm ubu III: alto-i / Hit-II 5am his 
“finial .1.- v.1 How u Jrad.’ 

Stealth. lie Irer must be an unbound 
Hobbit. Limit I rcharacter. 

,Sktmixh: Ext-rt er twice to cancel : 
slutmiIh involving him. Any Shadow 

. layer maI' remove 0 to prevent this. 
‘5uddmh' “rm and "firm mrltzrd 3&1]! mitt-II! 

It: 059' mm mm mind! I5! (MM. 

fl \ - "  
\ ’ \ \ ¢ \ ‘ n \ \ e \ \ r \ \ r ‘  

-‘ SCRYE 

Conwimon . Hoem 

-hurer (resistance 10). 
‘ Ic  Iou can Ipot 3 unbound 

mpaniom Shadow cardt nuy not 
discard e mi: from your hand or from Ih , 
top of Him draII 

But ID for to a t  an IMF! 1:!l Sb". far to 
' - '-\'t£ and Wm lnwtd titan) mm. ' 

Q \ 

TF
H

'H
 o

r
 M

O
R

D
O

R
 

BR
AC

E o
r 

CO
NE

YS
 

MlNlON - ORC 
w—v 

Tracker. 
The sue number oft-ad) '0’ Or: is - 
Maneuver: Excrr Or: Patrol twice and 

- spot another 00' Or: to discard a 
fcondition 

' Sinai? .1 t It.“ ”"311." and unit, )mn‘l‘tngfi‘v ‘ 
lh-J f r  R u t !  

l’l I.I I In ImIr support area. . 
Regroup: S I a «I» On: and remove . 
0 to statlt I at minim here 1 
Shadow: Play :I 00- 0m stacked here . ; 
If plnved from hand. 
" .\ .mr 11.33;!‘15t I}: ‘Tml: of Major and not}. . 
f lan  I‘. 

POSSESSION 

Bearer must he a Ring-bound Hobbit. 
fellowship: Discard this poasession to 
tunme a burden. 
"‘} it 3.1: rim one for Jest M an him, toting I 
guru and .‘k‘dm wtl‘ bujori, and boring I}! M‘ : 

gfnopo 
“Miu‘HR (H nu  Famous 

fling-bearer (misuncel 0). 
F cllowship: Add a burden to lay 
T's. méagol from your dircatd pic _ 
3'" \ l .  {minim \‘(i [promise good mart" god 

angel n/Imi milum."" 



COMPANION c'HoaaIt 

fling-bearer (resistance )0). 
7 cllowship. Play :I Ring-bound 
companion to remove a burden. 
“ '  \ l  I' Inm‘ .‘Jwr r--.- l-rng mt)! — so! . I  Rll'I‘IYIlfI:l_ III 

"I 
.IIIIlIIJnt II: S‘IIIU mil II. 

Common 

Bram-z llHl.\l lx- lImtlII. 
limb [lIHL' Mode is about to be killed by 
:I wound. add a burden instad. 
'W'licn thu lrllowship movu to site 9. 
Frodo l\ corrupted 

_roup: lltnu can spot no minions 
diw. Ird this mndition 

Countrton 

Plays to your \up In arm. \\ lu-II you pla} 
ll'n» condition. p cc .. W: -. Ioltciis bun. 

ponse: llan unbound Hobbit ls 
about to tI- I! wound, disuud [his 
condition or remove ‘J ‘41;- tokcn from 
hcrc to prevent that wound. 
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Batu-r must bc l-rodo. 
lu'rmish: AI sitcs l l  to 4|. add .I burden 

and discard this posscsn'on to cancel .I 
skirmish imobing Frodo AI .Im ()llltl’ 
sin. disurd this possession to rcmmc a 
bunlt'n and lIL'Jl l‘rodt). 

' a ' “  \Iam‘h‘r Irv! ,Imnr'ur.‘ rm !.I of. l'...‘ ' I  

' ( I  

lBCH'L'f must be :I Hobbit. 

I'I. .IIII. IéIr Kmart laud In" (“den am .I Hakim 
Lt roux”: -l'r. Ii‘r numb 11x1 IIIrrirIIl 

ikcgroup: l’l.I) .III unbound Hobbit lrotn 
your discard pilc. 
"[ucIm‘I-r II peer Jim: U mud: lmr: 

‘- imrd Mum Any 5 

. n ,  

kirmish: LXCN t t I  bearer to 
hadow ow-playct may 

mm: 9 to prcvcm this. 
] .lcn'l I'IIIIILI:';' ‘,‘I‘ll haw nIIII‘l: norm" “in! It: 

Int,- but I Ira-Ir! my mm .1! Randell huh-I 5m" 
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fillonship s ncxtl sites (rcplacing 

fellowship: Add .I burden to ltc. II .I 

.j'" Hr - I I'r tho and Icmtnmrs II shim r'rr “'x‘l 

Or; Itom .I skirmish involving .In 

,H' Ill] \ l  .IrIly IlII. II‘IJ law I: loll-II: r Im‘ In (lam 
281'! — k‘ mu: Iirrm Ily Imam“ :1 IR mm! and II: 

, 3—» "1‘ q ,  _ “Irma“ . "reu'n'q'm . 

CONDITION 

Pl; n s to t ou r  to I Iort area. 
E .kl] tImc .I H it wins a skirmish, 
m.“ place .I G - -  -tok:n hurt. 
Fellowship: Remove a burden for each _ 
i- —. tokun hm (limit 3). Discard this 
condition. 

"' l - I I  ;/.'u' " fr:.. Mm in”: IIrI'II', ”Mr/Flock". . 

fellowship: A d d -  ‘ burdcns to play. thc 

opponent s sites doorman) 
I'n‘ I)r.t.I um'! iv mtfly Iéwr.' IS :I' ism: .I'n-h 

Ami-Iii II: rb' IlIIIA'I bud”..- 

Skirmish: I \ I n  Sim to main him 
strcngth +3 ll Sam wms this skirmish, 
you m. .I_\ remove a burden. 
“HI r 'I'I'IJ 5IIII_~r:'.I .II Ifbr “III Minion: I 
yum); robin ’ ._. l‘ but Ijrrml Dun Mm: Er I .ll’lflfl 
)1” r ulr l ‘. MN m: .lmI Imh ' III cola: 

ol‘dill'crunt (ulturcs tin-mini. 
""\.I I'm; mm an: .lurrw “ 

Skirmish: in." .In unbound Hobbit It) ‘ 
make him slrcnglll I I  and damage +1 ' 
for cach l companion You um spot. 

3m.- +: u ‘ , ‘ : .1 Ir. Milo: andlh II.IIII_,.;III~IIly 

”Ring bound companion Iwicc 
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Skirmish: Spot liroclo and .Idd a burden 
go wound .I minion skirmishing .I 
Companion who has the Frodo signet. 

unbound companion. .I. i. “I”: m.“ MM] N W m (mm mm“ 
mm on I: town I! 

r ‘ \ r ‘ \ 4 ‘ \ \ v ‘ \ \ - ~ \ \ , \  gem. 
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Regroup: Spot Sam .Ind disunl \nlt Igol ‘ 
r (Iollum to remove 3 burdcm. 

"' It 5 mm: I'wl, you [I sat a! prwnw II'II’I (2:5.1' w! 
l uni: 'lfv'ti L' noun! WI? 43:! ’IVrI'tt‘uJ. .1111t, " 

COMPANION {Hanan 

Skirmish: Mid .I burden to discard 
Pippin. An} Shadow player may rctnow : 
'0 to prt-Icnt this. 
~“ ll r tn. Um I: in”? will (if Orr: .II'IIJ' Inn} (9.! lg“: 

.11.: min: tt It mm. It In»; Its: 'l! SHUT Itr 
‘ru/Mcirnl h.1rl).ti‘l'flll 

Ring—hound. 
Response: ”.1 Shadow card is about to 
3dtl my number of burdens. spot lirmlo 
and uxcrl Sam to Ire-vent this. 
Response: ll Frmln is ltillcd. make Sam 
the Ring-bearer (resistance 5). 
m’ltml.‘  '.t.‘-.-."..‘:.' ' Ii‘Ju ,‘v.’ 1.2' \I'Ifl‘n'? \‘Jm 

POSSESSION - HAN”. WEAPON 

Batter must he l mdo. . 
rmish: [ix-err Frodo to makc Sntéagnl 

tcngth +2 or (tollum strength -2. 
lull-'1: : I j n r g l  t‘tl low mm if ivfcrr and "rt" .1 
fury. " 
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Skirmish: Add 5 burdens to wound II 
‘nlininn skirmishing a companion who 
has the l rodo signer twice. 
" 1):” r uh IlrI l’rruous lajllfll... [\i Ir. um 
mun.- .v .IIIJ Iv inn! 1: Smrgol.’ 

Contitttou 

COMPANION - Hosim 

Regroupt Discard Pippin to choose .I 
'Shadow plaI'cr who must wound one ol 
film or her minions. 
" HI m: .’ m i  “HA l-m :bIr thinning: lIn‘: was 

5pm“: .I hm'r 11‘ HI Ira: art not In Ili‘r 053- I. nit. 

Pl. II \ on 5 .Im 
Mo use: If .I regroup special .IbilirI 
is use-ad. discard Sméagol or (iollum to 
canul II: .It action. 
‘ ll M! II Item" :1!s utrl‘ All”. I.‘ 5N"! lxrt‘r II 
you r m: I ’ I  LI’I." —- I»! It Inrn'm: lmm‘” ' 

POS$E§§l0N 

Bearer Inuxt be It Ring-bound Hobbit. 
.At the start (Il'cach turn. you may add 8 
to heal : Ring-hound companion. 

'1'ksf-{tullvtnr1‘il'1 50ml of lib gar III III 

Regroup: Heal an unbound Hobbit 
ont'c (or twin. it you spot (IandJlD. 
"‘_I§.Ir mm" U’I.’ (”nigh wiuiorn no! I: 'rtII‘I r: .; 
0n: 1/: m3 llm rtfutml bsgIIrrt. .. AIM-1.! 

ytgtva' Frat-ISM”. ' i 

. A  \ ‘  

COMPANION 0” Hossn 

Ring-bound. 
Fellowship: I’LIy Sam's Pack from your 
grin“ dt'ck. 
Response: lll’rodo is killed. make Sam 
the Ringobearer (resisunce 5). 
”‘1’ IIIII an". .I lei-lam .InlgarJrvII-Ig': Hoyt" .II 

‘III. : I I  :.' I It ll'ltlr‘lililllll '.'.I' 

‘Fellnwshi Add .I burden to disurd .I 
Condition bbrnc by : Hobbit. 

Il.’ w t  5! III lion's. Ibrvtlrrr m In: at Pam 
9.1! I- ll \.’ RlnIrI; ._ 

Stealth. 
Skirmish: At sites I I  to SI. sauce! I 
{skirmish involving a Hobbit. At any 
mhcr \ilt‘. prevent a Hobbit from taking 
more than l wound. 
"In IN in?! {f MIA-i! and" hard (liar mm lira 
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Skirmish: ll l'ippin Is not .Issigncd to a 
irmish. discard him to remmc an 

Urult- h: Ii from a skirmish involving an 
-unhound companion 
"“ “1-;q law / Rm"... II (wwtgrr, .1 pm? \Zf . 
JlugIIgI' "' 

Ring-bound. 
\ll’llilt Hm tan spot l‘rodu and Snlu ol.‘ 
SImI may not be overwhelmed unless lis 
strength is tripled. 
Response: l f l -  rodo 15 killed. make.- Sam .1 
the Rillg-bearer- (resistance 5). 

[ I  ‘x 451.: l r} ,  

.. _ _..,~.-..—,‘.¢I— 

. - '  . ‘ A U A I  . L 1 r s . - . I . \ - _  4., _ . -  

Skirmish: At sites I ]  to 4|. cancel a 
skirmish involving : Hobbit. At any 
other site. prctcnt a Hobbit from being 
mun hclmcd unless his or her strength 

‘ (r iplul  

Stealth. : 
Skirmish: l')isc.ud an unbound Hobbit._ 

ur Iiuii iv .IM' to mad Wu, did “all.” 



. . 
. 

L. 
. . 

, 
...... . 

.
A

u
.

.
.

‘
 

. 
3

3
:

3
9

.
 

£
3

3
.

7
3

 
3

3
.

1
2

7
.

 
3

:
3

5
 

5
:

2
3

 
5

3
3

.
9

3
.

3
3

3
.

7
3

 
:

3
.

 
3

.
 

u 
. 

.
:

:
:

 :
3

3
.

 
.

_
:

.
3

 
3 

. ,
.

 :
:

:
V

_
 

3
.

.
.

:
 

2
3

V
 

3
3

,
3

5
3

.
5

9
:

 
W

 
_ 

.
5

3
.

 
3

.
3

.
 

S
a

w
s

 
3

.
3

3
.

3
5

5
.

 
E

s
:

 
3

3
:

3
,

 
3

5
:

0
3

 
3

.
5

3
:

3
:

 
u

p
.

 
3

2
:

:
 

3
5

1
.

5
2

.
3

9
3

.
3

3
;

 
.

5
.

.
.

—
 

.
3

3
—

3
:

 
2

:
7

,
,

 
:

3
.

 
i

=
3

 
3

3
.

.
.

;
 

8
1

3
.

5
;

 
9

:
.

—
 

u
.

_
_

.
—

q
:

:
o

.
.

w
h

o
1

=
3

3
 

. 
. 

. 
:

.
 

3
:

2
3

.
 

3
5

:
2

3
:

:
 

E
.

 
3

.
3

,
 

E
.

 
. 

E
:

 
.

3
3

.
;

 
3/ 

.
3

3
3

.
.

—
 

2
:

 
3

5
.

6
3

3
3

 
:

3
 

£
3

3
.

3
5

:
 

£ 
3

,
 

3
3

3
/

.
 

.
B

O
—

v
u

g
w

 
.

2
3

1
:

 
. 

. 
. 

W
 

. 
H

 
:

5
:

 
3

5
3

5
.

3
 

:
3

 
«

6
.

1
:

:
 

3
3

1
3

3
2

—
7

3
.

—
 

u
;

.
 

3
.

.
.

;
 

// 
c

o
n

-
3

3
.

3
3

%
 

r
I

J
I

I
I

I
I

I
i

i
 

£
1

1
1

.
-

 
.3 

1
-

 
. 

. 
. 

, 
. 

‘ b é ' fi q fi  ”fl .  

1
7

:
 

1
3

:
:

 
3

2
:

3
3

:
3

1
.

:
1

.
3

4
:

7
 

W
r

i
s

l
z

 

.
3

3
.

 
.

.
3

_
.

_
_

,
 

:
5

3
.

 
3

:
2

:
 

V 
V

3
.

 
3

:
.

 
3

.
2

:
.

 
3

:
.

.
.

 
3

—
1

.
3

 
3

:
3

 
.

.
.

 
C

 

3
:

:
 

3
:

1
.

.
.

»
 

.
4

;
 

_
_

.
_

 
1

3
:

1
3

:
:

3
7

5
2

3
7

4
:

5
0

.
.

 
3

9
1

:
:

 
, 

3 

. 
. 

V 
. 

44.6.3.5—
 3
...»

.:3
3
:3

2
3
:7

2
...1

2
:9

3
:: 3. 2..., 3 2—

1—
3 5

3
:0

; 
4
:1

3
3
:3

3
 1

.
5

.
5

:
;

 .2 
7.32.32: 3

1
3

.2
7

. :
:

 ._3=3_c._nw
u_:1m

.. 
r

i
l

l
-

.
1

1
.

]
.

-
-

 .
.

 
:

3
.

-
.

 
c 

V 
r 

. 
V 

.
.

 
. 

. 
toll; 

V 
V 

i
3

3
3

.
.

.
 

. 
3

3
1

;
.

 
3

:
.

.
.

 
4

5
—

3
 

3
3

3
—

,
 

, 
m

.
\

V
 

3
.

.
 

3
:

:
—

 
£

9
3

.
.

.
.

 
=

_
_

U
~

_
 

t
o

.
 

Q
u

fi
—

 
3

3
.

.
 

3
9

3
.

3
%

.
 

3
3

.
 

.
3

.
 

.
3

3
3

3
.

.
.

”
 

d 
w

 
4

3
:

1
3

—
 

3
:

3
3

—
 

3
3

.
3

3
.

;
 

:
5

3
 

£
3

3
.

2
5

;
 

1
:

3
,

;
 

:
:

.
3

 
.

3
1

.
:

 
x

:
-

7
£

e
:

.
.

.
.

.
_

 
3

.
1

3
3

3
3

5
%

 
, 

3
3

.
3

2
.

4
3

1
.

3
6

 
3

.
3

3
 

.4 
3

3
3

3
—

3
3

3
.

 
3

:
 

1
3

8
M

3
3

3
 

.
2

3
5

3
.

—
 

V 
. 

n 
3

1
.

2
2

3
.

 
2

.
.

.
:

 
:

3
3

 
.

3
2

.
.

 
3

5
:

5
3

:
5

3
 

3
.

 
.

3
3

.
.

 
:33 

3
:

:
 

3
1

1
.

3
 

\
 n \
 

\
 o \
 

\
 \
 

\ f \
 

\ 
. 

3
4

4
:

3
 

.
.

.
;

V
 

:
3

 
3

2
3

.
3

.
 

3
3

3
.

3
3

.
 

~
3

2
 

.
3

3
—

4
:

_
 

3
.

.
_

_
.

 
.

n
—

.
_

~
.

—
3

V
.

3
3

3
=

.
d

.
*

 

.
u

3
u

—
h

n
v

n
m

 

. 
, u 

3
.

 
i

i
i

!
!

!
 

. 

{rut  

.
3

3
.

.
£

r
—

 
3

:
3

3
.

.
q

 
3

.
.

 
3

3
,

—
.

 
7

:
3

3
 

0
9

5
0

:
 

3
3

.
 

3
*

 
4

:
.

.
.

 
a 

3
3

3
5

3
.

 
‘

3
 

U
S

E
 

. 
.

.
 

.
3

 
$

3
1

.
.

 
V 

.
3

.
 

3 
r

.
 

’
3

3
.

»
.

3
—

3
3

/
 

—
.

.
.

:
.

‘
 

3
3

.
 

_
3

,
.

3
.

3
.

_
.

—
L

 
.

3
4

1
3

:
 

:
3

 
Q

 
9.3.32.3 

b
x

 
.

h
h

>
-

U
=

1
2

.
 

C
E

=
V

U
C

R
I

 
fi

v
e

-
d

e
h

E
U

‘
e

—
m

y
 

3
2

.
3

.
2

1
 

.
3

.
 

=
3

.
 

/
/

 
7

3
.

3
—

 
:

2
3

:
 

3
3

3
3

3
3

:
 

3
—

2
.

7
 

3
3

2
2

.
3

.
—

 
3

3
.

3
 

C
.

 
.

3
3

_
_

.
/

/
 

. 
.

.
 

. 
3

.
2

.
.

 
~

3
3

.
.

.
3

.
3

.
3

3
1

3
7

3
3

3
3

3
.

3
.

1
.

3
3

:
 

3
’

3
:

 
3

;
.

«
3

_
3

,
3

.
3

3
 

.
4

3
_

.
_

.
 

.
C

m
fl

w
c

s
a

z
 

. 
p 

I “+1 '“' ):u m’! hm so mm: with m, #3113 4!. 

In your 'm 0| f 
m heal each Ring~bound 

1CC. 

S 

m 

Play Sméa 'P 

Y D "  YO“ v hr;- 4!: ’, 

.u'd pile 
hbix m 

lbk' 
Fellows}: 3. 
H o  



2
3

3
:

5
 

e
Z

z
<

 :m
;m

z
§
.I 

I
!

 

.
=

n
:

 
E

B
:

 
:

.
 

