
MIDDLE-EARTH: AGAINST THE SHADOWTM

This insertprovidesexpansionrulesandclarificationsfor usewith all MiddleEarth CollectibleCard
CameTM(MECCG)products.

Note: For a copy of theserulesin largertypewith moreexamplessenda requestanda self-addressed,
stampedenvelopeto ICE,P.O.Box 1605,Charlottesvile,VA, 22903.Alternatively, visit ourhomepage
on theWWW (http://www.ironcrown.com).
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Placementof cards “off to the side” (Clarification)

Certaincardsandeffectsrequireothercardsto beplace“off to theside” (e.g.,Sack OvertheHead). Cards
placedoff to thesideareplacedon theplayingsurfaceoff to thesideof thenormalareaof play. Such
cardsarekeptwith their host-permanenteventthatcausedthiseffect. Any cardoff to thesideabsolutely
cannotbetargetedor otherwiseaffectedby thegameexceptby cardsthatspecificallyaffectcards“off the
side.”
Cardsplacedoff to thesidearein play for thepurposesof uniqueness.Unlessstatedotherwise,whena
hostpermanent-eventis removedfrom theplayingsurface,any cardsoff to thesideunderit arediscarded.
Usuallythehostcardwill statesomemechanicthataffectsthecardsplacedoff to thesidewith it. Unless
statedotherwiseon its hostcard,acardplacedoff to thesidewill give its marchallingpointsto its owner.

HOARDS

Certainitem arehoard items. Suchanitem mayonly beplayedat asitethatcontainsa hoard.Eachsite
with a dragonautomatic-attack(i.e.,eachDragon’s lair) containsa hoard.A hoardminor item maynot be
includedwith a startingcompany, andmaynot beplayedat asitethatdoesnot containahoard.

Example: Youcannot playahoardminor itematMountGramaftersuccessfullyinfluencingtheOrcs
of Angmarlikeyou candowith anormalminor item. Mount Gramdoesnot containa hoard.

REGION MOVEMENT LIMIT ATION

Normally, a company moving with regionmovementmaylay down a maximumof four regioncards.If a
company moving with regionmovementis usingeffectsthatallow additionalregioncardsto belaid
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down, no morethatsix regionsmaybeused.

CHARACTERS FACING MULTIPLE STRIKES

Certaineffectallow a characterto beassignedmorethanonestrike from a givenattack.Sucha character
mustfacea strikesequencefor eachstrikeheis assignedto face.If a characteris tappedor wounded
following oneof thesestrike sequences,hemustthenaccordinglymodify his prowessfor any following
strikesequences.If acharacteris eliminatedor otherwiseremovedfrom thegamebeforehehasfacedall
of his assignedstrikes,thosestrikeshehasyet to facearethenconsideredcanceled(i.e., they haveno
furthereffect).

CREATURES AS AUTOMATIC ATTACKS

Any hazardcreatureyouplay asanautomatic-attackis discardedif defeated—itis not placedin your
opponent’smarshallingpointpile.

THE UNDER-DEEPS

Note: Createdby streamsof moltenrock andexpandedby geothermaleruptionsof super-hot gas,the
Under-deepsarea resultof a combinationof naturalandsupernaturalforces. The handof Morgoth
joinedwhatwasoncea collectionof countless,sunderedcaverncomplexes.His greaterservantsused
this mazeof tunnelsandchambersto travel surreptitiouslythroughoutEndor.
Although Endorchangedduring the ElderDays,the coreof the Under-deepssurvive. Thoughtravel
betweentheundergroundsitesis now difficult, if not impossible,for all but thegreatest(andluckiest)
explorers. Blockedor twisting away from their original course,theUnder-deepsseembroken. Junc-
tionsandstrongholdsseemlost. Many appearassimplecavesor sidepassages,no longerresembling
their pastgrandeur. Otherslie hiddenbehindveils of rock. Nearlyall arestill there,though,awaiting
discovery-asis their creator.

