
MIDDLE-EARTH: THE DRAGONSTM

Thisinsertprovidesexpansionrules,clarifications,anda scenariofor usewith bothMiddle-earth:The
Wizards(METW)andMiddle-earth:TheDragons(METD).Theserulesare recommendedfor all METW
gamesevenif METD is not used.
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KEY WORDS AND TERMS (Clarification)

A “key word” is anidentifierfor acardwhich makesit affectableby or usablewith othercardsasthe
cards’text dictate.For example,in METW, key wordsinclude:Orc,spell,environment,Dragon,Undead,
Wolves,etc.
Middle-earth:TheDragonsintroducesseveral“key words” to theMiddle-earthcollectiblecardgame:
Drake, light enchantment,darkenchantment,ritual, riddling attempt,riddling roll, offeringattempt,flatter
attempt,capture,andhelmet.Thereareno specialrulesfor thesekey words;exceptthata charactermay
only usetheeffectsof onehelmetat a time. Notethatthekey words,DragonandDrake,aremechanically
independent.Someof thekey wordsarenot affectedby any currentlyexisting cards(e.g.offeringattempt
andcapture),but they will bewith thereleaseof futureexpansions.
A “bearer”of a specificcardrefersto thecharacterthatbearsor controlsthatcard.

DRAGON LAIRS

Any onesitewith aDragonautomatic-attackis a Dragon’s lair. TherearenineuniqueDragonsassociated
with thefollowing lairs:
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Dragon Lair (site) Lair’s Region
Agburanar Cavesof Ûlund WitheredHeath
Bairanax Ovir Hollow Grey MountainNarrows
Daelomin DancingSpire WitheredHeath
Earcaraxe Isle of theUlond AndrastCoast
Itangast Gold Hill WitheredHeath
Leucaruth Irerock WitheredHeath
Scatha Gondmaeglom Grey MountainNarrows
Scorba ZarakDûm Angmar
Smaug TheLonelyMountain NorthernRhovanion

HOARDS

Certainitemsarehoard items. Suchanitemmayonly beplayedat a sitethatcontainsa hoard.Eachsite
with a Dragonautomatic-attack(i.e. eachDragon’s lair) containsa hoard.A hoardminor itemmaynot be
includedwith a startingcompany, andmaynot beplayedat asitethatdoesnot containahoard.

Example: you cannot play a hoardminor item at Wellinghall aftersuccessfullyinfluencingtheEnts
of Fangornlike youcanwith anormalminor item. Wellinghall doesnot containa hoard.

MANIFESTATIONS OF DRAGONS

Eachof thenineuniqueDragons(seeabove)hasthreedifferentmanifestations:

Basic—In thismanifestationa Dragonis in his standardactivemode.Eachof thesemanifestations
is representedby astandardcreaturecard(e.g.thecardsfor Smaug,Agburanar, Daelomin,and
Leucaruthfrom METW).

Ahunt—In thismanifestationa Dragonis consideredto behuntingin a wide rangeof regions.
Eachof thesemanifestationsis representedby ahazardlong-eventthatwill attackany company
moving in a givensetof regions(e.g.SmaugAhuntnormallycausesanattackagainstany company
moving in WitheredHeath,NorthernRhovanion,Iron Hills, and/orGrey MountainNarrows).

At Home—In this manifestationa Dragonis consideredto beresidentin his lair. Eachof these
manifestationsis representedby ahazardpermanent-eventthatgivesits lair anadditional
automatic-attackandcausescertainotherglobal-effects(e.g.ScorbaAt HomegivesZarakDûm an
additionalautomatic-attackandeachmajoritem givesanadditionalcorruptionpoint).

Dif ferentmanifestationsof thesameDragonmaybein play at thesametime. Thefactthateach
manifestationis uniqueuntoitself doesnot precludetheothermanifestations.
Only youropponentcanreceivemarshalingpointsfrom defeatingamanifestationof a Dragonthatyou
played.If youdefeataDragonmanifestationthatyouplayed,it is removedfrom thegameandno one
receivesits marshalingpoints.
If at any time anattackfrom amanifestationof a uniqueDragonis defeatedor if themanifestationis
otherwiseremovedfrom thegame:

� All existing manifestationsin play of thesameDragonareremovedfrom thegame

� No furthermanifestationsof thesameDragonmaybeplayed.

� TheDragon’s lair no longerhasanautomatic-attack.

Example: You have playedSmaugat HomeandSmaugAhunt(botharestill in play). Thenyou play
Dragon’sDesolationandSmaugon oneof your opponent’scompaniesat Weathertop.Your opponent
playsOld Thrush, rolls lucky, anddefeatsSmaug. He gets5 MPsfrom defeatingSmaugand Smaug,
Smaugat Home, andSmaugAhuntareall removedfrom playand TheLonelyMountain(Smaug’slair)
no longerhasan automatic-attack.If, instead,oneof your own companieshadgoneto The Lonely
MountainanddefeatedSmaugat Home, you wouldnot receive the5 MPs.
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HAZARD LIMIT (Clarification)

Thebasehazardlimit is determined(i.e. set)simultaneouslyat themomentacompany revealsits new site
or otherwiseannouncesit is beginningits movement/hazardphase.Any cardswhichmodify acompany’s
hazardlimit playedprior to this pointarethenimmediatelyappliedto thecompany’sbasehazardlimit in
theorderchoseby theplayercontrollingthecompany. With suchmodificationsestablished,any cards
playedafterthis pointareinterpretedin theorderthey areresolved.Any effectswhichmodify thehazard
limit againsta company duringits sitephaseareignored.Any reductionin thehazardlimit duringa
movement/hazardphasedoesnot affectcardsalreadyannouncedandplayed.