3
:

2
2

:
7

7
 

1
:

1
3

:
 

1
;

;
 

5
.

 

E 
3

2
:

 
5

2
$

 
#5 
>

.
=

~
.

 
a

s
:

 
:

2
.

”
—

 
.

~
v

=
.

.
o

.
.

w
u

_
:

3
~

 
s

t
u

n
s

—
E

m
 

:<
: :5

5
 

iii: 
a”: 

.. 
3
 

1
5

:
5

5
:

:
 

g
u

n
.

.
.

 
E

u
 

~
+

 
u

m
 

3
2

 
g

a
s

 
:

B
E

E
 

v
f

.
 

6
5

6
%

n
 

7
2

.
.

.
.

.
.

 
:

5
:

 
3

3
:

 
E

C
:

 
E

E
 

,
5

.
 

5
3

:
.

 
R

E
E

 
£

4
2

3
2

2
 

.
3

5
9

3
 

.
3

.
 

E
9

5
5

 
E 

0 
3

2
:

2
 

.
3

5
5

.
.

.
»

 
a 

, 
. 

.
4

8
5

 
3

5
%

 
S

c
»

.
 

:
5

:
 

.
7

5
3

 
. 

£22.: .23.. 
2

7
.

1
1

5
2

9
 

.5c. 
2

:
.

 
:

E
E

E
 

5
.

1
 

.
3

?
 

R
E

F
—

w
a

x
 

. 
.

.
 

.
1

.
.

.
 

c
.

 5
2

:
.

 
a

.
 

:
5

5
?

 
1

3
:

9
5

.
 

5
.

1
.

:
 

6
2

3
9

.
3

—
 

é
E

u
—

L
 

, 
. 

. 
m

2
;

 
S 

:
.

:
:

:
;

.
E

:
.

;
 

.
5

5
1

2
:

 
n 

:
3

.
.

.
 

" 

I f  3: min. 

T
A

U
 

.
l

\
4

«
(

.
.

|
 

n 
»

.
o

.
.

 

u.‘ 22;. u 
C'. ‘I‘ 3: $.44. mmréz 

5
:2

. .5 2
3
... 

r
m

 
I 

n 
. 

.
.

 
, 

, 
. 

, 
. 

I 
w 

{
I 

‘ 
, 

.1 

; .C
 :7

... :3
:::. 

. 
. 

5
:; $

3
1

 :2
: :

3
:
 ::::.._

::Z
 _

4
::_

_
;:: 5. a

5
; .: 

3
:;7

 
.

:
_

_
 

g
.

 
1

1
.

3
.

 
1

.
5

 
E

.
 

5
.

7
5

:
2

:
 

.
1

:
 

.
v

:
:

o
.

u
u

_
3

3
u

 
. 

4
:

3
5

.
.

”
 

.
.

 
.

>
.

.
_

~
_

:
u

=
n

m
 

, 
. 

. 
H 

:
.

 
:

:
:

:
.

.
:

 
_

.
 

1
.

7
T

:
 

.
.

 
v

i
 ’7 

. 

, 
(

t
i

d
y

.
.

.
 

.
1

 
5 

. 

.
4

1
1

;
 

7 
5

.
.

.
?

 
5

.
.

1
2

2
—

5
5

5
.

“
.

.
.

J
fi

t
.

4
5

.
 

5
:

1
.

.
.

 
:

J
:

.
:

:
 

:
3

;
 

7
.

2
:

 
:

:
:

:
.

L
:

=
3

 
7

5
:

2
4

:
:

 
:

1
.

.
.

 

.
:

:
:

:
.

;
:

:
.

 
a 

.
.

 
. 

.
.

 
. 

. 
.

1
:

 
:

:
:

:
.

;
:

:
Z

 
;

:
J

 
:

L
 

*
1

.
.

.
 

_
.

 
5

1
;

.
 

:
4

:
 

3
:

4
;

 
{

1
.

7
2

7
 

.
1

2
 

.
2

3
;

 
I

C
E

S
é

r
—

S
y

»
.

s
p

r
u

n
g

-
1

3
.

3
1

%
 

.
b

w
n

a
v

c
u

fi
 

. 
. 

3
3

1
.

5
2

2
5

»
—

r
u

s
i

2
;

K
:

:
:

_
.

_
_

L
r

$
:

:
.

;
 

4
.

1
.

3
4

5
 

. 
. 

. 
:

1
;

 
4

.
1

:
:

 
_
 

1
.

2
.

2
5

1
3

,
 

:2: 
,

.
:

_
T

 
1

:
2

3
 

i
t

 
: ;

_
 

x
,

 

r ‘ \ ' \ \ " \ \ " \ \ r \  

‘
I

l
.

 

. ,1 ,  ; 
I »  s L A u l ‘  

.. 
,. 

L
.

.
.

 
1

/
.

.
.

 

:
<

:
 

3
.

8
2

:
2

.
 

. 
, 

_ 
. 

. 
:

2
3

.
 

$
5

2
2

 

_ 
., 

v . 
, 

, 
:

m
 

, 
L

1
:

9
1

:
5

5
u

:
£

:
.

_
:

:
.

~
:

 
5

:
5

5
.

 
.

5
2

.
 

5
.

1
%

;
 

t
 

1 
:

5
:

 
.

5
2

:
 

.
z

:
 

.
.

 
: 

i
2

1
:

3
4

.
3

.
1

;
i

t
:

 
3

:
6

2
7

 
2

—
.

 
.

E
c

a
fl

_
<

 
:

x
?

 
:

1
.

 
E; 

.
.

_
:

.
_

 
7

/
 

.
V

:
:

E
u

u
~

:
«

:
 

. 
_ 

t
.

 
.

.
 

:
x

7
 

:
3

 
E

.
.

.
 

.
.

_
_

;
 

u
/

 
3

:
}

.
.

.
—

 
. 

. 
1

:
.

 
7

;
.

 
E

:
 

. 
5

:
:

 
:

E
:

:
:

/
,

 
:

.
_

.
_

 
"

5
:

1
5

7
,

 
4

5
:

3
9

:
2

1
.

:
 

_, 
, 

. 
. 

, 
.t-.1

..it|l§
-:- 



9.38 
3

:
:

 
2

5
5

2
.

5
3

 
N

 
5 :

3
3

y
f

.
 

.
fi

.
_

.
.

:
:

5
2

 

£
7

3
7

 
3 

5
6

.
:

 
a

i
r

/
1

:
1

,
.

 
2

:
 

:
2

3
?

 
£

1
8

5
5

2
 

4
.

3
%

 
3

2
%

 
3

0
>

.
 

E
S

»
 

E
c

w
fl

<
 

A
n

t
 

2 E
i

c
fi

fi
o

u
 

$
5

5
.

1
5

 
~ 

:
3

6
 

E
3

2
2

5
0

"
—

 
.

3
q

 
l 

I
!

!
!

“
 

1
.

1
 

. 
‘

C
 

\ 

.
2

:
 

2
2

:
3

.
 

6
5

5
.

;
 

P
4

.
.

.
 

5: >5: 
:

2
)

.
 

4
*

 
€

4
.

—
 

N
 

“
k

m
 

V 
D

i
 

v 
.

x
 

C
 

z
i

l
l

i
l

-
l

 

.
4

5
?

?
?

 
3

.
4

.
4

:
;

 
:

.
 

2
:

7
5

:
3

7
 

3 
.

4
 

:
1

 
:

1
.

.
.

 
2

:
1

 
:

3
.

.
.

 
5

.
3

.
:

 
5

:
1

1
;

,
 

:
1

 
A

.
.

.
 

3
-

,
.

 
>

5
5

3
:

 
:_ 

2
5

.
5

5
.

;
 

E
:

 
.

:
.

E
 

>
:

.
.

 
r

.
 

, 
5

:
2

,
.

 
s

t
a

n
z

a
—

«
v

,
 

.
.

 
4

:
3

 
5

5
:

1
5

.
:

 
.

.
 

>
1

;
 

3
.

 
“

i
t

:
 

5
:

1
1

;
.

 
:

3
.

.
.

 
"

a
m

c
i

z
o

z
fi

a
 

L
 

‘ 
1 

. 
.

.
 L 

. 
t 

.2. 
:

3
 

., 
2.. 

2
9

.5
3

 

{1! y 
,

1
.

 
.

r
—

U
x

b
 

5
.

3
—

:
 

2
3

7
:

:
—

 
:

3
:

 
fi

t
;

 
.

.
 

1
1

:
4

 
:

.
 

5
.

5
:

:
 

+
 

_
,

 
5

.
:

 
”

B
a

v
m

z
m

 
. 

. 
. 

4 
. 

, 
,

4
 

. 
$

.
5

t
 

C
H

 
0

5
:

 
£

9
1

.
.

.
.

 

.
‘

C
S

O
h

w
o

—
z

a
m

 
.

n
—

i
fl

—
L

 
I 

. 
\ 

A
!

)
 

r 

. 
. 

I 

w 
.

3
5

.
;

 
b

u
s

t
y

.
 

2
:

 
3

5
:

1
 

3
 

g
:

 
;

.
 

i 
:

3
"

;
 

3
.

7
5

.
2

:
 

_
_

 
. 

V 
. 

. 
_ 

A 
. 

r 
,

,
 

, 
. 

‘ 
,

H
 

: 
5

2
.

.
.

;
3

x
 

«
fi

r
—

D
C

)
,

 
.

3
1

:
 

“
D

:
 

k
a

p
p

a
 

:
6

2
 

+
 

.
-

.
.

u
1

.
.

.
.

—
 

.
b

fl
n

—
u

fi
fl

m
 

.
e

c
m

fl
r

—
 

Q
:

:
:

:
 

:
.

.
 

H 2
3

2
:

;
 

2
.

 
5: 

5
2

:
1

5
;

 
. 

.
5

1
5

:
 

_
 

~
 

_
 

. 
_ 

P 

«
.

(
I

Q
 

no 4
:

5
.

.
.

 
A '

5
4

 
‘

.
/

.
.

 

* .... .‘ .;,«u—._.L 



w
a

n
—

v
.

.
.

”
 

V 

B
a

t
t

l
e

g
r

o
u

n
d

.
 

T
h

e
 

“
S

h
a

d
o

w
 

n
u

m
b

e
r

 
:

4
 

I
l

m
 

H
“

 
u 

. 
l I

.
"

 

u
u

h
 m

ou
nt

ul
 ("

ni
p.

ln
lu

ll
. 

diam. 
" ‘ ‘ pome: [I .m unbound wIIIpanion Is 

. I  o u t  K) l c  .I w o u n d .  (‘XCH EOW'}H a n d  I 
0 t o  prevent I h  It wound.  

‘ "Ilwr: ! l (  :uxr u:l§tlf"r(0fldll .I)Il(l5 
rlmmd‘:;vi:- .n-m: .4’-'LIvI'~r 

'l u P'J.‘ ( h k  . I t d -  " urds  f rom hand .  
:Buru' must  I». a Nutgul.  

Bum-r is fierce. 
“ ‘ l t  II'IIIMrJ .I, «so (he omen.“ amnumin: it, “ind 

' In III_,II-.-'l 595.35 

'GANDAIF fl 
DillhDiR III IIII We“ 

While you cannot spot 5 companions of 
the same culture, Gandalf Is strength 2. 

Tu: Rnum or m: KING Rims: 
NOVEMBER 2003 
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K m ;  (N am Gl i l l t l \  HM! 

er: Play a A! possesunn on 
._ ‘udcn to heal a ,3 alh' 

’- BAmt or Ham's Dm‘ Put-Runs: 
FEBRUARY 2003 

a fAItAGORN 
CAPTAIN or Gonooa 

Commotion - Man 

Knight. 
I I  start ul each Fellomhip phase 

' *‘I you may add 0 to tea! another ¢ 
4 "- companion 

‘I Tut Lou: or on Rms‘ 0mm: TCG 
w “ ?  i lotrtcg.declpher.com 

" Redeem your movie ticket from 
The Return of the Kl»: (or a free booster pack 
Go to  decipher.coml lotrmoviepromo to fi . 

- a participating store near you. 
While supplies last. Umtt one per customer . 
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’f'i'hIs InII ion Is strength +1 for each 
convunion you can spot 

" (Fr N- w u .il'vxtJ gum 17:, E N  "and!!!- 
Ir" II‘. n I'\ III? .m moving IIrI'tu Inf (”50 Am" 

Mm 14);” ' ' Y H J C I I  I n ' u h ‘  

I While you can spot 3 wounded minions. 
I each mInInn skirmishing cobsis 
atrngth H3 

Tut tone or m: Imos‘ Ouuuz TCG 
lotrtcg.dedpher.com 

l he l5. Mug can“ 
durum} ” : q  I 
?. \ II: .In I} 

q \ ' \ \ l ~ \  

Pictured here is a selec- 
tion of some of the promo 
cards that exist for the game 
(47 as of November 2003). 
These can be identified by the 
number 0 and the letter P in, 
the comer in place of the 
usual expansion set number 
and rarity letter (R. U, or C). 
Most promo cards are distrib- 
uted with special promotions 
or packaged with special sets. 

'TREEBEARD 
GUARDIAN 0; m t  Fontsr 

Unhuty. 
I Aui nmenu txcrt an unbound Hobbit 

to al ow 'l’rcebcatd to skirmish. 
1. Skirmish: Exert Ttecbard to makean» 

Em damage +1. 

Ems or Fmoonu' Par-Runs: 
JUNE 2003 

' 'DENETHOR 
WIlEMIII STLWARD 
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COHPAMON - M A N "  

.Dcncthor Is strength Y‘ for each other 
‘ an you can 5pm (limit +4). 

«5t: “mm fmr mil: in Proud hour: ImJ' 5km lib 
n'. and tie Avg norm} my Mum: tit iarfi 

am! it was man.“ not so tmui' g! 'Bmm’r 
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A
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or
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Bl. Itct mun bc Gimli. 
“ HI: I~. damaged . 
' .' Skirmish: Discard a a condition or a 

3 card sucked on a condition to milk: 
‘ ‘ GInIlI strength H.  

A ”gut  III: J to u dart-Nth and man I: 
:wIIIg Jud III.’ wanna: and fall Item mr'" ’ 



Cu-wuum - WIIAIn 
, -4. 

2; ’“f““”°”“_3 source for secondary market prices for collectible card games. We survey retail - ”Mtfifls’JfAf 

PRICE GUIDE 
«k. What are your Lord of the Rings CCG cards worth? Here’s the answerlm 

Scrye magazine is used by gamers and collectors alike as the only reliable 

stores across North America for each Issue of Scrye, available every month at the “ :2 6‘; 
store where you bought this magazine. You can also get the prices in checklist form “.9” o 1} 7 

The lord of the Rings. 

The Fellowship of the Ring 
Decipher 0 Released November 6, 2001 
365 cards plus 365 foil versions 0 IDENTIFIER: First digit in card code is ’ 'I’ 
0 Starter decks contain 63 cards; starter displays contain 12 decks 
0 Booster packs contain 1 1 cards; booster displays contain 36 packs l‘i'i‘ ” ' ‘ 
Designed by Joe Alread, Chuck Kallenbach II, Tom Lischke, and Mike Reynolds 

r 1 ‘ 11  rIr r i l r r r . “  I n  
u r r t '  

M r... ,2 a .r -07.; Standard versions of the major character cards Aragom, King in Exile and Gandalf, The Grey 
" “ W" Wizard appear in the starter decks; their fofl versions randomly appear in boosters. 

ReePnIce t Card name RarityFolPrIce RsePnIce # .Card name RarityFoIPInce 
' 5 ‘  . 0  . 0  3 6 0  T h ' F l F t !  Fl 5.500 39! (355 cards) 205-“0 Y°"“"""°°d il:l 3.25 240 Band of the Eye R 5.50:]: a 30 "'38 3" °" °° 

F0||SGN3§5 OII'dS) 595-00 41 . 0 0.90 70 BarlimanButterbur, : 0 0.20 102 Dagger Strike c 1.001: 
Starter DIsplay Box 110. 00 nine-pocket ;_ Prancing Pony Proprietor U 2.500 g, 0 3.00 210 Dark Whispers R 5.500 
Booster Display Box 90 no pages 10 store 2 0 0.20 4 Battle Fury 6 1.000 3 0 0.20 37 Defiance C 1.000 
Starter Deck 11 00 (zfdoubfgtup) ; 0 3.00 205 Beauty ls Fading R 5.500 ., 0 0.20 6 Delving C 1.000 

i: 0 3.00 206 Benton Discovery R 5.500 : 0 3.00 167 Denizens Enraged R 5.500 B st P k 3 30 0° 9' ac - : 0 4.00 284 Bilbo Baggins, Retired ; 0 3.00 243 Despair R 5.5013 
R Pn _ 0 Adventurer R 7.50% g 0 3.75 244 Desperate Defense of the 0 

:6 Ice # Bard name RarityFmPnee 2 0.90 285 Bilbo’s Pipe U 2.50 3 Ring R 6.00 
‘ . . g 0 0.75 164 Bitter Hatred U 2.500 . 0 3.00 245 Desperate Measures R 5.500 
8 33(5) 3?; Qggggg’sa'gefs'glfiw 3 323E] ; p 0.75 207 Black Breath u 2.50:]; p 0.65 350 Dimrill Dale u 2.5013 
0 0.75 316 ATalent for Not Being SeenU 2.500 : 0 3.00 208 Black Steed R 5.500 § 0 3.25 38 Double Shot R 5.500 
0 3.00 87 AWizard ls Never Late R 5.500 s 0 5.00 95 Blade of Gondor R 7.000 0 0.75 211 Drawn to Its Power U 2.500 
0 3.00 69 Albert Dreary, Entertainer ; 0 0.90 209 Blade TIp U 2.500 1 Cl 0.20 168 Drums in the Deep 6 1,000 

From Bree R 5.500 D 0.20 32 BorderDefenses C 1.000 . El 3.90 71 Durin’s Secret R 7.000 
0 3.00 120 Alive and Unspoiled R 5.500 ; l3 7-50 96 BoromIr.L0rd0160ndor R 9.5013 ’ 0 0.20 7 Dwarf Guard C 1.000 
0 0.75 203 All Blades Perish U 2.500 U 0-90 97 Boromir180nDtDenetlIor U 2503 0 0.65 344 Dwarrowdelf Chamber U 2.500 
Cl 0.75 239 All Thought Bent on It U 2.500 1 El 0-75 98 Boromlrs Cloak U 250D Cl 0.20 8 Dwarven Armor C 1.000 
P 3.00 204 All Veils Removed R 5.500 . B 338 2:: goundlglh G l dh' a $333 ; 0 0.20 9 Dwarven Axe C 1.000 

.' . 0w0 9 aa rim . . 0 3.00 88 An Able Guide R 5.50:] - e _ ' l? 02° 1° DwawenHea" c 1.00:] 
0 3.00 163 Ancient Chieftain R 5.500 : U 0-20 121 Bred For Battle C 1000 : 0 0.65 320 East Road u 2.500 
0 0.75 29 Ancient Enmity 0 2.501: . B 322 33; grgggfrtgets bl 3233 E] 0.20 103 Elendil’s Valor c 1.00% 
CI 0.20 356 Anduin Banks 0 1.000 : ' r . _ - i 0.20 39 Elf-song C 1.00 
0 0.65 353 Anduin Confluence u 2.50:1 3 333g $33 332333 Eritrea 8 gggg at 5.00 40 Elrond, LordOtRlvendell R 8.00% 

. ' ' , , - ~ ; 0.20 41 Elven Bow 0 1.00 
3 3,33 3:; fipgdlll‘n‘l’llllligfllarlngxile ll 3.333 '3 0-55 357 3'9”" Lands U 2505' ; D 0.20 42 Elven Cloak c 1.00:1 
0 7.00 89 Aragorn, RangeeThe , 0 0.65 330 Buckleberry Ferry U 2.500 a; 0 0.55 350 Emyn Muil U 2.500 

North a 11,001: : U 3-75 ‘23 Cafaslh'aSHaSNot ; 0 3.00 246 Enduring Evil R 5.50m 
E] 5.75 90 Aragorn’s Bow n 900:] El 625 165 Eggg'figflugmm R 690'] El 3.00 247 Enheartened Foe R 6.000 
3 S - I . 

g 0.90 91 Aragorn’s Pipe U 2.500 f 7 Scourge Of The Black Pit R 10.500 i El gig $3411 Eggion’s Trails (c: 1.383 
0.20 92 Armor 6 1.000 9 . 2 . enmoors . 