An Under-deepssitecardhas“Under-deeps”in thesectionthatnormallygivesasite’s region,andits
namecontains“. . . -deeps”or “Under-. . . ” An Under-deepssiteis just likeany othersitewith the
following exceptions:

� Unlikeothersites,eachUnder-deepssiteis not consideredto bein a region-insteadit is located
below anothersite,calledtheUnder-deepssite’s surfacesite.

� Insteadof a nearestHaven,eachUnder-deepssitelistsall of its “AdjacentSites.” EachUnder-deeps
siteis adjacentto its onesurfacesiteandanumberof otherUnder-deepssites.Thefirst adjacent
sitelistedis alwaystheUnder-deepssite’s surfacesite.

� Eagle-mountsandGwaihir cannotbeusedto moveto or from anUnder-deepssite.

� A company moving to and/orfrom anUnder-deepssitehasnositepath.So,hazardsmayonly be
playedkeyedto thecompany’snew site.

� An environmentcardthatchangessitetype(e.g.,ChokingShadows, QuietLands, etc.)cannotbe
usedto changethesitetypeof anUnder-deepssite.

� Youmaynot considermarshallingpointsassociatedwith acompany at anUnder-deepssitefor the
purposesof calling theFreeCouncilor theAudiencewith Sauron.

� Normally, whenyou successfullyplay anitem,faction,ally, or informationat asite,thesitecardis
tappedandoneadditionalcharactermaytapto play aminor item. At anUnder-deepssite,you can
playany itemplayableat thesiteinsteadof this minor item.
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Example: AsternaktapsandplaysHigh Helm (a major item) at TheUnder-grottosandthesite taps.
At this point, Dorelascouldonly tapto play a minor item at a non-Under-deepssite. But TheUnder-
grottosis an Under-deepssite, so Dorelascantap to play anything playableat The Under-grottos: a
minor item,a majoritem,or agold ring. He tapsandplaysaGold RingThatSauronFancies.

Under-deepSiteMovement

Oneof yourcompaniesthatbeginsits turnat thesurfacesiteof anUnder-deepssitecanmovenormallyor
it canmoveto its adjacentUnder-deepssite(i.e., thecompany movesto anUnder-deepssitefrom its
surfacesite).Oneof yourcompaniesthatbeginsits turnat anUnder-deepssitemayonly moveto oneof
theadjacentsiteslistedon theUnder-deepssitecard.
Eachadjacentsiteis followedby anumberin parentheses-thisnumberindicateshow difficult it is to move
from theUnder-deepssiteto theadjacentsite.Whenanadjacentsiteis revealedby oneof yourcompanies
whosesiteof origin is anUnder-deepssite,you mustmakearoll (2D6). If theresultis greaterthanor
equalto thenumberin parenthesesfollowing theadjacentsiteaslistedon its siteof origin, the
movement/hazardphaseproceedsnormally. Otherwise,thecompany returnsto its siteof origin (no cards
aredrawn)andthemovement/hazardphaseproceedsasif thecompany hadnot moved.

Note: A company moving from asurfacesiteto its Under-deepssitedoesnot needto makea roll.
Example: A minion company thatstartsat CarnDûm canmovenormallyor it canmove to TheIron-
deeps—TheIron-deepslists CarnDûm asanadjacentsite. Similarly, a minion company thatstartsat
The Iron-deepsmay attemptto move to any adjacentsite listed: CarnDûm (0), The Under-leas(5),
or TheUnder-vaults(6). However, aftercommittingto movement,themoving playermustroll a 5 or
betterto successfullymoveto TheUnder-leasor a6 or betterto successfullymoveto TheUnder-vaults.

. . .

Middle-earth:AgainsttheShadowis a setof expansioncardsfor Middle-earth:TheWizardsandMiddle-earth:The
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theexclusive holderof theworldwideadventuregamesbasedonJ.R.R.Tolkien’s TheHobbitandTheLord of the
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Berkeley, C.A. All rightsreserved.
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