CHARACTERS FACING MULTIPLE STRIKES

WhencertainMiddle-earth:TheDragonscardsareplayed,acharactermaybeassignedto receivemore
thanonestrike from a givenattack.Sucha charactermustfacea strikesequencefor eachstrike heis
assignedto face.If acharacteris tappedor woundedfollowing oneof thesestrikesequences,hemustthen
accordinglymodify his prowessfor any following strike sequences.If acharacteris eliminatedor
otherwiseremovedfrom play beforehehasfacedall of his assignedstrikes,thosestrikeshehasyet to
facearethenconsideredto becanceled(i.e. they haveno furthereffect.

REMOVING CORRUPTION CARDS

A charactermaychoseto ignoretherestrictionthathetapto removea corruptioncard(asprintedona
corruptioncard),andsuffer a -3 penaltyto thediceroll to remove it. This meansa charactercanremain
untappedandstill attemptto removeacorruptioncard(theroll is modifiedby -3), or thathecanattempt
to removeacorruptioncardevenif heis alreadytappedor wounded(theroll is modifiedby -3).
A charactermayonly attemptto removeeachcorruptioncardonceperturn if heignoresthetapping
restrictionto do so.

Example: Duringhis organizationphase,Beornhas3 corruptioncards:Lure of Nature, Lureof Expe-
dience, andLure of theSenses. He tapsandrolls to attemptto remove the lure of theSenses; his roll
wasan8, sothecardis removed(greaterthan6 wasrequired).If, instead,Beornhadnot tappedfor this
attempt,hewould have failed(hewouldhaveneededto roll a 10 or better).He thenrolls to attemptto
remove Lure of Nature; his roll is a 6 modifiedby -3 for a net resultof 3, so thecardis not removed
(greaterthan4 wasrequired).Finally, herolls to attemptto removeLure of Expedience; his roll is a 9
modifiedby -3 for a netresultof 6, sothecardis removed(greaterthan5 wasrequired).

THE SIDEBOARD

With thepublicationof Middle-earth:TheDragons, thenumberof differentresourceandhazard
strategiesincreasesdramatically. To enableplayersto reactto morespecificstrategiesduringplay, the
sideboardsizeis increasedby five (e.g.,from 15 to 20 for the1-deckand2-deckgames,from 20 to 25 for
the3-deckgame,etc.).
At theendof youropponent’suntapphase,if youropponent’sWizardis in play, you mayat this point
bringup to fivehazardcardsfrom yoursideboardto yourdiscardpile; or if yourplay deckhasat least5
cards,youmaybringonehazardcarddirectly from yoursideboardinto yourplay deck(reshuffle). If you
movecardsfrom yoursideboardin this fashion,thehazardlimit for eachof youropponent’scompaniesis
reducedto half of normal(roundup,e.g.,ahazardlimit of 2 becomes1, a hazardlimit of 3 becomes2,
etc.).

REGION MOVEMENT LIMITATION

Normally, a company moving with regionmovementmaylay down a maximumof four regioncards.If a
company moving with regionmovementis usingeffectsthatallowsadditionalregioncardsto belaid
down, no morethansix regionsmaybeused.
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MANY A GLEAMING GOLDEN HOARD

To play this scenario,eachplayerwill needat thevery leastonestarterdeckandseveralboostersfrom
MiddleEarth: TheWizardsplus someMiddleEarth: TheDragons(METD) boosterpacks–theexact
numberof which will dependon thechosenvictory conditions.

Special Rules

Eachplayeris attemptingto acquireandstore“lost treasures.” A lost treasuremustbeahoardmajoror
hoardgreateritemplayedat a Dragon’s lair. Whensuchanitem is playedwith oneof his characters,a
playermustdesignatewhetheror not it is a lost treasure—aslimited by thefollowing conditions.Other
itemsmaybeplayednormallyat Dragon’s lairs.

� Only onelost treasuremaybeplayedat eachdifferentDragon’s lair. For example,if Magical Harp
(auniquehoardmajoritem) is playedat TheLonelyMountainandis designatedto bea lost
treasure,no otherlost treasuresmaybeplayedat TheLonelyMountain.

� If a playeralreadyhasoneun-storedlost treasurein play, hemaynot designateanotherhoardmajor
or greateritemto bea lost treasure.

� Any uniquehoardmajoror hoardgreateritemwhich hasbeendesignatedasa lost treasuremust
retainthis designationfor theentiregame.Thisdistinctionappliesevenif suchanitem is discarded
(e.g.,througha failedcorruptioncheck,by beinginfluencedaway, etc.)andthenlaterbroughtback
into play by eitherplayer. In sucha case,a lost treasuremaybeplayedwith a characterevenif
anothercharacterunderhis player’scontrolalreadybearsa lost treasure(i.e., in this casea player
couldhavemorethanoneun-storedlost treasurein play).

� A player’shandsizeincreasesby oneeachtime oneof his charactersstoresa lost treasure.

Victory Conditions

Thefirst playerto storefive lost treasureswins immediately. If bothplayershavea limited collectionof
METD cardsor wantto play a shortergame,this requirementcanbereducedto only 2, 3, or 4 lost
treasures.For a longergame,youcanrequirethatthewinneralsodefeatoneor two uniquedragons.

. . .

MiddleEarth: TheDragonsis a setof expansioncardsfor Middle Earth: TheWizards, a collectiblegameproduced
by IRON CROWN ENTERPRICES, INC, (ICE), Charlottesville,Virginia,USA, theexclusive holderof theworldwide
adventuregamesbasedon J.R.R.Tolkien’s TheHobbitandTheLord of theRings. Copyright 1995,1996TOLKIEN

ENTERPRISES, a devision of THE SAUL ZAENTZ COMPANY, Berkeley, C.A. All rightsreserved.
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