0 9.25 30 Arwen,Daughtér0fElrond a 15.00:] 5 g 3-00 ‘55 CaveT’°"s”amm9'. R 5005' i- 0 0.20 287 Extraordinary Resilience c 1.000 
D 3.75 93 Arwen’s Fate R 6.00:] . D 3.00 34 Celeborn,Lord0fL0rIen R 5.50% : D 0.20 11 Farin,Dwarven Emissary c 1.000 

0 0.75 31 Asfaloth 0 2,5o . D 333 9: ggzzgrfg‘gmm g $33G . 0 3.00 288 Farmer Maggot, Chaser D 
0 0.75 94 Athelas u 2.50:] ‘ ' - ' ‘ 0f Rascals R 5-50 D 020 3 AxeStrike 0 1.00.3 . B 333 g3; gamma" d g 1333 0 0.65 321 Farmer Maggot’s Fields U 2501: 
E] 050 319 Bag End U 250:] 0 3'00 124 Counlcg: 0:?“ R 5500 0 0.20 43 Far-seeing Eyes C 1.000 
0 065 343 Balin's Tomb u 2500 we a” '33 ' U 3-00 212 Fear R 5500 - - 0 0.75 241 Curse From Mordor U 2.500 

BAR/TY KEY C : Common U : Uncommon R : Rare  X : Fixed 

‘ 3 .  Get checklists for 130 more 0665 just like this in the «4‘» «Ni ‘v ‘v ‘\*\\r-\\ , The lists in the book are also divided into nines for easier stor- 
Scrye (:66 Checklist & Price Guide, Second Edltlon! W M  age — and also have prices and set reviews! Check it out! 



ReePnlce # Gard name llarltyFmPlu: 55a 8 Card name flafltyFuPlu _ fleece t Gard name RarltyFonPnicE 
0 0.75 105 Foes of Mordor U 2.500 - 0 0.20 300 Longbottom Leaf ‘ c 1.000‘ 0 0.65 348 Pass 01 Caradhras U 2.500 
E 300 170 r I f T k, n 5500 . 0 0.20 21 Lord of Moria c 1.000 0 0.20 110 Pathfinder c 1.000 
0 0-20 243 F°° ° afa°a c 1000 ‘ 0 0.20 53 Lorien Elf c 1.000 0 0.75 222 Paths Seldom Trodden 0 2.500 
0 055 333 F°rgesf°B .°' °' 0 2500 0 3.00 139 Lost to the Goblins a 5.500: 0 0.55 355 Pillars of the Kings U 2.500 
0 0-75 44 Fm”? {PM u 2500 ' 0 0.55 352 Lothlorien Woods 0 2.5004 0 0.20 192 Pinned Down 0 1.000 
0 0-20 171 F0" ”3'0" 0 1- 0 . 0 5.75 127 Lurlz,Servantlsengard R 9000; 0 0.20 305 Pippin, Friend To Frodo c 1.000 - “my . , . -°° 2° , r 0 4.00 307 Pippin.Hobbit01$0me 
D 6.00 289 Frodo,0ld BIIbOSHelr R 8.50D . D 3.75 128 Lurtzs Battle Cry R 6.00D Intelligence R 700D 

l D 0.20 290 Ff0d0,30n0fD|'090 C 1.000 f D 0.75 54 Mallorn-trees U 2.500 D 0 2 0  193 Plundered Armories c 100D 
i 0 0.65 339 Frodo’s Bedroom U 2.500 g 0 0.75 301 Master Proudfoot, Distant f 25 ' . ' 
I El 0.75 213 Frozen by Fear U 2.500 f 0 4 |l~tllelative=018ilbosa 3 (23.1338 0 3.75 308 gower According to His R 000 
1 . . . 4 . 0  302 erry, riend To m . ; tature 7. 
g g 333 3g? gflagriemfléo‘ “9'“ ‘0‘ $333 ~. 0 0.20 303 Merry. From D'erTlle f 0 3.00 111 Pursuit Just Behind a 5.500 
1 0 550 72 Gaad'l'feg. “dew“ . j Brandywine c 1.000: El 3.00 51 ouestions That Need 
. -. 5:? $01 "3" e R 15000 0 0.55 332 Midgewater Marshes 0 2.500; Answering Ft 5.000 

0 300 354 e "3% Th 5 w d x 5000 ' 0 0.55 333 Midgewater Moors u 2.500 El 0.90 112 Ranger’s Sword 0 2.500 
0 0-90 73 Ganda"; 06 my '11" 0 2-5 0 . El 0.55 345 Mithril Mine 0 2.500; 0 0.75 194 Relentless 0 2.500 

- a“ a ,5 i1" - ° . El 3.00 22 Mithril Shaft a 5.500 0 0.75 223 Relentless Charge 0 2.500 
l D 0.90 74 Gandafls Pipe U 2.50m 21 D 300 195 Relics 0f Moria R 5 5 0 D  
_ 0 0.75 46 Gift of Boats U 2.500 ‘ 0 3.00 254 Mordor Enraged H 5.500 0 300 224 Return to Its Master R 5500 

0 0.75 12 Gimli,DwarfErebor U 2.500 ‘ 0 0.20 255 Mordor’s Strength c 1.000i 0 0'20 82 RiskaLittle Light 0 1.000 
- 51 5.00 13 Gimli,SoaG|0in a 7.500 a 4.00 215 Morgul Blade 11 7.003 E ' ' 0 
I . ., . 3.00 217 Morgul Gates R 5.50 0.65 340 Rivendell Terrace U 2.50 

E: 333 1g glmrfifiafmm 2 3233 f El 3.75 255 Morgul Hunter R 5.000 0 0.55 341 Rivendell Valley 0 2.500 
0 5~25 75 6:"“3, 9'" n 7000 . 0 0.90 257 M0rgu|Skirmisher 0 2.500. 0 0.55 342 Rivendell Waterfall 0 2.500 
0 0-75 249 Glam ."WS . wn - El 0.90 255 MorgulSkqer 0 2.500 El 0.75 309 Rosie Cotton, HobbitonLassU 2.500 

1 - 93mm W95 ' ; El 3.00 259 Morgul Warden 3 5.500 El 0.75 57 Rllmil, Elven Protector 0 2.500 
F C'U'l'b'e U 2505' 0 3.00 190 Moria Axe 3 5500 El 5.00 310 Sam, Faithful Companion R 5.500 
L D 3.00 172 GOblln ArCher R 5.50m , 22 D 0 2 0  311 Sam SOUOfHamfast c 1 0 0 D  

D 3.25 173 GODlln Armory H 5.500 ' D 0.20 346 Moria Lake C 1.000 D 0 2 0  133 Saru’manas Ambition c 100D 
' D 0.20 174 GOblln BaCkStabber C 1.000 ‘ D 0.20 191 Moria Scout C 1.000 D 020  134 Saruman's Chi" c 1 0 0 B  

0 3.00 175 Goblin Domain R 5.500 0 0.65 347 Moria Stairway U 2.500 20 ' ' 
F El 0.20 176 Goblin Marksman C 1.000 a 0.20 78 Mysterious Wizard C 1.008 B 0.75 135 Saruman’s Frost U 2.503 
! . , 0.75 218 Nazgi‘ll Sword U 2.50 i 0.75 136 Saruman's Power U 2.50 
i g g-gg 1;; 303:!" :3“m 8 gggg 0 0.75 130 No Ordinary Storm 0 2.500. 0 3.00 137 Saruman’sReacll R 5.500 

0 0'20 179 Gobi!" Sunner c 1.000 . 0 0.75 108 No Strangerto the ShadowsU 2.500 0 0.20 138 Saruman’s Snows C 1.000 
0 -2 130 G0 I!"S°?V9"9°'3 - 0 . 0 0.20 304 Noble Intentions c 1.000; 0 0.75 274 Sauron's Defenses 0 2.500 

0' 0 0b!" crmltar C 1'00 0 3.00 23 Nobody TossesaDwarl R 5.500 0 3.00 139 Savagery to Match Their 
D 0.75 181 GOblln Sneak U 2.500 23 Numbers R 5 5 0 m  
0 0.20 182 Goblin Spear C 1.000 ‘ 0  0.75 220 Not Easily Destroyed U 2.5001 0 075 275 Seeking It Always U 2500 

0 0.20 184 Goblin Wallcrawler C 1.000 ' 0 0.75 109 One Whom Men Would : 0 3'50 83 Servant of the Secret Fire R 5'00]: 
. 0 0.20 155 Goblin Warrior 0 1.000 s Follow 0 2.500% 29 ' ' 

“ , 2 0  0.20 261 0rc Ambusher C 1.000: 0 0.20 277 Shadow's Reach C 1.000 
'3 03° ‘05 6°“d0's.V°"9“a"°° c 1-00'3 - 0 0.75 252 Orc Assassin 0 2.500 0 0.55 325 Shire Lookout Point 0 2.500 
U 0'20 107 Great 3m!“ C LOUD 0 3.00 263 Drc Banner. H 5.500 0 0.65 359 Shores ofNen Hithoel U 2.500 
'3 3-00 15 Gram“ K'“0d°m “My 3 0 3.00 254 Ocowmen 3 5.500. 0 0.20 59 Shoulder to Shoulder c 1.000 

P909“ R 5503 - 0 3.00 255 Orc Butchery H 5.500 0 0.75 50 Silinde,El101Mirkwood 0 2.500 
'3 3-00 ‘25 Greed R 5-50‘3 ; 0 0.20 255 0rc Chieftain c 1.000 0 0.55 355 Silverlode Banks 0 2.500 , 0 0.65 322 Green Dragon Inn U 2.500 : 24 0 020 84 Sleep Caradhras C 1.000 

1 0 0.65 323 Green Hill Country U 2 .50010  0.75 267 Orc Hunters U 2.500; 0 0.65 361 Slopes of Amon Hen U 2.500 
; 0 0.90 17 Grimir,Dwarven Elder U 2 .50010  0.20 268 Drclnquisitor C 1.000; 0 0'20 61 Songs otthe Blessed Realm c 1000 

0 3.00 186 Guard Commander R 6.000 g 0 0.20 269 Orc Scimitar C 1.000 on ' ' 
i 0 3.90 47 Gwemegil H 7.500 ' 0 0.75 270 Drc Scouting Band U 2.500” 0 0.20 312 Sorry About Everything C 1.000 

‘7 . 1 0 0.20 271 0rc Soldier 0 1.000 0 3.00 140 Spies of Saruman R 5.500 
'3 ”-75 43 “3“", E" 0' The (”"13" ' 0 3.00 272 Orc War Band 3 5.500 0 0.20 24 Stairs otazad-diim c 1.000 

W00“ U 1505' 0 0.75 55 0rophin. L0rien Bowman 0 2.500 0 0.75 53 Stand Against Darkness 0 2.500 
'3' "-75 293 “amino ”9""955 U 2-50 ' 0 3.75 131 Drthanc Assassin H 7.000 0 0.20 25 Still Draws Breath c 1.000 
U 02° ‘3 “3"50‘MV”°'“° C LOUD s 0 3.00 30 01tar,Man0fLaketown 9 5.500 0 5.00 313 Sting a 3.500 
U 3-00 25° ”at” . . R 5-50'3 =5 0 3.00 314 Stone Trolls R 5.500 
D 0.20 19 Here LIBS Balm, 80" 0f : D  3.00 132 Parry R 5.50D D 0 2 0  315 Stout and Sturdy c 100D 
0 Fundin C 1.003 ' ' ' 

0.20 294 Hobbit Appetite C 1.00 i e 
0 0.20 295 Hobbit Farmer c 1.000 : The Lord Of the Rings ’ 
0 0.20 295 Hobbit Intuition c 1.000 , . . El 0.20 297 Hobbit Party Guest 0 1.000 The Fellowship of the n Deluxe Starter Set 
0 0.20 293 Hobbit Stealth c 1.000 Decipher 0 Released November 2001 
B 333 fig? UggtbgtsTwtiands g 1833 . 0 Contains a (SO-cord deck, 3 random rores, l booster pack, 25 tokens, 6 markers 
0 0.75 126 Hunt Them Down! U 2.500 1 0 Three box designs: Gandclf, Shlre, and Sauron 
a 333 2;; :ncQdRitnOWfaith'S Wake 3 $333 All cards in the Starter Set are from The Fellowship 

. n lml a e  . 3 B 3.00 253 Journey Into Danger R 5.50 B . getll'rtle Ring set and cannot be distinguished from 
7.7 , . 1 ' 

El 0]: g? 333': Egfig‘fiafimfl 12381:] 1‘11n lziu'e 1:1 redl and 15 bliack tokens inside, as well 

a 0.75 77 Let Folly Be Our Cloak u 2.50El ' as s e OWS P p ayer mar ers' 
0.20 20 Let Them Come! C 1.00 

0 0.20 52 Lightfootedness c 1.000 ”9'"!!! Starter 39‘ 20-00 

RAH/TY KEY C : Common U : Uncommon R : Rare X : Fixed 

Get checklists for 130 more CCGs just like this in the 
( 
Mn r ~ s r ~ v ~ v  \v \ . \  , It’s available now in your local game store! ' . 

Serye coo cheoldist a Price Gulde, Second Edition! . SCHE ' 0r order it direct by calling (800) 258-0929! E 



i 
saice # Card name Rarity Film 1 Race # Card name Rarity Foch: ReePnice # Card name Rarity m R 

30 0.20 278 Strength Born of Fear C 1.000 i 0  3.00 49 The Last Alliance of Elves 0 B 4.00 66 The Tale of Gil-galad R 7.00% 
. g and Men 11 5.50 a 3.00 223 The Twilight World R 5.50 

U 3U" "5 Strength°"‘"!99 R 5'50'3 in 0.75 133 The Long Dark u 2.50133 1:1 3.00 200 The Underdeeps of Moria R 5.5013 1 U “-20 35 Strenfltmsl’lm C 1-00'3 =33 @121 3.00 232 The Weight ofaLegacy R 5.50121 1 
0 0.20 362 Summit ofAmon Hen C 1.000 5 0  0.75 215 The Master‘s Will U 2.500; 35 1 
0 0.75 64 Support of the Last Homely 3'0 3.00 55 The Mirror of Galadriel R 5.500;  0 0.20 68 The White Arrows of L0rien C 1.000 1 

House U 2,501] ; 0  3.00 129 The Misadventure of Mr. g 0 9.00 237 The Witch-king,Lord01 1 
1:1 0.75 65 Swan-ship of the Galadhrim U 2.500 Underhill R 5500; Anomar R 15.5013 ‘ 
[:1 0,75 225 Sword of Mines Morgul 11 2,5013 3 0  0.75 219 The Nine ServantsofSauron U 2.500;  0 0.20 141 Their Arrows Enrage C 1.000 
I] 0.20 115 SwordarmoftheWhiteTowerC 1,001] g 0  4.00 79 The Nine Walkers R 7.000;  0 0.20 26 Their Halls of Stone C 1.000 
0 0.20 117 Swordsman 011113 111011t 3 0  0.75 260 The Number Must Be Few U 2.500 g 0 0.75 226 Their Power is in Terror U 2.500 . 

Kingdom C 1001:] B 6.g0 1 The gne [EngifldugslBane R 10.500; 3 3.38 3;; mereAancack Again g 1.833 1 
1:1 0.20 349 The Brid eotazad-dtim 0 1.00121 3 0- 0 2 he "8 inc. 9 vino é . 81 re Dining - ‘ 
32 g ; Ring C 1.000 § 0 3.00 279 Thin and Stretched R 5.500 
B 3.00 100 The Choice ofL1'1thien R 5.50% 3 0  5.25 221 The Pale Blade R 9 . 0 0 0 :  30 0.90 27 Thrarin, Dwarven Smith U 2.500 

. 'l f . 33‘ a 300 35 Thecwnc' °.E"°"d R 550 gr] 0.65 324 The Prancing Pony u 2.50121; 1:1 0.20 197 Threat ofthe Unknown 6 1.00121 0 0.75 242 The Dark Lords Summons U 2.500 . . , . ; : 0  0.20 273 The R1ngsOppressron C 1 .000;  0 0.75 227 Threshold of Shadow U 2.500 0 3.00 169 The End Comes R 5.500 . . . , 0 3.00 291 The Gaffer Sam’s Father R 5.50:] . 0  3.75 114 The Saga of Elendll R 6.0005 0 3.25 318 Thr0rs Map _ . R 5.500 

a u '3 :2 11:31:31” :1: :: 1: .1... MW: 13 3.00 252 The irresistible Shadow 3 5.5013 - e ”e" °'° 6" i; ' . - \ Banners R 5.500 ; 0 0.75 280 Tower Lieutenant U 2.500 
g 0.75 142 Traitor’s Voice U 2.500 

. 0.20 86 Treachery Deeper Than You 
The Lord of the Rings 0 Promo Cards Know c won 

. . . . 0 3.00 199 Troll’s Keyward R 5.500 

Decrpher . IDENTIHER: First dig" In card code '5 lo, 131] 065 334 Trollshaw Forest U 2500 
. . . 1:1 300 143 Troo iruk-hai R 5.50:1 

Fellowshlp of the mug Anthology 29,00 . 0 P16 Faram1r,Son ofDenethor F/Ait/Pv10.00 0 500 229 Ulairg Attéa KeeperOf 
:1 P22 Fell Beast Alt/Pv 5.50 ' DolGuidur’ 3 8000 1 
. 3 , . 

