MIDDLE-EARTH: AGAINST THE SHADOW™

Thisinsertprovidesexpansiorrulesandclarificationsfor usewith all Middle Earth CollectibleCard
Camé"(MECCG)products.

Note: For a copy of theserulesin largertypewith moreexamplessendarequestinda self-addresseq,
stampecernvelopeto ICE, PO.Box 1605,Charlottesvile VA, 22903.Alternatively, visit ourhomepage]
onthe WWW (http://www.ironcronn.com).
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Placementof cards “off to the side” (Clarification)

Certaincardsandeffectsrequireothercardsto be place“off to theside” (e.g.,Sak OvertheHead. Cards
placedoff to the sideareplacedon the playing surfaceoff to the sideof the normalareaof play. Such
cardsarekeptwith their host-permanergventthatcauseahis effect. Any cardoff to the sideabsolutely
cannotbe targetedor otherwiseaffectedby the gameexceptby cardsthatspecificallyaffect cards‘off the
side’

Cardsplacedoff to thesidearein play for the purpose®f uniquenessUnlessstatedotherwisewhena
hostpermanent-eentis removedfrom the playingsurface,ary cardsoff to thesideunderit arediscarded.
Usuallythehostcardwill statesomemechaniadhataffectsthe cardsplacedoff to the sidewith it. Unless
statedotherwiseon its hostcard,a cardplacedoff to thesidewill giveits marchallingpointsto its owner.

HOARDS

Certainitem arehoard items Suchanitem mayonly be playedat a sitethatcontainsa hoard.Eachsite
with a dragonautomatic-attacki.e., eachDragons lair) containsa hoard.A hoardminoritem maynotbe
includedwith a startingcompary, andmay notbe playedat a site thatdoesnot containa hoard.

Example: You cannot play a hoardminoritem at Mount Gramaftersuccessfullynfluencingthe Orcs
of Angmarlike you candowith anormalminoritem. Mount Gramdoesnot containa hoard.

REGION MOVEMENT LIMIT ATION

Normally, acompaty moving with region movementmay lay down a maximumof four region cards.If a
compaly moving with region movements usingeffectsthatallow additionalregion cardsto belaid



down, no morethatsix regionsmaybe used.

CHARACTERS FACING MULTIPLE STRIKES

Certaineffectallow a characteto beassignednorethanonestrike from a givenattack.Sucha character
mustfacea strike sequencéor eachstrike heis assignedo face.If acharacteis tappedor wounded
following oneof thesestrike sequencedie mustthenaccordinglymodify his prowessfor ary following
strike sequencedf acharacteis eliminatedor otherwiseremovedfrom the gamebeforehe hasfacedall
of his assignedtrikes,thosestrikeshe hasyetto facearethenconsiderecdanceledi.e., they have no
furthereffect).

CREATURES AS AUTOMATIC ATTACKS

Any hazardcreatureyou play asanautomatic-attacks discardedf defeated—iis not placedin your
opponent marshallingpoint pile.

THE UNDER-DEEPS

Note: Createdby streamsf moltenrock andexpandedby geothermakruptionsof superhot gas,the
Underdeepsare a resultof a combinationof naturaland supernaturaforces. The handof Morgoth
joinedwhatwasoncea collectionof countlesssunderedcaverncomplexes. His greatersenantsused
this mazeof tunnelsandchamberdo travel surreptitiouslythroughouteEndor

Although Endorchangedduring the Elder Days, the core of the Underdeepssurvive. Thoughtravel

betweerthe undegroundsitesis now difficult, if notimpossiblefor all but the greates{andluckiest)
explorers. Blocked or twisting away from their original course the Underdeepsseembroken. Junc-
tionsandstrongholdsseemlost. Many appeatassimple cavesor side passagesjo longerresembling
their pastgrandeur Otherslie hiddenbehindveils of rock. Nearlyall arestill there,though,awaiting

discovery-asis their creator

An Underdeepssite cardhas“Under-deeps’in the sectionthatnormally givesa site’s region, andits
namecontains'. ..-deeps’or “Under-...” An Underdeepssiteis justlike ary othersite with the
following exceptions:

e Unlike othersites,eachUnderdeepssiteis not consideredo bein aregion-insteadt is located
belowr anothersite, calledthe Underdeepssite’s surfacesite

¢ Insteadof anearestHaven,eachUnderdeepssitelists all of its “AdjacentSites: EachUnderdeeps
siteis adjacento its onesurfacesite anda numberof otherUnderdeepssites. Thefirst adjacent
sitelistedis alwaysthe Underdeepssite’s surfacesite.

e Eagle-mountandGwaihir cannotbe usedto moveto or from anUnderdeepssite.

e A compaty moving to and/orfrom anUnderdeepssite hasno site path. So,hazardsnayonly be
playedkeyedto thecompaty’s new site.

¢ An ervironmentcardthatchangesitetype (e.g.,ChokingShadowsQuietLands etc.) cannotbe
usedto changehesitetype of anUnderdeepssite.

¢ You may not considemarshallingpointsassociateavith acompaly atanUnderdeepssitefor the
purpose®f calling the FreeCouncilor the Audiencewith Sauron.

¢ Normally, whenyou successfullyplay anitem, faction,ally, or informationat a site,thesite cardis
tappedandoneadditionalcharactemaytapto play a minoritem. At anUnderdeepssite,you can
play ary item playableat the site insteadof this minor item.



Example: AsternaktapsandplaysHigh Helm (a majoritem) at The Undergrottosandthe site taps.
At this point, Dorelascould only tapto play a minor item at a non-Underdeepssite. But The Under
grottosis an Underdeepssite, so Dorelascantap to play anything playableat The Undergrottos: a
minor item, amajoritem, or agold ring. He tapsandplaysa Gold Ring ThatSauon Fancies

Under-deepSite Movement

Oneof your companieshatbeginsits turn atthe surfacesite of an Underdeepssite canmove normally or
it canmoveto its adjacentUnderdeepssite (i.e., the compaly movesto anUnderdeepssitefrom its
surfacesite). Oneof your companieshatbeginsits turn atanUnderdeepssite may only move to oneof
theadjacensiteslistedonthe Underdeepssite card.

Eachadjacensiteis followedby anumberin parentheses-thisumberindicateshow difficult it is to move
from theUnderdeepssiteto theadjacensite. Whenanadjacensiteis revealedby oneof your companies
whosesite of origin is anUnderdeepssite,you mustmake aroll (2D6). If theresultis greatethanor
equalto thenumberin parenthese®llowing the adjacensite aslisted onits site of origin, the
movement/hazarghaseproceedsiormally. Otherwisethe compaly returnsto its site of origin (no cards
aredrawvn)andthe movement/hazarghaseproceedssif thecomparty hadnot moved.

Note: A compary moving from asurfacesiteto its Underdeepssite doesnot needto malke aroll.

Example: A minion compaly thatstartsat CarnDiim canmove normally or it canmoveto Thelron-
deeps—Théron-deepdists CarnDim asan adjacensite. Similarly, a minion compaly that startsat
The Iron-deepamay attemptto move to ary adjacentsite listed: CarnDam (0), The Underleas(5),
or TheUndervaults(6). However, after committingto movement the moving playermustroll a5 or
betterto successfullymoveto TheUnderleasor a6 or betterto successfullymoveto TheUndervaults.
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