1 # ELVEN-ALPHABET CARDS RAR Price £ 0  p33 1.1131001 Alt 4,50 0 5.00 230 Ulairé Cantéa, Lieutenant 0 l 
i 0 P3 Fireworks Pv 3.00 QfDolGuldur R 8-00 

U 89 Nag” Rangemm‘emnh R 6'00 g1: P27 Frodo, Resolute Hobbit Alt/Pv 3.50 D 0.90 231 UiairéEnquéa. Lieutenant 
D 30 Arwen, Daughter 0' EIrONd R 6.00 D P8 Galadriel's Glade Alt 3 0 0  Of Morgul U 2.501] 
0 96 Boromir, Lord of Gondor R 5.00 § ' ' - -  - 13 165 Cave Tm" of Moria Scourge of .- El P26 Gandalf, Defender of the West Alt/Pv 3.00 CI 0.90 232 UIaIre Lemenya. Lieutenant 

theslackpfl ' R 7.00 i 0  P32 Gandaif,Mithrandir. . Alt 6.25 1:1 090 233311103111 L. t U 2501:! 
1:1 102 Frodo, Reluctant Adventurer c 4.00 '3 P33 G?"Ua"3.5ta“' Wa'k'm 5““ A" 5-°° ' of? efa' ”ma" u 250E, 
1:1 72 Gandalf Friend of the Shirefolk R 600 =5 P45 G'”'"’5k"'°d Defender A" 525 . .°'g" - ' . . ' . ' :1] P12 Gimii Son of 6161n F/Alt 7.25 D 0.90 234 UIaIréNertea.Messenoer 
D 1 3  Gun", Son Of Gléln R 4.00 § ‘  ' 0f DOIGUIdUI’ U 2.50D 

D 14 Gimlr’s Battle Axe R 3'00 5'3 P34 Gimii’s Helm A" 4-50 0 0.90 235 Ulairé Ostéa Lieutenant 
123 50 Leoolas. Greenleaf R 8-00 § 0  P44 Giamdring, Lightning Brand Alt 5.00 011/1010". ’ u 2,5013 

i 0  P5 Horn of Boromir Pv 4.00 as , 
D 127 “Uta Servant 0f Isengard R 4'00 g1] p13 Lego1as,ereen1ea1 F/Alt 3,00 0 5.00 236 Ulairé Toldéa, Messenger ' 
D ‘05 M'U‘r" “at R 4'00 31:1 P15 Le olas Son of Thranduil Alt/Pv 2600 WWW R 8000 El 256 Moroul Hunter 8 4-00 :13 p9 p11?” of'G 1 11,-, pv 4'00 1:1 020 231 Under the Watching Eye 0 100111 
E 83 Servant 0f the Secret i-"Ire R 3‘00 3 I] 1311 33 man 383”:t of the E e pv 5'50 0 0.20 201 Unfamiliar Territory 0 1.000 
D 52 The Balrog, Flame 0f Ud0n R 6.00 : D  P18 S r: I'OiedN Y AWPV 7 0 0  D 0 2 0  144 UI'Uk BIOOdIUSt c 100B 
0 1 The One Ring, lsildur’s Bane R 6.25 $ 0  P10 TL" 393' D 9918's Pv 5'00 0 0'20 145 Uruk Brood C 1.000 
U "4 ”933.9“?5'end" R 3-00 is e “09' "ms am ' 1:1 020 146 Uruk Fighter 0 1.001: 
D 237 ThiiW'm'H‘Jngvimd “”9e 5”" ED P30 The Balroo. Terror of Flame 1:1 3.00 147 Uruk Guard R 6.500 
'3 23‘ U'a'reEmuea' “mm °f and Shadow Alt 6-50 1:1 3.00 143 Uruk Lieutenant 11 6.500 

M°'9"' U 49° EU P42 The Balroo’s Sword Alt 5-50 1:1 0.20 149 Uruk Messenger 0 1.00121 
5 0  P31 The Pale Blade Alt 5.50 as 

PROMO CARDS . . 3.0 P1 The Prancing Pony Alt 3,00 Cl 0.20 150 Uruk Rager C 1.000 
Alt=alternateimage;F=101|;Pv=prev16w : 1:] p37 TheWrtch—king, Lord 01113111329111 Alt ago 0 0.20 151 Uruk Savage C 1.000 
1 # CARD NAME RAR Price 3 p19 Théoden,lGngoftheGoldenHaiiAlt/Pv17.25 g 3.215) 12% Brut ghaman 3 £33 

§ P21 Ireebeard, Guardian ofthe Forest Ait/Pv 8.50 - "J 3W.” - 
U P" 3:11;: °°‘°"“°'°”'°° A" 3.75 :1: p43 01:: Nelya, Ringwraith in Twilight Alt 6.00 g 3.33 1:; 31111361313 3 13.333 
1:1 P14 Aragorn, Ranger ofthe North F/Alt 3.00 ;D P36 Wh'p°fM3"VT“°”95 A" 5"” 13 0'20 156 umkllgrrior c 13001:, 
D P41 “”00m'330‘" A" 5-09 ? 1:1 020 157 Uruk-hai Armory c 1.000 
'3 P40 AxeofErebor Ni 5-00 é‘UVERS'ZEU PBUMUS (UNPLAYAULE) 1:1 0.20 153 Uruk-hai Raiding Party 0 1.00121 
0 P6 Baiin’s Tomb Alt 3.00 g # CARD NAME Price 40 
0 P2 8111 the Pony Pv 4.00 g 0 6M2 Aragorn, Defender of Free Peoples 6.50 0 0.75 159 Uruk-hai Rampage U 2.500 
0 P20 Black Rider F/AIt/Pv 20.00 3 0 3M1 Arwen, Elven Rider 7.50 0 0.20 160 Uruk-hai Sword C 1.000 
0 P7 Book ofMazarbul Pv 4.00 3 0  2M2 Frodo, Reluctant Adventurer 7.00 0 0.20 67 Uruviel, Maid OtLOrien C 1.000 
0 P4 Council Courtyard Alt 3.00 ; 0  2M4 Gimli, Dwarf of the Mountain/race 8.00 0 3.00 118 Valiant Man of the West R 5.500 
2 _ 5 0  5M1 Gollum,Stinker 6.50 0 0.75 161 Wariness U 2.500 
U P25 Deneihorvwllened Steward AWPV 5-50 51:1 5M2 Grima, Chief Counselor 6.50 1:1 3.00 23 Wealth of Moria 11 5.500 
'3 P45 E9mefiThlrd Marshall“ '3 1:1 3M2 Hand of Sauron 3.00 1:1 0.35 335 Weatherhills u 2.50121 

Riddermark - Alt 5-00 g 0  4M2 Legolas, Dauntless Hunter 3.50 1:1 0.65 336 Weathertop u 2.50111 
3 :1; Em: 1235313322: Fm :33 2% 1M3 Lurtz, Servant of isengard 7.00 1;! 0.20 326 Westfarthing c 1.001] 

. - i 6M3 Mer .lm atient Hobbit 5.00 
I] P39 Eowyn' Sister-daughter of g D 2M3 S mrypr perP t 7.00 D 0.20 119 What Are They? C 1.000 

. a . OP 06 . 
Théoden Alt 5.00 ' D 4M1 The one Ring 6 7 5  E] 0.75 202 What's Thls New DeVlll'y? U 2.50U 

U P35 Faramir. Captain of Gondor Alt 500 1:1 2M1 The Witch Kin Lord of the N32 01 10.00 D 0-75 ‘52 W°"Y . U 2-50'3 
U P16 Faramir. Son of Denethor Alt/Pv 8-00 1:1 6M1 Treebeard Gugrdian of the Foresgt 650 '3 U75 238 W'eathed'"3“ad°w U 2-50'3 ’ ' 0 0.20 283 You Bring Great Evil C 1.000 

RARITY K E Y  C : Common U = U n c o m m o n  R : R a r e  X : F ixed  

. ' ' Get checklists for 130 more CCGs just like this in the ,«w‘ "\""“* ‘\°\n\ . The lists in the book are also divided into nines for easier stor- 
Scrye 0C6 Checklist & Price Guide, Second Edition! W age — and also have prices and set reviews! Check it out! 
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The Lord of the Rings 0 
The Mines of Moria 
Decipher 0 Released March 6, 2002 
122 cards plus 122 foil versions 0 IDENTIFIER: F'l'st igl 'II card code is ’2’ 
0 Starter decks contain 63 cards; starter displays contain 12 decks 
0 Booster packs contain 1 1 cards; booster displays contain 36 packs 

Standard versions of the major character cards Gimli, Dwarf of the 
.. Mountain Race and Gandalf, The Grey Pilgrim appear in the starter decks; 

_ a m  their foil versions randomly appear in boosters. 

1150a I Cant name RarityFoIPll: IIEBPRIOE # Card name RarityFotPliios 
} 10 Set (122 cards) 140.00 

You will need 
. 5 

Foil Set (122 cards) 130.00 IS 3.75 7 glogn, Friend to Thorin R 6.0013I g 333 1:193 :6? BOOtKhOfAlgeStrplarC: : 2 :33  
- 0.20 60 o lin Bowman 0 1.00 i . 98338 e 00/ 00 . 

Starter 0'1“” Box "5'00 “i“e'tmf“ . 0  0.20 61 Goblin Flankers c 1.000 i CI 0.65 79 Resistance Becomes 
3003“" Display Box 95-“ ”9&3” 0 0.20 42 Goblin Man 0 1.000 . Unbearable U 2000 
Staner Deck 11.00 comma) : 0  0.20 52 GoblinPursuer c 1.000 CI 0.20 114 Sam. Procer Poet 0 1.0013 
Booster Pack 3.30 : 0  0.20 63 Goblin Reiniorcements c 1.000 D 3.00 20 Secret Sentinels R 5.0013 

U 020 54 Goblin Scrabbler c 1,ool_‘_| ?; 0 0.20 37 Sentinels ofNi'imenor C 1.000 
BEGPIIIGE # cam IIOIIIO RarityFuPimE D 0.20 65 Goblin Spearman C 1.000 D 4.00 38 Shifild 01 Boromir R 6.00EI 

i ' 0  0.65 8 Golden Light on the Land 0 2.000 E Cl 0.20 91 Southern Spies 0 1.0013 
0 0.50 16 ABIended Race U 2.000 5 . Z 0 0.20 26 Speak “Friend” and Enter 0 1.000 
D 3.00 112 APromise R 500'] :l:l 0.65 34 GOHUOTWIII See It Done U 2.000 j 11 

0 3.00 49 Archer Commander R 5.000 I D  0'50 “ 8  Great Chasm U “MOD ‘3 Cl 0'65 92 Spies oiMordor U 2,000 
0 3.00 1 Beneath the Mountains 5 5.000 U 020 9 GreatWOTKSB‘iOU" There 0 WU i D 3'50 27 Sta“ “under R 6.000 
0 3.00 39 Beyond the Height of Men H 5.000 U 020 1° ”and” c 1-00'3 ; D 3'00 3° St"°"°"°“"'b, R 5'00'3 
0 0.65 96 Bilbo Baggins,Well-spoken : l ]  0.65 76 Helpless u 2,000 0 0.20 51 The Balrog,Durln’s Bane C 1.000 

. Gentlehobbit U 2.00l:l EC] 325 77 His Terrible Servants R 5,00E] ' El 8.25 52 The Balrog, Flame Of Ud0n R 13.001] 
D 300 75 Bill Ferny, Swarthy : 0  0.65 103 ”0111111 Sword-play U 2.000 f D 4-90 50 The Balmg's sword R 7-00D 

SneeringFellow R 5.500 ;0 0.50 115 Hobbiton Party Field u 2.000 5 D 0.65 87 The Eve of Sauron U 20013 
0 0.65 31 Blood of Nl'imenor u 2.000 P 0-50 “5 “ObbitO'iWs U 2-00'3 : '3 3-75 35 xelxv'tcwkmg' W” R 15000 

. - : , g e azgu . 
l] 3‘00 53 cavemuscm'" H 5.500 D 030 “9 “0m" , C 1005 ' 0 0.65 81 They Will Find the Ring u 2.000 
D 3.00 97 Consorting With Wizards R 5.00D Vl:l 0.65 18 H0315 Of the Last Alliance U 200D?  11’ . 
0 0.50 54 Dark Fire U 2mg f,0 3.50 66 Huge Tentacle R 6.500 . 0 0.65 71 Throw Yourself in Next TimeU 2.000 
0 0.20 55 Dark Places 0 1.000 glj 0.20 24 Hugin, Emissary from 2 0 0.50 13 Tidings ofErebor U 2.000 
0 050 98 Dear Friends U 2.000 ‘; Laketown c 1.00:] 1 0 0.20 14 Till Durin Wakes Again C 1.000 
0 0.20 99 Deit in Their Movements c 1.000 U 0-55 73 "Wants 1° be “mild U 2-00'3 { U 3'00 45 T°°M"°"A"e"“°" R 5'0“] 
Cl 0.20 40 Demands 01 the : l : l  3.00 25 Jamsmid, Merchant from f D 3-00 93 TOWGI’ Assassin R 500D 

SackviIIe-Bagginses C 1.000 2 Dale R 5.000113 0.20 117 Town Center ' C 1.000 
0 0.50 17 Dismay Our Enemies 0 2.000 EU 4-15 43 Lum’SSWOFd R 7-00'3 ‘ D ”-55 72 1099'“ WWW” _ U 2.000 
El 020 2 Disquiet Of Our People c 100'] : D  3.00 11 Make Light Of Burdens R 5.500 1 D 0-90 82 wall? A1183: The Easterllng U 2-40D 
0 0.65 3 Dwamn Bracers 0 200.3 10 0.20 88 Memory of Many Things 0 1.000 _ D 0.90 83 UlaireEnquéa. Rinowraith . 
3 " s in Twilight U 2.400 
D 0.65 4 Endurance of Dwarves U 200:] Cl 0.20 104 Merry, Horticulturalist C 1.00l:l i '3 ' 

0 0.20 21 Erland,Advisorto Brand 0 1.000 U 4-00 105 MithriI-coat R 7.000 ; D 5.00 84 Ulaireiielya, Ringwraith 
0 050 41 Evil Moot 0 2mm 10 0.65 57 Moria Archer Troop 0 2.000 ; in Twilight R 9000 
g 3.00 100 Fearingthewm R 550:. . 0  0.65 68 Must Do Without Hope 0 2.000 3 D 4.00 46 Uruk Captain R 6000 
0 0.20 101 Filibert Bolger, Wily Rascal c 1.000 D 0.20 35 Natural Cover 0 10013 . '3 02° 47 ”'"ks‘m‘" , c LOUD Cl 0.65 56 Fill With Fear U 2.00:] i n  0.55 106 Nice Imitation U 2.000 . Cl 0.50 120 Valley of the Silverlode U 2.000 
g 3.00 57 Finale“, n 5mg 0 0.20 44 No Business of Ours c 1.000 g D 3.00 94 Venn/moms R 5000 
0 4.45 32 Flaming Brand H 7.000 313 3.25 36 NoMercRanoer R 5000 ; '3 0°20 95 “33'“? c "00': 
0 0,55 33 Flee in Terror u goal] 90 0.65 107 Not Feared in Sunlight 11 2.000 3 El 4-95 73 Watcher '" the Water. 
4 .9 Keeper of Westgate R 9.75 0 
0 0.20 5 Flurry of Blows c 1.000 g0 3.00 108 OElbereth!Gi|thonie|! R 5000 . 0 3.00 15 What Are We Waiting For? 11 5.000 
0 0.20 58 Foul Tentacle c 1.000 D 0.20 69 Old Differences C 1000 i 0 4.00 74 Whip of Many Thongs R 6.000 
0 0.65 59 Foul Things u 2.000 .13 0.20 89 W Scout 0 10013 . “ . 
0 0.20 102 Frodo, Reluctant Adventurerc 1.000 .13 0.20 90 OrcTaskmaster C 1.000 1 D 0'65 28 e'demmeflame U 20°C] 
0 0.20 o Fr0r, Gimli’s Kinsman c 1.000 'D 3.50 109 Orc-bane R 6.500 D ”-20 29 sa'dS‘a" C 1.000 0 3.00 122 Gandalf, The Grey Pilgrim x 6.500 ;0 0.20 110 Pippin. Mr. Took 0 1.0013 3 D 0'65 48 W'zi'dsm'm U 2.000 
0 4.75 22 Gandalt’s Staff H 6.000 0 0.65 70 Power and Terror 0 2.000 g '3 3'25 35 W'a'th'wm R 5-50'3 
0 0.20 23 Gandali’s Wisdom c 1.000 :0 0.65 111 Practically Everyone D 0'65 3° Y°“ ca""°”’ass’ U 2.000 
0 3.00 121 Gimli,Dwari ofthe Was Invited U 2.000 

Mountain-race X 6.500 0 3.00 12 Realm otarrowdelf R 5.000 

RARITY  K E Y  C : Common U = Uncommon Ft : Rare X : Fixed 

Get checklists for 130 more CCGs just like this in the '«\s‘ r‘~""‘\“v\n\ . It’s available now in your local game store! ’ - 
scryo ccc Checklist a Price Guide, Second Edltlon! W W  0r order it direct by calling (500) 258-0929! 89 



The Lord of the Rings 0 
Realms of the Elf-lords 
Decipher 0 Released July 2002 
I22 cards plus I22 toil versions 0 IDENTIFIER: First (591' in «I'd code is ’3' 
0 Starter decks contain 63 cards; starter displays contain 12 decks 
0 Booster packs contain 1 1 cards; booster displays contain 36 packs 

Standard versions of the major character cards Boromir, Defender of am mm: 1». l lrr-nd. 
W ‘ c fl l  u it I I lU lu I  in  11 k’ 44 t  \ M  

‘..:‘.‘..‘.‘,‘.‘.2.':'.';i’:t‘.":.*;’-."..‘.‘:::;"“‘ Minas Tirith and Legolas, Son of Thranduil appear in the starter decks; 
”- " their foil versions randomly appear in boosters. 

Set (122 cards) 100.00 You will need IIEGPRIDE # Gard name RarllyFqE HEBPIIICE # Gard name RarltyFoacs 
Foil 891(122 cards) 20000 1 4  0 0.25 117 Gates ofArgonath c 1.000; 0 0.25 98 Orc Swordsman c 1.000 
Starter Display Box 95.00 "inflow Fl 3.00 81 Gates of the Dead City R 7.000 g El 400 99 010 T100081 R 8.0013 
Booster Display Box 83.00 "317,133“ ' 1: 0.90 88 Get on the Road! 0 2.101: § 1: 0.90 100 0rc Veteran u 2.10:1 
Starter Deck 9,75 176°"w tin) 3.0 3.00 19 Gift of the Evenstar R 8.000% g 0.25 101 010 Warrior 0 1.00.0l 

: CI 1.00 2 Gimli’s Pipe 0 2.100 4.00 66 Orthanc Berserker R 8.00 
Bower Pack 3.15 gm 0.90 89 Gleaming in the Snow U 2.100 Cl 3.00 102 Our List of Allies Grows 0 

j 0 1.00 20 Golradir, Councilor 0f 3 Thin R 7.00 
PM“! 1 cm "a" "'"Wm lmladris u 2.10:1 1:1 1.00 24 Phial of Galadriel 11 2.101: 
0 3.00 52 Hell Voice on the Air R 6.000 i 0  5.00 41 GondorBowmen R 8.0003 D 0.90 25 Saelbeth, Elven Councilor U 2.100 
0 0.90 4 ARoyal Welcome 0 2.101: 1: 0.25 90 Hand 0tSaur0n c 1.00:1 Cl 6.00 68 Saruman.Keeperof|sen0ard R 9000 
0 0.25 49 Abandoning Reason for i 0 1.00 53 Hate and Anger U 2.100 Cl 0.25 69 Samman. Servant ofthe Eye 0 1.000 

Madness C 1.000 0 0.25 78 Hide and Seek C 1.000 El 0.25 112 Seek and Hide C 1.000 

E 3:33 3; fifigignflgfleflfij White 0 1.001: :1: 3.00 91 His Cruelty and Malice H 6.000 2 D 0.25 70 Servants to Saroman c 1000 
City ' R 10.00]: 3 0  0.25 33 His First Serious Check C 1.000; D 0.90 45 Some Who Resrsted U 2.100 

[ I  1.05 7 Arwen Elven Rider U 2.100 Cl 3.00 54 Hollowing oflsengard\ R 6.0013 CI 1.00 26 Somethmg Draws Near U 2.100 

1:1 7.50 8 Arwen’ Lady Unddmiel a 10.001: 3 '3 3°15 42 ”°"" “BMW" H 6.000 I D 0'90 5 39"“ “mm" U 21°C] 
0 3.00 39 Same" of the White Tree R 7001: :D °~9° “9 ”°"3"°'E"°"d U 2.101: '3 "0° 46 3""Sha’p U 2.101: 
0 090 9 Beren and Liithien U 2100 t 0 0.25 55 lsengard Axe c 1.001] 0 0.25 6 Storm otArgument C 1.000 
2 ' ' ; 0  0.25 56 lsengard Forger 6 1.00121; 0 3.00 80 Suchattle Thing R 6.000 
0 3.00 29 Betrayal oflsengard R 6.000 §0 0.90 57 lsengard Retainer U 2.100 El 3.00 103 Terrible as the Dawn R 6000 
0 1.00 106 Bill the Pony U 2.100 3 0 0.90 58 lsengard Servant U 2.100 '5 El 0.25 87 The Dark Lord Advances C 1.000 

g 3.33 122 EggntlifrhgffghklgrofMinasR 7.000 i n  0'25 59 lsengard Shaman C 1.000 '1 D 0'25 118 The Great River C 1.000 Trrith ’ X 5.000 §0 0.90 60 lsengard Smith U 2.100 f 0 4.00 67 The Palantir of Orthanc R 8.000 
1:1 1.00 10 Calaglin £11 011.0rien 0 2.101: :1: 0'90 6‘ 'senga'dwa'm' U “0'3? D 0'90 83 The Rm” D'awsmi'" U 2.101: 
0 3.00 50 Can Yorl Protect Me From D 0'25 62 lsengard Worker C 1.000 2 D 5'00 44 The Shards ofNarsil R 8.000 

Yourself? R 7.00:] g0 3.00 121 Legolas, Son ofThranduil X 5.000; Cl 3.00 113 The Shire 00001018010 R 6.0013 
0 0'90 115 Caras Galadhon U 2.100 3 0  6.00 21 Long-knives of Legolas R 8.500;; El 090 73 The Trees Are $11000 U 2.11“] 
0 0.25 11 Cast It Into the Fire! 0 1.000 g0 0.90 79 Malice U 2.1005 0 0.25 84 They‘WIII Never Stop 
0 300 40 Citadel ofMinas Tlrith R 7000 0 0.90 92 Massing in the East U 2.100 : Hunting You C 1.000 
a ' ‘ § 0 0.25 22 Master of Healing c 1.000 3 0 0.25 114 Three Monstrous Trolls C 1.000 

. . : a : 
g 3.3: 5; 323230;? 02%] 12:29 E 1&3 0 0.25 109 Meant to Be Alone C 1.000: El 3.00 85 Too Great and Terrible R 6.000 

0 0.25 30 Deep in Thought C 1.000 g 0  3.00 110 Melilot Brandybuck, Merry ; 0 3.00 104 Tower 01 Barad-dfir R 7.000 
0 0.25 31 Depart Silently C 1.000 g Dancer R 6.00120 0 3.00 71 Tower of Orthanc R 6.000 
1: 3.00 77 Depths “Moria R 7.001: g 1: 0.25 43 Might 0f Nrimenor c 1.001: Cl 0.90 72 Trapped and Alone . U 2.1013 
1: 1.00 12 Dinendal Silent Scout 0 2.101: D 3'00 3 Mi"°s°‘K"m°'D°m R 6.000 f D 1'00 35 T'"?t.M°tSY°l‘°"°‘i 0'“ U 2.101: 
E1 5.50 13 Elrond Herald to Gil-galad F1 9.001: E D 3'00 93 M°'9“'S'ay°' R “0'3 i D 1'00 86 p'a'r‘ll’tsea' ”“9m 
0 0.90 116 Eregion Hills U 2.10:] ED 3.15 34 Narya R 7.0013 In Twmght . U 2.100 
0 0.25 14 Erestor, Chief Adviser to éD 3'15 23 "my“ R 7-00'3 i U 0‘25 36 ”"kmw" Pems C ”’0': 

Elrond c 1000 ; 0  0.90 82 News otMordor U 2.100; Cl 0.25 74 Uruk Raider C 1.000 
4 ' 20 0.25 111 Old Noakes, Purveyor of ; 0 0.90 75 Uruk Ravager U 2.100 
1: 0.25 32 Fireworks 0 1.001: 9 Wisdoms c 1.001: El 3.00 27 Vilya R 8.0012! 
g 33: 1‘55 2:55: 3:3??l6r'e" 2 {333 0 0.25 63 One of You Must no 11113 c 1.001: 1: 0.25 29 Voice of Nimrodel c 1.001: 
El 1.00 107 Frodo's Pipe U 2.100 3 0  0.25 94 Orc Butcher C 1.000 3 CI 0.90 47 Valce ofRauros ' U 2.100 
0 0.25 108 Frying Pan 0 1.000 : 0  4.00 64 Orc Commander R 8.0o 0 0.90 120 Wastes of Emyn Mull U 2.100 
0 5.00 17 Galadriel Lady of the 0 0.25 95 Orc Guard 0 1.000 g 0 0.25 48 We Must Go Wanly C 1.000 

Golden Wood R 9.00:] g 0  4.00 65 Dre Overseer R 8.000% 0 3.00 105 Why Shouldnteeplt? R 6.000 

0 1.00 18 Galdor, Councilor From ' D 0‘90 96 Orc Pillager U 210'] l 
the West U 210': 0 0.90 97 Orc Slayer U 2.100 

R A R I T Y  K E Y  C : Common U : Uncommon R : Rare  X : Fixed 

. ‘ - Get checklists for 130 more CCGs just like this in the ,w" r~~"~*‘\*‘v\n\ , The lists in the book are also divided into nines for easier stor- 
Scrye (:60 Checklist & Price Guide, Second Edition! W age — and also have prices and set reviews! Check it out! 
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The Lord of the Rings 0 
The Two Towers 
Decipher 0 Released November 6, 2002 
365 cards plus 365 toil versions 0 IDENTIFIER: First Gig? in cud code is ’4’ ._ . . 
0 Starter decks contain 63 cards; starter displays contain 12 decks :I'IIIIIEII; 1‘ f 
0 Booster packs contain 1 1 cards; booster displays contain 36 packs " ‘ ' ' " ' 

‘ Standard versions of the major character cards Aragom, Wingfoot 
W W and Théoden, Lord of the Mark appear in the starter decks; their foil 

m versions randomly appear in boosters. 

391(365 cards) 200.00 You will need RnPnlcE 0 Card name RarityFtmE RsalcE # Card name RarityFoalce 
Foil Set (355 cards) 515,00 41 , 0 0.80 217 Desert Lancers U 2.700 0 0.80 233 Fearless U 2.700 
Start 0' I B 98 00 . k 0 3.25 210 Desert Legion a 7.000 i D 1.00 66 Feathered U 2.7013 

9' '§p 3" ox - "'"e'l’°°t°’ 0 4.00 219 Desert Lord H 8.000 3 D 0.25 67 Fereveldir. Son of 
Booster Display Box 88.00 "afifis‘g; °'° ‘ 0 0.80 220 Desert Soldier u 2.70m : Thandronen c 100E! 
Starter Deck 11.00 t22douoleditpi , 0 0.25 221 Desert Spearman C 1.000 g D 0.25 68 Ferevellon, Son Of 

0 0.25 222 Desert Warrior 0 1.000 : Thandronen 0 1.0013 3008t Pack 3-30 . 7 , ; 0 0.25 151 Ferocity c 1.000 
U 3-00 223 D'SCOVered , R 7905' 3 0 0.25 273 Fight for the Villagers 0 1.001] 

BEGPI'IICE # Card "am. Barl‘ym D 1.00 148 Down to the LaSt ChIId U 2.701] ‘3 . 
1 El 3.00 149 Driven Back R 7.000 D 3.00 69 Final Count H 7.000 
0 1.00 136 Advance Uruk Patrol U 2.700 . 0 0,30 9 Dunlending Arsonist 0 2,700 . 0 3.00 274 Firefoot R 7.000 
0 3.50 262 Aldor, Soldier of Edoras R 7.500 0 0,25 10 Dunlending Brigand c 1000 0 1.00 234 Flanking Attack U 2.700 
0 3.00 58 Alliance Reforged R 7.000 0 0.50 11 Dunlending Looter 0 2,700 ' 0 0.25 70 Flashing Steel C 1.000 
0 1.00 282 An Honorable Charge U 2.700 0 0.25 12 Dunlending Madman 0 1,000 0 3.00 120 Forbidden Pool R 7.00 
0 0.25 3 Anger C 1.000 0 1.00 13 Dunlending Pillager 0 2,700 0 3.00 121 Forests of lthillen R 7.00 
0 0.25 109 Aragorn, Heir 01 Elendil C 1.000 : 0 0.25 14 Dunlending Ransacker c 1.000 0 0.80 275 Forth E0rlingas! U 2.700 
0 4.00 364 Aragorn, Wingfoot X 17.500 8 , 0 1.00 276 Fortress Never Fallen U 2.700 
0 0.80 59 Arrow and Blade 0 2.7013 ' U 0-25 15 09080909 Ravager C 10013 , 0 0.80 300 Fortress of mutant: 0 2.70:1 
1:1 1.00 216 Arrow From the South 0 2.70:1 : D 0-25 16 090909109 Robber C 1-00'3 . 1‘ . 2 . 0 0.25 17 Dunlending Savage 0 1.000 4 0  5.50 301 Frodo, Courteous Halfllng R 11.750 
0 1.00 110 Arrows Thick in the Air U 2.700 0 025 15 Dunlending Warrior 0 1,000 . 0 0.25 302 Frodo,Ttred Traveller C 1.000 
0 0.25 137 Attack on Helm’s Deep C 1.000 ‘ 0 300 45 Dwarven Foresight R 7,000 0 3.25 303 Frodo's Cloak R 7.000 
0 3.50 41 Axe of Erebor R 7.500 g 0 0,30 323 East Wall of Rohan 0 2,700 0 1.00 47 From the Armory U 2.700 
D 1.00 138 Band of Uruk Bowman U 2700 ; 0 0.80 324 Eastemnet Downs u 2.70:] D 8.00 89 Gandalf. Greyhame R 15000 
0 0.25 4 Band of Wild Men C 1.000 0 0.30 325 EastemnetGullies 0 2,700 g 0 0.25 90 Gandalt, The White Wizard C 1.000 
CI 3.00 139 Banished R -7.00U - 0 0,25 224 Easterling Axeman C 1.000 Cl 5.00 91 Gandalf’s Staff, WalkingStickR 9.001] 
0 0.80 337 Barrows of Edoras U 2.700 _‘ 9 , _ 0 0.25 235 Gathering t0 the Summons C 1.000 
1:] 1.00 88 Behold the White Rider 0 2.701] U 4-00 225 58319000 Captain R 39013 ‘ 1: 0.30 152 Get Back u 2.70:1 
a 0 0.25 227 Easterllng Infantry C 1.000 1 El 325 304 G610" and Get Away R 7000 
0 3.00 140 Beyond All Hope R 7.000 1 0 0,25 223 Easterling Lieutenant c 1.000 ' 0 5.00 48 Gimli, Lockbearer R 9.500 
0 0.25 141 Beyond Dark Mountains 0 1.000 - 1:1 325 229 Easterling Skirmisher n 7,500 ; 0  0.25 49 Gimli,Unbidden Guest C 1.000 
0 1.00 60 Blades Drawn U 2.700 0 1,00 230 Easterling Trooper 0 2,700 . 0  0.80 338 Golden Hall U 2.700 
0 3.50 111 Boromir, My Brother R 7.500 1 0 300 231 Eastern Emyn Muil a 7,000 0 0.25 122 Gondorian Ranger 0 1.000 
0 0.25 112 Boromir’s Gauntlets C 1.000 0 0.30 331 Easttold 0 2,700 0 1.00 305 Good Work U 2.700 
0 0.25 298 Brace of Coneys C 1.000 0 0,30 232 Elite Archer 0 2,700 . 0  0.80 353 Great Hall U 2.700 
0 0.80 263 Brego U 2.700 - 1° , 0 0.25 153 Crime, 300 of Galrnéd C 1.000 
0 0.25 142 Broad-bladed Sword 0 1.00l:l '3 3.25 150 '5'!te Crossbow" R 7-00'3 0 5.00 154 Grima, Wormtongue R 9.50121 
0 0.80 143 Brought Back Alive 0 2.70m ' U 0-25 265 3683061 0 1000 v ‘6 4 0 1,00 52 Elven Bow 0 2,700 ; 0 3.00 92 Grown Suddenly Tall R 7.000 
0 0.25 5 Burn Every Village C 1.000 7 0 1,00 53 Elven Brooch 0 2.700 ' 0 0.25 277 Guma, Plains Farmer C 1.000 
0 3.00 144 Burning of Westlold R 7.000 g 0 0,25 54 Elven Sword 0 1.000 1 0 0.25 71 Haldir, Emissary 0fthe 
0 0.80 355 Cavern Entrance U 2.700 . 0 0,25 255 Eomer, Sister-son of .i Galadhrim C 1.000 
0 0.80 352 Caves onlarond U 2.700 -: Théoden c 1.000 . 0 1.00 123 Hard Choice U 2.700 
0 0.80 264 Ceorl, Weary Horseman U 2.700 ; 0 4,00 257 Eomer, Third Marshal 0f ; 0 1.00 155 Haunting Her Steps U 2.700 
0 3.00 299 Cliffs of Emyn Muil R 7.000 ? Riddermark a 5,000 ; 0 0.25 93 Have Patience C 1.000 
Cl 0.25 145 ClOUd Of AI’I’OWS C “IOU ; D 1.00 268 Eomer’s Spear U 2.70D _ D 3.00 94 Hearken to Me H 7.001] 
g 3.00 146 Come Down R 7.00% 1 0 4,00 259 Eothain. Scout of the Mark R 8.0013 0 0.25 278 Heavy Chain C 1.000 

? 11 , l I s 1'00 43 6°” Here Lad U 2'70 2 Cl 0.25 270 Eowyn, Lady of Rohan c 1.000 P 3'25 279 He'm' He'm' R MOD 
0 3.00 61 Company of Archers R 7.000 ' 0 5,00 271 Eowyn, Sister-daughter of _ 0 0.80 349 Helm’s Gate U 2.700 
0 3.00 6 Constantly Threatening R 7.000 ; Théoden R 11,000 ‘ 0 3.25 124 Help in Doubt and Need R 7.000 
0 0.25 44 Courtesy otMyHaIl C 1.000 . 0 4.00 272 Eowyn’s Sword R 5,000 ' 0 3.00 125 Henneth AnnOn R 7.000 
0 0.80 147 Covering Fire U 2.700 ‘ 0 0.80 343 Ered Nimrais U 2.700 1‘ Cl 0.25 50 Here Is Good Rock C 1.000 
0 0.25 113 Curse Them C 1.000 - 0 4,00 55 Erethdn, Naith Lieutenant R 5,000 0 1.00 280 Herugrim U 2.700 
0 0.80 114 Damrod, Ranger of Ithilien U 2.700 ‘ 0 3,00 300 Escape 5 7,000 0 5.00 19 Hides R 9.000 
E] 0.25 7 Dark Fury C 1.001] 0 3,00 46 Ever My Heart Rises H 7.000 Cl 4.25 20 Hill Chief R 8.000 
0 1.00 8 Death to the Strawheads U 2.700 0 030 332 Fangom Forest 0 2,700 ’ 0  0.25 21 Hillman Band C 1.000 
P 0.80 347 Deep 01 Helm U 2.700 f 0 500 115 Faramir, Captain of Gondor R 12000 ' El 4.25 22 Hillman Horde R 8.000 

. 12 
0 0.80 348 Deeping Wall U 2.700 ' 0 0,25 117 Faramir, Son of Denethor c 1000 0 4.00 23 Hillman Mob R 8.000 
0 0.25 115 Defend It and Hope C 1.000 0 4,75 115 Faramir's Bow 5 5,000 0 0.80 24 Hillman Rabble U 2.700 
0 0.80 330 Derndingle U 2.700 0 4,00 119 Faramirs Cloak R 5,000 0 0.25 25 Hillman Tribe C 1.000 

RAH/TY KEY C : Common U : Uncommon R R a r e  

: . Get checklists for 130 more 0063 just like this in the {We A v  ‘\"\"‘v \\.\ , It's available now in your local game store! , ' - 
I. Scryo CCG Checklist 8 Price Guide, Second Edltlon! W Dr order it direct by calling (800) 258-0929! - m 
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ReePRlce 11 Card name RarityFolPrI: ReePnlce 3 Card name RarityFoee 1150a a Card name RarltyFolnn 
0 0.25 281 Hlatwine, Village Famihand C 1.000 . 0 0.25 131 Ranger’s Bow C 1.000 . 0 0.25 104 Treebeard, Oldest Living 
0 0.25 306 Hobbit Sword 0 1.000 : 0 1.00 132 Ranger's Sword, Blade of i Thing C 1.000 
0 0.80 354 Hornburg Armory U 2.700 Aragom U 2.700 . 0  4.75 176 Ugll’lk, Servant of Saruman R 8.000 
0 0.80 356 Hornburg Causeway U 2.700 ' 0 1.00 170 Ranks Without Number U 2.700 ,- 30 400 177 U l’k’ 0 0 0.80 350 Hornburg Courtyard o 2.701: ; 0 4.00 243 Rapid Fire R 8.00 : U 0'25 105 9d" shswfii"? E R 8.000 0 0.80 351 Hornburg Parapet u 2.7013 3 0 3.00 32 Ravage the Defeated R 7.00:] . D - U" 9” '3 “"99 3”“ C 1-00 
19 D 300 244 Regiment of Haradl'im R 7.0“] 0.25 178 Unferth, GflmaSBOdyguard C 1.001] 
0 0.25 283 Horse of Rohan C 1.000 ' 21 ; 0 3.00 179 Uruk Assault Band R 7.000 
0 0.80 326 Horse-country U 2.700 . 0 3.00 54 Rest by Blind Night R 7.000 ' 0 0.25 180 Uruk Besieger C 1.000 
0 1.00 236 Howl of Harad U 2.700 0 3.00 171 Rest While You Can R 7.000 0 0.80 335 Uruk Camp U 2.700 
0 3.00 307 Impatient and Angry R 7.000 : 0 3.25 55 Restless Axe R 7.000 0 0.25 181 Uruk Chaser C 1.000 
0 3.00 95 Into Dark Tunnels R 7.000 , 0 0.25 286 Rider of Rohan C 1.000 . 0 0.80 182 Uruk Crossbow Troop U 2.700 
B 0.25 26 Iron Axe C 1.003 . E 0.25 287 Rider’s Mount C 1.00% : 30 0.25 183 Uruk Crossbowman C 1.000 

1.00 126 Ithilien Trap U 2.70 ; 0.25 288 Rider’s Spear C 1.00 ‘ 
0 3.00 237 Ithilien Wilderness R 7.00:] 0 0.80 358 Ring oilsengard u 2.70:1 ; 3 33: 135 Brutgefegd" g :33 
E] 1.00 96 Keep Your Forked Tongue u 2.70:1 0 3.00 172 Rohan Is Mine R 7.000 , 1:1 3°00 186 UmkFa'fla'c H 7.000 2° . 1:1 0.80 334 Rohirrim Village 0 2.700 - r" 0 0W". . 0 0.25 51 Khazad Al-menu C 1.000 as , 0 0.25 187 Uruk Foot Soldier 0 1.000 
Cl 0.25 156 Kill Them New C 1.000 . 0 1.00 99 Roll of Thunder U 2.700 , 0 0.80 188 Uruk Hunter U 2.700 
0 3.00 72 Killing Field R 7.000 ’ Cl 3.00 133 Ruins of Osgiliath R 7.000 , 0 0.25 189 Uruk Plains Runner C 1.000 
0 3.00 284 King’s Mail R 7.000 0 5.00 315 Sam, Frodo’s Gardener R 9.500 0 0.25 190 Uruk Pursuer C 1.000 
0 0.80 357 King’s Room U 2.700 0 0.25 316 Sam, Samwise the Brave C 1.000 . 0 0.25 191 Uruk Rear Guard C 1.000 
E 0.25 308 Knocked 0n the Head C 1.003 E 3.25 317 Sam’s Pack R 7.00% i 3.0 0.25 192 Uruk Regular ’ C 1.000 

3.25 157 Leechcraft R 7.00 - 7.50 173 Saruman. Black Traitor R 13.50 . 0 7.00 73 Legolas, Dauntless Hunter R 12.75:! : 0 7.00 33 Saruman, Rabble-rouser R 13.000 . 3 3:3 :33 3mg”? 8 2,333 
0 0.25 74 Legolas, Elven Comrade C 1.000 ; 0 5.00 174 Saruman’s Statf,Wizard’s 3 0 0'25 195 Um care or ' 
21 DeVice R g'oou ; . rUk Seeker C 1.001] 

0 4.00 75 Lembas R 8.000 ‘ 0 025 56 Search Far and Wide C 1000 - 0 0.25 196 Uruk Spear C 1.000 
Cl 0.80 285 Léod, Westtold Herdsman U 2.700 as ' ' _-0 0.25 197 Uruk Stalker C 1.000 
0 3.50 158 Lieutenant of Orthanc R 7.500 . 0 1.00 34 Secret Folk U 2.700 0 0.25 198 Uruk Stormer C 1.000 
0 1.00 309 Light Shining Faintly U 2.700 ? Cl 1.00 318 Seven We Had U 2.700 . 0 3.50 199 Uruk Trooper R 7.000 
0 0.80 27 Living 011 Rock U 2.700 , 0 0.25 319 Severed His Bonds C 1.000 ; 0 4.00 200 Uruk Vanguard R 8.000 
B 0.25 97 Long I Fell C 1.003 B 4.00 100 Shadowfax R 8.00% gal; 1.00 201 Uruk Veteran U 2.700 

0.25 76 L0rien Guardian C 1.00 3.25 289 Simbelmyné R 7.00 , . 0 1.00 77 L0rien Is Most Welcome u 2.7013 0 3.00 245 Southron Archer R 7.0013 g 3 3'3 :33 Emma! gang 3 $333 0 0.25 78 Lorien Swordsman c 1.001] 0 3.25 246 Southron Assassin R 7.00:1 3 D 0-25 204 um ' a! °' ° - a . 0 3.50 247 Southron Bow R 7.5013 - ' "“8"“! Mam" c ”’03 0 0.80 127 Mablung, Soldier of GondorU 2.700 0 025 248 Southron Bowman C 1000 : 0 1.00 205 Uruk-hal Mob U 2.700 
0 0.80 159 Many Riddles U 2.700 30 ' ' : 0 0.25 206 Uruk-hai Patrol C 1.000 
0 4.50 160 Mauhl'lr, Patrol Leader R 8.500 0 0.80 249 Southron Commander U 2.700 3 0 0.25 207 Uruk-hai Raiding Party 0 1.000 
0 3.00 238 Men otHarad R 7.000 0 0.80 250 Southron Explorer U 2.700 . 0 3.00 293 Valleys of the Mark R 7.000 
0 0.25 239 Men of Rh0n C 1.000 0 3.00 251 Southron Fighter R 7.000 ; 0 0.25 87 Valor C 1.000 
B 0.80 161 Men Will Fall U 2.708 B 0.25 252 Southron Scout C 1.003 2 30 0.80 208 Vengeance U 2.700 

0.25 310 Merry, Learned Guide C 1.00 , 0.80 253 Southron Sentry U 2.70 . . . 0 5.00 311 Many, UnquenchableHobbitR 9.00:1 . 0 0.25 254 Southron Soldier 0 1.00:1 . 3 3% 333 x'fi'fnffm “3' a $833 
1:] 0.80 312 Mind Your Own Affairs 0 2.70121 ; 0 0.25 255 Southron Spear 0 1.0012! n ° 0 9V "9 . - 23 _ . _ _ 0 3.00 256 Southron Troop R 7.000 . 3.00 35 Wake of Destruction R 7.000 
0 0.25 98 Mlthrandlr,Mlthrandlrl C 1.000 , 0 300 257 Southron Veterans R 7000 . 0 0.25 135 War and Valor C 1.000 
0 3.00 52 My Axe ls Notched R 7.000 31 ' ' : 0  0.80 36 War Club U 2.700 
0 0.25 128 New Errand C 1.000 -' 0 0.25 258 Southron Wanderer C 1.000 0 0.25 37 War Cry of Dunland C 1.000 
0 3.00 240 New Fear R 7.000 0 0.80 339 Stables U 2.700 . 0 0.25 322 Warmed UpaBit C 1.000 
0 3.00 162 New Power Rising R 7.000 0 0.25 175 Still They Came C 1.000 , 0  0.25 210 WeArethe Fighting Uruk-haiC 1.000 
g 3.00 79 Night Without End R 7.00% E 1.00 320 Store-room U 2.70% 30 3.25 294 Weapon Store R 7.000 

3.00 163 N0 Dawn for Men R 7.00 1.00 57 Stout and Strong U 2.70 ‘ 
0 1.00 28 N0 Defense U ml: . D 0.80 340 Streets of Edoras u 2.70:! ; 3 33g 3}; Wemnsm'senoard g {-333 
0 3.25 29 No Refuge R 7.000 : 0 1.00 82 Strength oi Arms u 2.70121 . D 0-80 295 wef'Yd s it“ m - 
2‘ ; 0 0.80 101 Stump and Bramble U 2701: 5 ° 93" . m 0 9 0 3.25 30 No Retreat R 7.000 0 300 290 Supplies of the Mark R 7000 : Rlddermark U 2.700 
0 0.25 241 On the March C 1.000 ' 32 ' ' : 0 3.25 106 Well Met Indeed R 7.000 
0 0.80 80 0rdulus, Young Warrior U 2.700 - 0 0.25 83 Supporting Fire 0 1.000 } 0 0.80 296 Well Stored U 2.700 
0 0.80 361 Orthanc Balcony U 2.700 0 0.25 321 Swiftly and Softly C 1.000 g 0 0.80 344 Westemnet Hills U 2.700 
0 4.25 164 Orthanc Champion R 8.000 : 0 0.25 134 Sword of Gondor C 1.000 -: 0 0.80 342 Westemnet Plains U 2.700 
0 0.80 362 Orthanc Library U 2.700 . 0 0.25 291 Sword of Rohan C 1.000 , 0 0.80 329 Western Emyn Mull U 2.700 
B 0.25 165 Orthanc Warrior C 1.008 ; a 3.00 84 Sword-wall R 7.00% ; El 3.25 213 What Did You Discover? R 7.000 

0.80 31 Over the lsen U 2.70 ' 0.25 102 Task Was Not Done C 1.00 ; 
1:! 0.80 363 Palantlr Chamber o 2.700 . 0 0.25 85 Thandronen, Veteran j 3 3-00 2‘4 “"1"? ”33 G.rlmaStowed|t?R “’03 as ' - Protector C 1.000 . 0.25 260 Whirllng Strike 0 1.000 
0 0.25 129 Pathflnder C 1.000 . 0 700 1 The One Ring Answerto : 0 0.80 345 White Mountalns U 2.700 
0 0.80 81 Pengedhel, Naith Warrior U 2.700 ‘ ' All Riddles ' R 11750 ' 0 0.80 346 White Rocks U 2.700 
0 3.00 167 Pillage of Rohan R 7.000 - 0 025 2 The One Ring The Ruling ' 3 0 1.00 38 Wild Man of Dunland U 2.700 
0 4.00 313 Pippin, JustaNuisance R 8.000 : ' Ring ' C 1000 ' 0 3.00 39 Wild Man Raid R 7.000 
0 0.25 314 Pippin, Woolly-footed Raseelc 1.000 j as ‘ , 0 3.00 107 Windows inaStone Wall R 7.000 
0 0.80 327 Plains of Rohan U 2.700 ; 0 3.25 166 The PalantirofOrthanc, a 0 0.80 359 Wizard’s Vale U 2.700 
g 0.80 333 Plains of Rohan Camp U 2.703 , 0 Seventh Seeing-stone R 8.50% 0 1.00 108 Wizardry Indeed U 2.700 

1.00 53 Quick As May Be U 2.70 - 0.80 328 The Rlddermark U 2.70 - 0 3.00 168 Race Across the Mark R 7.0013 . 0  3.00 365 Théoden, Lord of the Mark x 15.0013 , 3  33g 33? WW3" Rtghag d 3 $333 
a . . 0 0.25 292 Theoden, SonofThengel c 1.001] _ - 0' 0' 9 “’0' - 0 1.00 242 Ralders From the East U 2.700 . . 0 4.00 215 Wounded R 8.000 0 300 169 R 0 0.80 86 Themes, Naith Captaln U 2.700 . anged Commander R 7.000 0 080 341 Throne Room U 2700 0 3.00 261 Wrath oiHarad R 7.000 
Cl 0.25 130 Ranger of Ithilien C 1.000 0 4'00 103 Treebeard Earthborn R 8000 0 4.00 40 Wulf,DunIending Chieftain R 8.000 

R A H / T Y  K E Y  C = Common U 2 Uncommon R : R a r e  X : Fixed  

' '_ Get checklists for 130 more CCGs just like this in the ,,~ \r‘ "V‘V‘V \v\..\ . The lists in the book are also divided into nines for easier stor- 
@ Serve (:66 Checklist 81 Price Gulde, Second Edition! W age — and also have prices and set reviews! Check it out! 
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391 (128 037118) 125.00 You will need 

Foil Set (128 cards) 455.00 1 5 
Starter Display Box 105.00 nine-pocket . 
Booster Display Box 90.00 ”9mg?” ' 
Starter Deck 10.00 ("WW “9’ 
Booster Pack 3.30 

Realce # Card name RarityFoIPrllce § 
1 : 

0 3.25 31 Alcarin, Warrior of LamedonR 6.000 g 
0 1.00 79 Armory U 2.350 : 
0 3.00 70 Army of Haradrim R 6.000 3 
0 2.50 126 Army ofHaradrim(alt.) X 4.100 f 
0 1.00 80 Arrow-slits U 2.50 0 f 
0 1.00 10 Balglin, Elven Warrior U 2.500 _ 
0 3.00 5 Baruk Khazad R 6.000 § 
0 2.25 123 BarukKhazad (alt) x 4.10m ‘; 
0 1.00 44 Battering Ram U 2.350 E 
2 Z 

0 3.00 21 Be Back Soon R 6.000 g 
0 1.00 45 Berserk Rager U 2.500 g 
0 4.00 46 Berserk Savage R 6.750 
0 3.65 47 Berserk Slayer R 7.000 p 
0 1.00 15 Birchseed,Tall Statesman U 2.500 j_ 
0 1.00 48 Black Shapes Crawling U 2.500 1 
0 3.00 11 Break the Charge R 6.000 f 
0 2.25 124 Break the Charge (alt) X 4.100 g‘ 
0 1.00 120 Caverns of lsengard U 2.500 § 3 . 
0 0.25 32 Citadel of the Stars C 0.800 i 
0 0.25 33 City Wall 0 1.000 
0 3.00 71 Company of Haradrim R 6.250 s 
0 3.00 95 Dead Marshes R 6.000 § 
0 0.25 6 Defending the Keep C 0.800 E 
0 3.00 72 Desert Stalker R 6.000 a 
0 3.00 49 Devilry otOrthanc R 6.000 
0 3.00 16 Down From the Hills R 6.00 0 f 
0 1.00 1 Dunlending Rampager U 2.350 4 . 
0 1.00 2 Dunlending Renegade U 2.500 § 
0 0.25 81 Ecglat, Courageous Farmer C 0.800 
0 3.00 122 Eowyn, Daughter of EomundX 5.000 ; 
0 1.00 22 Evil-smelling Fens U 2.350 § 
0 3.00 96 Eye 01 Barad-Dflr H 6.000 t 
0 1.00 34 Fall Back U 2.350 g 
0 1.00 23 Follow Sméagol U 2.500 i 
0 0.25 17 Forest Guardian C 1.000 2 
0 3.00 50 Foul Horde H 6.250 9 5 . 
0 2.50 125 Foul Horde (alt) x 5.000 5 
0 1.00 111 Frodo. Master of the 

Precious U 2.50 0 

The Lord of the Rings 0 
Battle of Helm ’5 Deep 
Decipher 0 Released March 12, 2003 
128 cards (1 22 plus 6 alternate-image cards) plus 128 toil versions 
0 IDENIIFIER: First digit in card code is ’5’ 
0 Starter decks contain 60 cards; starter displays contain 12 decks 
0 Booster packs contain 1 1 cards; booster displays contain 36 packs 

Standard versions of the major character cards Legolas, Archer of 
Mirkwood and Eowyn, Daughter of Eomund appear in the starter decks; 
their foil versions randomly appear in boosters. 
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BEBPRICE # Card name Hal-mm RecPlllcE it Card name RarityFoIPlllcs 

3.75 18 Fury of the White Rider R 6.750 g 0 3.00 89 Rohirrim Helm R 6.000 
3.50 82 Gamling, Warrior of Rohan R 6.750 Q 0 2.25 127 Rohirrim Helm (alt) X 4.100 
0.25 97 Gate Soldier C 1.000 3 0 0.25 90 Rohirrim Scout C 1.000 
0.25 98 Gate Trooper C 1.000 0 0.25 91 Rohirrim Shield C 1.000 
0.25 99 Gate Veteran C 1.000 g 0 1.00 115 Sam, Nice Sensible Hobbit U 2.350 . . . . ,1 
3;: 2: gptllflmfkllllagyofigctlgrous R 1000B j 0 5.00 56 Saruman, Master of Foul 

Creature ‘ C 1.000 Folk. R 10,001] 
g 0 1.00 57 Scallng Ladder U 2.350 

6.75 25 Gollum, Stinker R 10.000 I 0 4.00 58 Sharku,Warg-captain R 6.250 
0.25 35 Gondorian Knight C 1.000 ? 0 4.00 59 Sharku’s Warg R 6.250 
5.00 51 Grima, Chief Counselor R 7.000 f 0 1.00 60 Siege Engine U 2.350 
4.00 100 Grishnakh,0rc Captain R 7.250 I 0 1.00 92 Sigewulf, Brave Volunteer U 2.500 
1.00 8 Horn of Helm U 2.150 f 0 0.25 28 Sméagol, Old Noser C 1.000 
1.00 118 Hornburg Wall U 2.500 0 5.50 29 Sméagol,SIinker R 10.000 
0.25 83 Household Guard C 1.000 _’ 0 0.25 74 Southron Marcher C 1.000 
3.00 84 IAm Here R 6.000 1 ‘2 1.00 101 I'd Make You Squeak u 2.351] E '3 “-25 75 S°"""°" “mm" c 1'00” g 0 0.25 76 Southron Traveler C 1.000 
0.25 52 lsengard Flanker C 1.000 ; 0 4.00 116 Sting, Baggins Heirloom R 8.000 
0.25 53 lsengard Rider C 0.800 0 3.00 39 Stone Tower R 6.000 
1.00 54 lsengard Scimitar U 2.500 ; 0 1.00 77 Strength in Numbers U 2.350 
1.00 55 lsengard Scout Troop U 2.350 f 0 0.25 40 Take Cover C 1.000 
0.25 36 Knight of Condor C 1.000 3 0 1.00 13 Taumil,Sharp—eyed BowmanU 2.350 
3.00 3 Leaping Blaze R 6.000 f 0 1.00 110 Teeth of Murder U 2.150 
4.50 121 Legolas,ArcherofMirkwood X 14.000 f 0 0.25 14 That Is No Orc Horn C 1.000 

r : 13 

33? :3: $333332 3 i333 ; 0 0.25 93 Théoden, King of the Golden 
Hall C 1.000 

4.00 19 Lindenroot, Elder ShepherdR 7.250 0 3.00 41 These Are My People R 6.000 
1.00 26 Look at Him U 2.150 0 3.00 94 Thundering Host R 6.000 
0.25 37 Men of Nl’lmenor C 1.000 g 0 2.25 128 Thundering Host (alt) X 4.100 
3.00 102 Morannon R 6.000 f 0 1.00 42 Turgon, Man ofBelfalas U 2.500 
1.00 9 More to My Liking U 2.350 f 0 1.00 20 Turn of the Tide U 2.500 
0.25 73 Ml‘lmak C 1.000 i 0 0.25 61 Uruk Engineer 0 1.000 
1.00 119 Nan Curunir U 2.500 ? 0 0.25 62 Uruk Sapper C 1.000 
3.10 112 No Help for It R 6.250 § 0 1.00 63 Uruk-haiBerserker U 2.500 

‘ 14 3.00 86 No Best for the Weary R 6.000 : 0 3.35 78 War Mflmak H 6.500 

3.00 113 No Use That Way R 6.000 f 0 0.25 43 War Must Be 0 1.000 
3.00 103 Orc Captain H 6.000 g 0 0.25 65 Warg C 1.000 
1.00 104 Orc Cutthroat U 2.500 g 0 0.25 66 Warg-master C 0.800 
1.00 105 Orc Fighter U 2.150 . 0 0.25 67 Warp-rider C 1.000 
0.25 106 Orc Infantry C 0.800 F 0 1.00 64 War-warg U 2.350 
1.00 107 Orc Patrol U 2.350 ; 0 0.25 30 We Must Have It 0 1.000 
0.25 108 Orc Pursuer C 1.000 f 0 3.00 4 Wild Men of the Hills R 6.000 
0.25 109 Drc Runner 0 1.000 g 0 0.25 68 Wolf-voices C 1.000 

; 15 

1'00 87 PM“ U 235'] 0 3.00 69 Wolves of lsengard R 6.000 
0.25 27 PoorWretch' C 1.000 0 0.25 117 You Must Help Us C 1.000 
1.00 38 Rally Point U 2.500 
1.00 114 Rare Good Ballast U 2.150 
0.25 88 Rohirrim Bow C 1.000 

RAH/TY KEY 

Get checklists for 130 more CCGs just like this in the 
Scrye CCG Checklist & Price Guide, Second Edition! 

C : Common U : Uncommon 

~ . \ \ r \ \ r \ \ c \  e \  .w SCRYE‘ "‘\ '. 
0 

R : Rare  X : Fixed 

It’s available now in your local game store! 
0r order it direct by calling (800) 258-0929! 



--:_M___fl_  ; The Lord of the Rings ' 
En is of Fan orn 
Decipher 0 Released Ju u y  2, 2003 
128 cards (122 plus 6 altemate-image cards) plus 128 toil versions 
. IDENTIFIER: First digit in card code is ’6’ 
0 Starter decks contain 60 cards; starter displays contain 12 decks 
0 Booster packs contain 1 1 cards; booster displays contain 36 packs J. 

:lxurlmm tIILulnir mitlpcr 
I'“ 

.32.: 65,2?“ Mgr-1% Standard versions of the major character cards Faramir, Ithilien 
”MW" “'9“ Ranger and The Witch-King, Deathless Lord appear in the starter decks; - . . - ‘ ' . their foil versions randomly appear in boosters. 

ReePIuce # Cant name Barium BIPHICE # Card name ”Wm 
Set (128 cards) 175.00 You will n m 2 1:] 1.00 83 Fell Beast 0 3.00121 . 121 0.20 33 Quickbeam, Bregalad 0 1.00121 
Foi| Set (123 cards) 37530 15 0 3.00 62 Fires and Foul Fumes R 5.750 . 0 3.00 7 Ready to Fall. R 5.75% 
Starter Display Box 97 00 _ k t  0 1.00 16 Forearmed U 3.000 , 0 3.75 55 Ring of Barah1r . R 7.50 

. g'geg‘s’tgm _ 0 0.20 17 Forewarned c 1.00121 : 0 1.00 115 Rocks of Emyn mu 0 3.00121 
3003"" 9'30““! Box 92- “0 "1.335.“ j 121 5.50 13 Galadriel, Keeper of Nenya R 9.5013 : 121 0.20 72 Rohirrim Traitor 0 1.00121 
Starter Deck 10.50 (ammo) _ 121 7.00 30 Gandalt, Mithrandir R 12.5021 3 121 0.20 34 Roused 0 1.0021 
Booster Pack 3.30 v g 0.20 52 GarnsonofOsgIlIath 0 1.00121 1 D 3.00 44 Safepams R 5.75121 

. 3.00 101 Gate PIcket R 5.750 . 0 100 120 S , 0 
REGPRICE # Card name 11110iq i ° . ' ”Wt" Laboratory U 3'00 
1 ‘ 0 0.20 102 Gate Sentry C 1.000 . 0 1.00 73 Scaffolding U 3.000 
D 3-50 57 Agents ofOrthanc R 7-00U , 0 4.00 103 Gate Troll R 8.000 . 0 3.50 74 Sharku. Vile Marauder R 6.750 
D 0.20 12 Agility 0 1.000 ; 121 1.00 19 Gift of Foresight U 3.0012] 2 0 4.25 35 Skinbark, Fladrit R soon 
0 0.20 48 Anbom, Skilled Huntsman C 1.000 0 4.65 31 Glamdring, Lightning Brand R 8.500 5 0 0.20 45 Sméagol, Poor Creature C 1.000 
0 3.25 49 Ancient Roads R 6.000 _ 0 1.00 63 Gnawing, Biting, Hacking, 3 0 3.75 80 Southron Archer Legion R 7.000 
El 700 50 Araoom. Defender of Free _ Burning ’ U 3.00121 ; D 0.20 81 Southron Invaders c 1.00121 

Peoples R 13000 f 121 0.20 40 Gollum,Old Villain 0 1.00121 r 121 1.00 84 Spied From Above u 3.00121 
D 1'00 13 "we“ evensmmmer 2 D 3'75 94 ”ama'Dmmmmfi 7.50121 f 121 0.20 10 Suspended Palaces c 1.00121 Pearle U 3.000 . 121 3.00 109 Held 11 5.75121 3 121 121 0 1.00 58 Assault Ladder U 3.000 . 0 3.00 6 Hill Clan R 5.750 : 4.65 85 Sword ofDolGuIdur R 8.00 
121 1.00 14 Banner of Elbereth u 3.00:1 : 7 D “-00 76 ”933"°9'T°"°'°‘ 
0 0.20 59 Banner of Isengard C 1.000 , 0 1.00 118 Hornburg Hall U 3.000 1 ~ Flame and Shadow R 11.000 
2 ; 0 1.00 32 Host of Fangom U 3.000 g 0 2.90 122 The Witch-klng, Deathless 
Cl 0.20 98 Banner of the Eye 0 1.0013 - 0 0.20 95 Hrethel, RiderotRohan c 1.001] ; Lord x 7.00121 
0 1.00 90 Banner of the Mark U 3.000 i 0 1.00 64 Iron Fist of the Orc U 3.000 f 0 3.00 46 They Stole It R 5.750 
D 1.00 51 Banner of Westemesse U 300E! 121 0.20 65 lsengard Artisan c 1.00:1 i 121 1.00 36 Threw Down MyEnemy 0 3.00121 
0 3.00 60 Berserk Butcher R 6.500 , 0 1.00 66 Isengard Builder U 3.000 E 0 1.00 8 Too Long Have These 
U 1-00 91 BIOOCl Has Been Spilled U 3000 - 0 0.20 67 Isengard Journeyman C 1.000 i Peasants Stood U 3.000 
0 1.00 24 Boomed and Trumpeted U 3.000 0 3.00 68 Isengard Mechanics R 5.750 , 0 3.25 11 Toss Me R 5.750 
D 0-20 1 Bound By R800 0 1.000 0 0.20 69 Isengard Plodder C 1.000 El 3.00 82 Trample R 6.000 

. a I 

g 333 g: gcr’arglfinltfll‘itjbble 3 gggg 5 0 1.00 70 Isengard Tender U 3.000 ‘ 0 0.20 37 Treebeard, Guardian of the 
a ' ' . 121 0.20 71 IsengardTInker 0 1.00121 Forest 0 1.00121 
0 0.20 100 Dead Ones C 1.000 . 0 1.00 110 It Burns Us U 3.000 ; 0 3.75 106 Troll of U000 R 6.500 
0 1.00 61 Desertion U 3.000 ; 0 0.20 111 Kept Safe 0 1.000 ‘ 0 1.00 107 Troll’s Chain U 3.000 
D 0.20 38 Don’t Follow the Lights C 1.0013 1 121 1.00 9 Lend Us Your Aid u 3.00121 ; 121 0.20 55 Trust 0 1.00121 
CI 3.00 39 Don't Look at Them R 5750 . 0 0.20 112 Long Slow Wrath c 1.001: ; 121 1.00 75 Twisted Tales 0 3.00121 
U 0-20 2 Dunlendino Elder C 1.000 . 0 3.00 41 Master Broke His Promise R 5.750 g 0 1.00 86 Ulaire Lemenya,aged 
0 0.20 3 Dunlending Footmen C 1.000 . 1:] 1,00 117 Meduseld U 3.000 1 Hunter U 3.000 
g 0.20 4 Dunlending Headman C 1.000 - E] 4.15 113 Merry, Impatient Hobbit R 8.000 3 0 1.00 87 Ulairé Nertéa, Winged 

0.20 5 Dunlending Reserve C 1.000 9 ‘_ Hunter U 3.000 
121 3.00 77 Durin’s Tower 11 5.75121 ' '3 02° 53 ”WM” 0 ”’0': g 121 4.00 88 Diane Toldea, Winged 
4 . 0 1.00 20 MustBeaDream U 3.000 5 Sentry R 8000 

0 1.00 79 Easterling Polearm 0 3.000 D 1.00 22 Naith Troop U 3000 E 14 ' ' 
0 5.00 15 Elrond, Keeper of Vilya R 9.500 3 [1 3,00 23 Naith Warband R 7,000 ; 0 0.20 97 We Left None Alive C 1.000 
0 3.00 26 Enraged R 5.750 Q 0 0.20 42 Nasty, Foul Hobbitses C 1.000 . 0 1.00 116 Westtold U 3.000 
U 020 27 EntAvenger ‘ C 1.000 ; 0 3.00 96 News From the Mark R 5.750 g 0 3.00 89 Winged and Ominous R 5.750 
U 4-00 28 Ent Horde R 750D : 0 0.20 43 Not Listening C 1.000 5 0 0.20 108 Wisp of Pale Sheen C 1.000 
0 0.20 29 Ent Moot C 1.000 ' 0 1.00 104 Orc Insurgent U 3.000 i 0 0.20 47 You’reaLiarandaThief C 1.000 
0 4.75 92 Eomer, Rohirrim Captain R 9.000 ; ‘° . § 
121 1.00 93 Ever the Hope of Men 0 3.00121 '3 ”’0 ‘05 ”’9' U 3005' 3 
s 0 1.00 54 Penlous Ventures U 3.000 
0 2.40 121 Faramir, Ithilien Ranger X 6.500 [:1 4,00 114 Pippin, Hastiest of All R 8.000 

RARITY KEY C i Common U : Uncommon R Rare. X 7. Fixed 

. ' - Get checklists for 130 more CCGs just like this in the VW" r‘\"""\"v\\r-\\ , The lists in the book are also divided into nines for easier stor- . Scrye (:00 Checklist 8 Price Guide, Second Edition! W age — and also have prices and set reviews! Check it out! 
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0 You will need The Lord of the Rings 0 41 a 
. nine-pocket g; 

Return of the King paggfiggggore a; 
Decipher 0 Released November 5, 2003 (22 “WWW 
365 cards plus 365 toil versions 0 IDENTIFIER: First (591’ in card code is ’7’ 
0 Starter decks contain 63 cards; starter displays contain 12 decks 
0 Booster packs contain 1 1 cards; booster displays contain 36 packs 

Standard versions of the major character cards Aragom, Driven by 7. Emittiififfla,W,M M4. 
Need and Eomer, Valiant Warchief appear in the starter decks; their foil 31‘3“” “‘"’"‘“""‘"“ , 
versions randomly appear in boosters. 

Ree. # Card name Barlty Foil. Ree. # Card name Rarity Foil. Rea. # Card name Rarity Foil. 
; 13 

3 E] 273 Gorgoroth Garrison 
; D 274 Gorgoroth Officer 
3 El 275 Gorgoroth Pillager 

El 276 Gorgoroth Ransacker 
; El 277 Gorgoroth Sapper 
; El 278 Gorgoroth Soldier 
Q U 279 Gorgoroth Troop 

III 149 Great Beasts 
3 El 99 Great Gate 

1 

U 262 Above the Battlement 
El 31 All Save One 
I ]  15 Ancient Blade 
El 341 Anduin Banks 
El 79 Andl'lril, Flame of the West 
El 80 Anduril, King’s Blade 
El 263 Anguish 
El 81 Aragorn, Captain of Gondor 
D 364 Aragorn, Driven by Need 

- 7 

E El 140 Easterling Assailant 
El 141 Easterling Attacker 

; El 142 Easterling Blademaster 
; El 143 Easterling Footman 
i D 144 Easterling Ransacker 

I ]  145 Easterling Regiment 
g El 146 Easterling Sergeant 
3 El 147 Easterling Veteran 
i t ]  34 Echoes of Valinor 
1 8 

El 330 Edoras Hall 
; El 224 Elfhelm, Marshal of Rohan 
: El 225 Elite Rider 
3!] 21 Brand, Elven Lord 
: E] 268 Encirclement 

El 226 Enraged Horseman 
g El 227 Eomer, Skilled Tactician 
; El 365 Eomer, Valiant Warchief 
2 El 228 Eowyn, Dernhelm 

; 14 

El 280 Great Peril of Fire 
3 El 281 Great Siege-towers 
: D 100 Greatest Stronghold 

El 233 Grimbold, Marshal of Rohan 
2 El 101 Guarded 
E El 234 Guarded Fastness 
E El 235 Guthlaf, Herald 
3 El 339 Hall of the Kings 
3 D 150 Harsh Tongues 
i 15 

El 102 Hasty Repairs 
; El 361 Haunted Pass 

El 264 Army of mm 
El 16 Arwen, Fair Elf Maiden 
El 17 Asfaloth, Elven Steed 
I ]  3 Battle Tested 
El 338 Beacon of Minas Tlrith 
III 265 Besieging Pike 
El 129 Bold Men and Grim 
El 18 Bow of the Galadhrim, 

Gift of Galadriel 
El 266 Breached 

El 4 Calculated Risk 
El 229 Eowyn, Restless Maiden 

; El 230 Eowyn’s Sword, Demhelm’s Blade 
CI 174 Called é El 90 Faramir, Stout Captain ; - 
El 53 Captured by the Ring 3 El 91 Faramir, Wizard’s Pupil '; B 13g 32:33:22: 
El 19 Careful Study ; El 57 Fat One Wants lt .- El 60 Heavy Burden 
D 82 Cirion D 177 FGGI l‘IlS Blade D 181 I‘IBId Ground 
El 33 Citadel to Gate g El 231 Fey He Seemed ; El 236 Herugrim Sword of the Mark 
El 344 City Gates g El 148 Fierce in Despair E El 104 Hidden Knowledge 

El 54 Clever Hobbits 3 El d £16 
4 . ; 269 Fires Raged Unchecke e . 
El 175 Corrupt ' D 92 First Level 5 a 3;? :gggllsiggrg Dead 
El 356 Cross Roads El 35 Fool’s Hope I ]  22 H C mes 
D 84 Dagger Strike E] 93 Footman’s Armor 1: E] 282 Hop: foUd0 
El 360 Dagorlad ; El 178 Foul Clutches ; D 151 H0333." Unf in 
CI 130 Dark Tidings a El 317 Frodo, Hope of Free Peoples § El 105 IlllllIlSG ' n 0"” 
El 5 Dark Ways 2 El 318 Frodo, Wicked Masster! ; D ' 0 
El 55 Days Growing Dark 2 El 36 Gandalf. Defender of the West 3 106 "'9‘”? 
El 223 Death They Cried El 37 Gandalf, Manager of Wizards i D 4‘ lntlmldate 
El 20 Defiance : u i El 23 Into the West 
5 5 38 Gandalf’s Staff, Focus of Power g ‘7 
El 85 Denethor, Steward of the City . 179 Ghastly Host f D 107 lorlas , 
El 86 Denethor, Wizened Steward 6 Gimli, Faithful Companion ; U 331 'fiengerd Rumed 
El 222 Déor 7 Gimli, Feared Axeman 3 D 62 ".5 We , El 87 Derufin 3 Gimli’s Armor El 42 King’sAdVIsor 
El 88 Dervorin 9 Gimli’s Battle Axe, f U 335 KINGSTBM 

'5 El 108 Knight’s Sword 
El 238 Knights of His House 

§ E] 24 Leaving Forever 
é El 283 Legions of Morgul 
; 18 

El 25 Legolas. Fearless Marksman 
i t ]  26 Legolas, Nimble Warrior 
2 D 239 Léowyn 
EEI 63 Let Her Deal With Them 
g1] 43 Light the Beacons 
; El 182 Loathsome 
? E] 109 Long Prepared 

El 240 Long Spear 
El 10 Loyalty Unshaken 

El 131 Desert Fighter 
El 132 Desert Nomad 
El 133 Desert Runner 
El 134 Desert Scout 

El 
E] 
El 
El 
III 
III 

Trusted Weapon 
:EI 39 Glamdring, Elven Blade 
2E] 58 Gollum, Plotting Deceiver 

El 59 Gollum, Vile Creature 
12 

E] 
El 
El 
Cl 
E] 

El 135 Desert Sneak 
El 137 Desert Spearman 
E] 136 Desert Vigilante 
El 138 Desert Villain 
El 267 Din of Arms 
El 176 Disposable Servants 
El 329 Dunharrow Plateau 
El 89 Duty of Two 
I ]  139 Easterling Aggressor 

94 Gondor Bow 
95 Gondor Still Stands 
96 Gondorian Captain 
97 Gondorian Merchant 

.- 98 Gondorian Sword 
El 180 Gorbag, Lieutenant of Cirith Ungol 

= E] 270 Gorgoroth Attacker 
E] 271 Gorgoroth Axeman 
El 272 Gorgoroth Engineer 
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3 Ree. # Card name Rarity FOIL Ree. # Card name Rarity Felt Ree. # Card name 
19 E : ' El 110 Madril, Faramir’s Aide u El E 304 0” Rag" c D i B 23 2352;? film?" 3 B 
D 1 1 1  Man the walls C D D 305 orc Savage U D 35 
U 320 M97737. R0hlmm $QU|TG C D E El 306 Orc Seeker R El § El 334 Steps of Edoras U El El 321 Merry: Swordthaln R El El 307 Orc Stalker u [j g El 251 Stern People R El I3 241 Merry} Armor R '3 ; [J 353 Osgiliath Crossing U E! El 29 Still Needed 0 D U 242 Merryesworq , R '3 3 El 342 Osgiliath Fallen u El gEl 121 Stout Resistance C El [3 346 Minas Tirith Fifth Circle U E] 3 El 11 Out of Darkness 0 El ‘ El 122 Strong and Old R El 
El 347 MsnasTIrlth Flrstcqle U U §D 204 out of Sight and Shot R El §El 252 Strong Arms 0 El 
U 343 Minas “m" FOUR" Circle U U D 46 Peace of Mind C III 5 El 314 Stronghold of Cirith Ungol R g 
20 : : ' El 349 MinasTlrith Second Circle 0 El g? 345 Pe'°""°'F'at U D in  $33 SL’:333°3?&L“3"‘.§9M°’°“' 3 El 
El 350 Minas Tirith Seventh Circle U E] i El 354 pelennor Grassland u [j 3 as 
D 351 MlnasTlrlthSIXthclm'e U D it] 343 Pelennor Plain U El :El 169 Surging Up R E] 
D 352 “Was T'r'th Thlrd CW9 U D El 323 Pippin, Sworn to Service C El E El 170 Suzerain of Harad R El 
Cl 133 Mind and 30W R D g E] 324 Pippin, WearerofBlackand SilverR El El 75 Sweeter Meats C El El 27 MIrkwood Bowman R El ;E1 113 Pippin’s Armor R El 3E1 253 Swift Steed C E] 
El 44 Moment of Respite R El ; El 114 pippin’s Sword R El 3C] 124 Targon C D 
U 284 MordorAssassm R '3 E El 67 Plotting R El a El 50 Terrible and Evil R El 
D 235 M07907 Defender C D E] 12 Preparations R E] B 32 The Board Is Set R B 
21 1 ' 1 ' 
El 286 Mordor Fighter R E] 3 E 325 Pressrng 0n R D [l 53 $2: gfigdnflg, R 
U 287 MordorGuard C '3 2 El 205 Put Forth His Strength R U 5 Such Weight to Carry R D [II 288 Mordor Regular C El 5‘ El 155 Raider Bow c [I g 3, 
El 289 Mordor Savage U D El 156 Raider Halberd C El El 1 The One Ring. The Ruling Ring C E] 
El 290 MorderSoldler C U gEl 308 Rally the Host R El gEl 221 The Witch-king, Morgul King R El 
U 291 Mordor T700987 C D ; Cl 115 Ranger 0f Minas Tirith C El T E] 207 Their Power Is in Terror U El 
El 292 MordorVeteran U '3 3 El 116 Ranger 01‘ Osgiliath c El ,El 254 Théoden, Leader of Spears 0 El 
El 293 MOFUOTWBW'OT U D El 117 Reckless Counter C El El 255 Théoden, Rekindled King R D 
D 184 More Unbearable C '3 : El 13 Reckless Pride U El 5 El 208 There CameaCry C El 
22 = CI 157 Red Wrath U E] g El 256 They Sang as They Slew C E] 
III 185 Morgul Answers U D 5 30 g El 125 Third Level U El 
D 186 MOTQUI Axe C D ' El 245 Riding Armor U El E El 171 Thrice Outnumbered U Cl 
C] 187 Morgul Brawler U E] : I] 336 Rohirrim Camp u El a 
U 188 M079U| Brute R U _ El 246 Rohirrim Guard C III El 209 Too Late C El El 189 MoroIJICur C '3 ,El 247 Rohirrim Herdsman c E] it] 340 Tower of Ecthelion u El El 190 Morgul Destroyer U '3 El 248 Rohirrim Javelin c El i D 315 Tower Walkway C '3 El 191 Morgul Detachment R D , El 332 Rohirrim Road u El i t ]  172 Troop of Haradrim 0 El 
U 192 M07911l HOUUU C D . I] 309 Rope and Winch U D El 316 Troop Tower R U 
El 193 Morgul Lackey C D g E] 158 Rout R [I g El 210 Ulairé Attéa. Wraith 0n Wings R I] 
3 El 355 Ruined Capitol U El é El 211 Ulairé Cantéa, Faster Than Winds R E] 
U 194 MORJUl Mongrel C U z 3, El 212 Ulairé Enquéa, Faster Than Vlfinds U El 
El 195 Morgul on the March U D ; El 326 Sam, NeederofVittles 0 El é El 213 UlaireLemenya,Assailing Minion R El 
D 195 MOTUU' Predator C D ; El 327 Sam, Resolute Halfling R El 33 , 
El 197 Morgul Regiment R D 5 El 310 Sauron’s Hatred u EI g El 214 Ulairé Lemenya, Wraith on Vlfings u El 
El 198 Morgul Ruffian C '3 E El 68 Scouting R El 3 El 215 Ulairé Nelya, Assailing Minion R EI 
'3 199 M07911| SOIUIGT C D E] 118 Second Level C El 2 E] 216 Ulairé Nelya,Black—Mantied Wraith U El El 200 Morgul Spawn C '3 ; El 69 Secret Paths R El El 217 Ulairé Nertéa, BIack-Mantled WraithU El El 201 Morgul Spearman C D g El 249 Seeking New Foes R El g E] 213 ulaireOtséa Black-Mantled Wraith 0 El El 357 Morgul Vale U . El 3 B 70 Serving the Precious R B B 219 Ulairé Toldéa, Wraith 0n Wings 2 B 
2‘ ; 119 Seventh Level R i 30 Uncertain Paths El 202 MorCUIWhelp U U E 32 EU 51 ' Undaunted c El 
D 353 MOFQU'UU'" U D El 28 Shadow Between R El EEI 126 Unexpected Visitor U El 
D 243 Morning Came C D 3 El 47 Sharpen Your Swords U El ; 40 
D 152 MgmakCommander R D E El 311 Siege Commander R El 3 El 76 Very Nice Friends C D 
U 153 Mumakil 0’ the Harad C D ,5 D 312 Siegecraft C D E El 257 Veteran Horseman C D El 244 Musterlng for Battle U El El 353 Slag Mounds U El E El 127 Vorondil R El El 362 Narchost U U ; El 14 Slaked Thirsts u El iEl 220 War Long Planned 0 El 
Cl 64 Nasty . . U D 3!]  333 Sleeping Quarters U El 513 173 War Towers C El 
D 203 Nal290' SCImltar U '3 ; El 323 Slow-kindled Courage U U 513 77 We Hates Them U U 2‘ El 159 Small Hope R El E El 337 West Road U E! El 65 Never C D 3 x, - §El 78 Where Shall We 60 U El 
U 154 New Strength Came New C U 3 [j 71 sméagoL Always Helps R E] g E] 128 While We Yet Live U U 
U 55 "0 SUE ”3993 R '3 E El 72 Sméagol. Hurried Guide c I: g 41 El 322 Noble Intentions C El g g  73 Sneaking! R El 5!] 258 White Hot Fury U E] El 112 Noble Leader? R '3 §El 250 Snowmane R El :El 259 Wind in His Face c El El 359 Northern ’lthIIICl‘l U El ; El 74 So Polite R El gQEI 260 Windfola R U D 45 Numenors Pride U D i [I 313 Some Secret Art of Flame C El g El 261 With Strength to Fight R [II 
D 294 0'0 Archer Troop U D E El 160 Southron Bandit U El 5 E] 52 Wizard Staff C El 
U 295 OTC ASSN" Band U D El 161 Southron Brigand C D S 26 ; , 3 . . D 296 Ocmod c D E? 162 Southroncaptaln U D Look tor prices for this newest 
El 297 Orc Butcher C U 1 El 163 Southron Chieftain R El . Lord of the Rings CCG set in 
D 293 Orc Chaser C D ID 164 Southron Conqueror R El :i - - - . 
D 300 07° Fanatic C D ' El 166 Southron Leader R I] E - D 301 0,6 Marauder u ,3 3 available every month at the store I] 302 Orc Officer U E] El 167 Southron Marksmen R E a 

168 Southron Thief U , ' ' l D 303 OrcPursuer c D U120 Standto Arms 0 D p where you bought this magazme. 
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The lists in the book are also divided into nines for easier stor- 
age — and also have prices and set reviews! Check it out! 

. ‘ ' Get checklists for 130 more CCGs just like this in the 
" Scrye CCG Checklist & Price Guide, Second Edition! 

' “ \"  ,s‘c \ . \ e \ \4~ \ , \ , \ .  \ . 

SCIUE ' O 



The Lord of the Rings 0 
Tradeable Miniatures Game 
Sabertooth Games 0 Released October 25, 2003 
125 figures 0 IDENIIFIER: ’BS’ next to colleclor’s number 
0 Starter packs contain 8 figures, dice, and map 0 Booster packs contain 4 figures 

Fixed heros are marked as promos, but are only available in starter 
packs. 

# Figure name Color Prs. SIDE TYPE Ruim ii Floure name 00"" Prs. 3'05 TYPE “Ml" 
El P8016 Aragorn White 290 Good Here X : D 88116 Merry Red 205 Good Hero R 
D 88097 Aragorn Orange 295 Good Hero U 2 E] 88004 Moria Goblin Archer Orange 25 Evil Minion C 
D B8098 Aragorn Red 400 Good Hero UR ; E] 88005 Moria Goblin Archer Red 40 Evil Minion U 
D 35099 Arwen Orange 200 300d Hero R 1 CI 88006 Moria Goblin Archer Purple 50 Evil Minion R 
D 88100 Arwen Red 470 Good Hero R ; [II 88043 Moria Goblin Champion Orange 150 Evil Hero R 
D 33101 Boromir Orange 270 300d Hero R 1 E] 88044 Moria Goblin Champion Red 395 Evil Hero UR 
CI 88102 Boromir Red 380 Good Hero R 4] 88010 Moria Goblin Warrior Orange 20 Evil Minion C 
D 33022 Cirith UHOOI Uruk-hai Orange 40 EVil Minion C I] 88011 Moria Goblin Warrior Red 30 Evil Minion U 
D 35023 Cirith UngolUruk-hai Red 60 EVil Minion R ‘ CI 88012 Moria Goblin Warrior Purple 55 Evil Minion R 
[II 88024 Cirith Ungol Uruk—hai Purple 80 Evil Minion R E] 88045 Nazgul Orange 85 Evil Hero U 
D 88001 Easterling Spearman Orange 30 Evil Minion C ‘— El P8006 Nazgul White 200 Evil Here X 
E] 88002 Easterling Spearman Red 45 Evil Minion U ; CI 88046 Nazgul Red 205 Evil Hero R 
D 88003 Easterling Spearman Purple 55 Evil Minion R 1 [I 33047 Nazgul Purple 305 Evil Hero R 
D 33103 Elrond 078000 275 60011 Hero R '- EI 88013 Ore Archer Orange 35 Evil Minion C 
CI 88104 Elrond Red 495 Good Hero UR I] 88014 Orc Archer Red 50 Evil Minion U 
D 35105 EOWY" Orange 175 Good Hero R ; E] 88015 Orc Archer Purple 65 Evil Minion R 
U BS106 Eowyn Red 330 Good Hero R El 88048 Orc Overseer Orange 190 Evil Hero U 
CI 88107 Frodo Orange 0 Good Hero U ‘E l  88049 Orc Overseer Red 310 Evil Hero R 
D P8018 Frodo White 15 Good Hero X CI 88016 Orc Spearman Orange 35 Evil Minion XC 
D 88108 Frodo Red 120 Good Hero UR ' CI 88017 Orc Spearman Red 50 Evil Minion U 
El PR021 Frodo wearing The One Ring White 0 Good Hero X . E] 88018 Orc Spearman Purple 60 Evil Minion R 
CI 88109 Gandalt the Grey Orange 265 Good Hero R _ E] 88019 Orc Warrior Orange 30 Evil Minion C 
CI 88110 Gandali the Grey Red 680 Good Hero UR E] 88020 Orc Warrior Red 40 Evil Minion U 
D 33111 Gimli Orange 245 Good Hero R . 0  88021 Orc Warrior Purple 60 Evil Minion R 
[I 88112 Gimli Red 480 Good Hero UR ' D  88117 Pippin Orange 110 Good Hero U 
El 88061 Gondorian Archer Orange 35 Good Minion C a [3 88118 Pippin Red 245 Good Hero R 
D 88062 Gondorian Archer Red 50 Good Minion U I] 33050 Ringwraith Orange 95 Evil Hero R 
El 88063 Gondorian Archer Purple 70 Good Minion R - [I 33051 Ringwraith Red 140 Evil Hero R 
D 88067 Gondorian Ranger Orange 40 Good Minion C [I] 88052 Ringwraith Purple 265 Evil Hero UR 
'3 33063 Gondorian Ranger Red 50 300d Minion U CI 88073 Rohirrim Archer Orange 35 Good Minion C 
E] 88069 Gondorian Ranger Purple 60 Good Minion R [I 88074 Rohirrim Archer Red 50 Good Minion U 
D 88070 Gondorian Warrior Orange 25 Good Minion C i t ]  33075 Rohirrim Archer Purple 60 Good Minion R 
El 88071 Gondorian Warrior Red 40 Good Minion U El 88085 Rohirrim Royal Guard Orange 40 Good Minion C 
CI 88072 Gondorian Warrior Purple 50 Good Minion R ' D 88086 Rohirrim Royal Guard Red 50 Good Minion U 
D 33037 Grima Wormtongue Orange 130 EV“ Hero R ' E] 88087 Rohirrim Royal Guard Purple 65 Good Minion R 
D 88038 Grima Wormtongue Red 230 Evil Hero UR : CI 88119 8am Orange 100 Good Hero U 
I] 88039 Grishnakh Orange 120 Evil Hero U j El 88120 Sam Red 215 Good Hero 8 
CI 88040 Grishnakh Red 240 Evil Hero R : CI 88053 Saruman Orange 230 Evil Hero R 
El 88064 Guard of the Fountain Court Orange 30 Good Minion C 9 El 88054 Saruman Red 600 Evil Hero UR 
D 88065 Guard of the Fountain Court Red 50 Good Minion U E] 88055 Ugluk Orange 295 Evil Hero U 
El 88066 Guard of the Fountain Court Purple 65 Good Minion R i E] 88056 Ugluk Red 400 Evil Hero R 
El 88007 Haradrim Warrior Orange 55 Evil Minion C I] 88028 Uruk-hai Archer Orange 50 Evil Minion C 
E] 88008 Haradrim Warrior Red 70 Evil Minion U 7 El 33029 Uruk-hai Archer Red 60 Evil Minion U 
El 88009 Haradrim Warrior Purple 80 Evil Minion R ' El 88030 Uruk—hai Archer Purple 80 Evil Minion R 
[I] 88076 High Elf Archer Orange 40 Good Minion C II] 88031 Uruk—hai Berzerker Orange 50 Evil Minion C 
D 88077 High Elf Archer Red 60 Good Minion U ; El 35032 Uruk-hai Berzerker Red 65 Evil Minion u 
D 33073 “i1 Eli Archer Purple 75 30011 Minion R , CI 88033 Uruk—hai Berzerker Purple 75 Evil Minion R 
D 33079 High EIfSpearman Orange 40 Good Minion XC El 88057 Uruk—hai Champion Orange 180 Evil Hero U 
D 35080 High ElfSpearman Red 60 Good Minion R D 88058 Uruk-hai Champion Red 375 Evil Hero R 
D 88081 High ElfSpearman Purple 75 Good Minion 8 CI 53034 Uruk-hai Scout Orange 35 Evil Minion c 
D 33032 High Eli Warrior Orange 30 600d Minion C : El 88035 Uruk—hai Scout Red 45 Evil Minion U 
U 33083 High Elf Warrior Red 40 Good Minion U . El 88036 Uruk-hai Scout Purple 65 Evil Minion R 
CI 35084 High Elf Warrior Purple 50 600d Minion R CI 88025 Uruk-hai Warrior Orange 30 Evil Minion XC 
D 33113 Legolas Orange 295 Good Hero R E] 88026 Uruk-hai Warrior Red 45 Evil Minion U 
[II 88114 Legolas Red 485 Good Hero UR CI 88027 Uruk-hai Warrior Purple 60 Evil Minion R 
D 88091 Lothlorien Elf Archer Orange 55 Good Minion XC I] 88088 Warrior of Rohan Orange 30 Good Minion C 
D 88092 Lothlorien Elf Archer Red 65 Good Minion U . El 88089 Warrior of Rohan Red 50 Good Minion U 
E] 88093 Lothlorien Elf Archer Purple 85 Good Minion R 0 CI 33090 Warrior of Rohan Purple 60 Good Minion R 
El 88094 Lothlorien Elf Ranger Orange 50 Good Minion C ‘ CI 88059 Witch King Orange 265 Evil Hero R 
CI 88095 Lothlorien Elf Ranger Red 60 Good Minion U 1_ [I 88060 Witch King Red 520 Evil Hero UR 
D 88098 Lothlorien Elf Ranger Purple 80 Good Minion R - , _ , _ 
1:1 P3004 Lure White 135 Eon Hem x Look tor prices tor these Lord of the Ringstigures in 
B 3332; tag 322"“ £133 3:: 32:3 0: upcoming issues at Scrye magazine, available every 
[I] 33115 Merry Orange 100 Good Hero 0 month at the store where you bought this magazine! 
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BURIED TREASURES: 

MIDDLE EARTH: THE WIZARDS 
While the games based on Peter 

Jackson’s take on J .R.R. Tolkien's The 
Lord of the Rings trilogl have been flying 
off of store shelves, Middle-earth has 
been a part of card gaming since 
almost the very beginning. In fact. 
Decipher’s The Lord of the Rings game 
is the second CCG featuring our 
favorite hobbits. 

In 1995, Iron Crown Enterprises 
released Middle-earth: The Wizards. To 
earn the loyalty of fantasy fans, I.C.E. 
tried to stick as closely as they could 
to the books, including the extended 
works of Professor Tolkien. Each 
player represents one of the five 
mighty wizards of Middle-earth (Gandalf, 
Saruman, Radagast, Alatar, or Pallando), and 
your character cards form a company 
embarked a quest to save Middle-earth. 
You use site cards to show where your 
party is going, and, using the terrain 
keys (such as wfldemess, shadow-land, 
and so on) on the site cards, your oppo- 
nents can play hazards against you, 
representing everything from bad weath- 
er to dragon attacks. If you defeat the 
hazards, you can loot the location for 
treasure and gear. Basically, it’s a game 
of building a bigger army than your 
opponent, even though you're never 
going to fight him. 

There are two ways to win. The first 
is to acquire the most Marshaling 
Points, representing the building of fac- 
tions and forces that occurs in the trilo- 
gy of books. When the Free Council is 
called at the end of the game, the player 
with the most MPs wins, and his or her 
wizard gets to lead the fight against 
Sauron (or wimp out, in the case of 
Saruman). This is the surest way to win 
the game. 

The Free Council occurs at one of 
three points. If you have 20 MP5, 
you may call for a 
Council at the end of 
your turn, but your 
opponent gets one 
last turn to outscore 
you. When you’ve 
drawn all the way 
through your deck, 
you may call the 
Council at the end of 
your turn, but again. 
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called automatically. In effect, there are 
two ways for you to force the Council, 
but both give your opponent a chance to 
pass you at the last instant. 

The second victory condition is a lot 
more difficult, but provides an instant 
win. If your characters manage to get 
their hands on The One Ring, transport 
the card to the Mount Doom site, and 
then play a certain combination of 
cards, you have destroyed The One Ring 
and you win the game. The problems 
with this scenario are manifold. First. 
The One Ring is the hardest card to get 
in the game. Collectors have been seen 
opening cases (not boxes — cases) to 
hunt for a copy of this card. Second, 
playing the card can only be done after 
a multi-card combo and a successful 
roll of the dice. Third, The One Ring cor- 
rupts your characters, so they’re likely 
to drop like flies, assuming the trip to 
Mount Doom doesn’t kill them. Even 
those players who can get a copy of The 
One Ring don’t often try this route. 

While The One Ring was hard to get, 
it wasn’t the only shy card. As Middle- 

earth covered all of 
Tolkien’s books, a Tolkien 
fan could build a party of 
the Fellowship or of The 
Hobbits Thorin and his 
Dwarf friends. but only if 
you could find them. 
They weren't all rare, but 
in a 400+ card set, even 
the uncommons are still 
awfully hard to come by. 
There was certainly a lot 
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the “droid syn- 
drome.” Thankfully, 
Decipher seems to 
have learned from 
earlier mistakes. 

Even so, players 
were generally able 
to get their hands on 
some interesting 
characters. load them 
up with gear, and 
send them traipsing 
around Middle-earth. 
Even for players with 
little or no knowledge 
of Middle-earth, the 
game presented a 
cohesive setting. It also 
included a small map 

of Middle-earth to help you figure out 
where exactly your party was traveling. 
I.C.E. produced lots of strategi books 
and other material (like dice and larger 
maps) to supplement the game 

The Wizards core set had 484 cards, 
quickly sold through, and was followed 
by an unlimited edition. Then came The 
Dragons expansion (180 cards), Dark 
Minions (180 cards), The Lidless Eye 
(417 cards), Against the Shadow (170 
cards), The White Hand (122 cards), and 
The Balrog (104 cards). 

The proliferation of cards caused a 
lot of problems. In no time at all, I.C.E. 
had used up all of their source material 
in the trilogr (and The Hobbit). When 
the designers couldn’t add new story. 
they added new rules. Tacking new 
mechanics on to what had been a very 
elegant system turned into a disaster. 
Every expansion came with a new set of 
rules to learn, some of which made little 
or no sense compared to the original 
set. By the end, the game had become 
hopelessly confused. 

All grousing aside, Middle-earth had 
some neat mechanics. It still commands 
around $20-30 per box, a bit high for a 
game long gone, but if you’re a fan who 
missed it the first time, give it a try. 
With the quality of the art, it could be a 
good investment just to collect a set and 
stare at it. For the sake of playing the 
game, though, start with the base set. If 
you can find them, pick up some of the 
tuned Challenge Decks. They supply a 
lot of the base cards without having to 
buy a lot of product. Then move slowly 
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on’t let this vital vault of game knowledge go unopened, 
Start your SC RYE subscription today. J USt $29.98 brings you-the next 12 big " 

issues (1 year), packed with brand-new, tournament-vvinning strategies, information on new; 

games and expansions, and the latest on games in development. PLUS, you’ll find special 

tips on bufldlng better d BCkS and starting one from scratch, current p rices 
on cards from a variety of sets, the most recent banned or restricted cards, and a 

3‘ , '  built-in marketplace of advertisers that can help you get the cards y0u need. f. v" ; . > 
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. Let your games contmue...and make them better Mai? 
" ever by starting your SCRYE subscription teday. ‘ 

To place a credit card order call 800' '258'0929 
mention ofierABBAQJ Mon. -Fri. 7am- -8pm Sat 8am- 2-pm, CST ’ 
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return with check or money order to: 

SCRYE Offer ABBA9J 
700 E. State St., lola, WI 54990-0001 
Write for non U.S. rates 

El Yes! Send me 12 ISSUES (1 year) of SCRYE for just $29.98 
CI Yes! Send me 24 ISSUES (2 years) of SCRYE for just $55.98 
CI Check or Money Order Enclosed (payable to SCRYE) CI Mastercard D VISA El Discover/Novus D American Express 

Card No Exp. Date Yr 

Signature 

‘ - - - - - - - - - - - 1  

NOW 
MONTH LY! 

Name 

‘ Address 



”THE BATTLE FOR’M'IDDLE E A R H  i . 6  

.. i t :  at: 1 i p r " \  I 
i '  ABOUT TO BEGIN“ - 

I 

nd of the armies . ' ' . is Fall! and a Ringwraith— one full-color two side -x play map 
» ' ‘ game uses expertly pre-par ted figures (608mm x 687mm), a ruleboolt, and 4 Battle ice. 
M the Wit've Combat Hex rules system to delIver the Supplement your forces with additional figures found L? _ _7 , incitement of New Line Cinema's The Lord of the Rings - booster packs of The Lord of the Ri , ‘Q‘ .3:- 

"Movies right out of the box. All the information you need ' ‘ 
m ‘ ' l play appears rIght on the base of each figure . _» BOARD ‘5 SET, THE PIECES   

The Lord of the Rings TMG Starter contains eight _ E TO lT AT ”‘51; THE 5 .  
40mm scale figures—indudlng Frodo, Aragorn, Lurtz, ; ME .. 

_ ,. Visicwwordoftherinmet 

W M D  wwwsabertoothgames. 
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6 me New Line Productions, Inc. All thins Reserved. ”The Lord of the Ilna' and the names of the characters, Items, events and places therein are trademarks of The Saul Zaentz Company dlbla 'l'olltlen Enterprises 
under license to New Line Productions, Inc. Sabertooth Games. the Sabertooth Games logo. Combat Hex and the Combat Hex logo are trademarks of Sabertooth Games, Inc. Game system 0 Sabertooth Games Inc. 2003. 
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