
MIDDLE-EARTH: THE BALROGTM

This is anexpansionsetof over100cardsfor theMiddle-earthCollectibleCardGame.While it is fully
compatiblewith bothMiddle-earth:TheWizardsandMiddle-earth:TheLidlessEye, Middle-earth:The
Balrog focusesona playerusingresourcesfrom TheLidlessEye.
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INTRODUCTION

TheBalrogis supremelyconfidentof his own immensepersonalpower. After all, just like Sauron,hewas
oneof Morgoth’schief lieutenants.TheBalrogtendsto rely onbruteforceanddirectconfrontationrather
thanmoresubtleapproachesoftenusedby RingwraithsandWizards.His goalsarebasicand
simpleaccumulatepoweranddestroy his enemies.If hecando this,hecanbecomea dominantpower in
Middle-earthafactorto which boththeDark Lord andtheFreePeopleswill beforcedreact.

Note: Middle-earth: TheBalrog introducesa new classificationof creaturescalled“Spawn”. These
monstrouscreatureswerecreatedby Morgoth or other fallen spirits. Like the Balrog, a few Spawn
survivedtheWar of theWrathandhid deepunderground.

A BALROG PLAYER

A BalrogplayeractsasaRingwraithplayer. Any cardandrulestext applyingto aRingwraithalsoapplies
to TheBalrog(e.g.,if a cardrefersto aRingwraith,it now appliesto “a Ringwraithor TheBalrog”).
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However, insteadof usingthespecialruleslistedon page59 of theMELE rules(or whereverelsethese
rulesmayappear),a Balrogplayerusesthefollowing specialrules:

� Any ring in TheBalrog’scompany at thebeginningof theend-of-turnphaseis automaticallytested.
Any ring testin TheBalrog’scompany hasa modificationof -2.

� TheBalrogmaycarryitems(includingrings)but maynot usethem(i.e.,anitemhasno effecton
TheBalrog’scompany or on his attributesandabilities).

� TheBalrognevermakescorruptionchecksandcorruptioncardsmaynot beplayedon TheBalrog.

� Normally, TheBalrogmaynot usestarterandregionmovement(asstatedon hiscard).However,
theplayof certainresourcescanexpandhismovementcapabilities.

� TheBalrog’scompany is alwaysovert.

VICT ORY CONDITIONS

As a Balrogplayer, youmaywin in thesamewaya MELE Ringwraithwins: youropponentis eliminated
or you recoverTheOneRingor you havethemostmarshallingpointsat theAudiencewith Sauron.The
following exceptionsapply:

� In orderto win by recoveringTheOneRing,at leastoneChallengethePowercardmustbeplayed
andtheconditionsoutlinedon thatcardmustbemet.

� TheAudiencewith Sauronis handlednormally, andvictory is determinedin thestandardwayby
comparingmarshallingpoints.However, to you (TheBalrog)it is calledyourDayof Decisionand
yourmarshallingpointsreflecthow faryouhaveprogressedtowardstakingyour trueplacein
Middle-earth.You mustplay SuddenCall to call yourDayof Decision.

GETTING READY TO PLAY

A Balrogplayerpreparesfor play just asaRingwraithplayerdoes,with thefollowing exceptions:

Declaring that You are a BalrogPlayer

If you includeTheBalrogcard(thecharactercardwith thespecialreddishbackground)in yourdeckor
sideboard,you area “Balrog player”. In thiscase,youmusttell youropponentbeforechoosingstarting
companies.

Note: You andyour opponentmaybothbeBalrogplayers,but winnerwill probablythefirst playerto
gethis Balroginto play.

Your Location Deckand Sites

Your locationdeckmayincludeonecopy of eachof theminionsitecardswith thefollowing exceptions:
Insteadof thenormalminionsitecardsusetheBalrog-specificsitecardsfor:

� Moria, CarnDûm,Dol Guldur, MinasMorgul

� All Under-deepssitecards

� All Dark-holds(Barad-dûr, Cirith Ungol,Cirith Gorgor)

� Sincethey areyouronly Darkhavens,TheUnder-gatesandMoria aretheonly sitecardsthatyou
mayincludemultiple copiesof in your locationdeck.

� Geanna-Lisch is a Ruins& Lairswith noDarkhaveneffects.
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Your Starting Company, Play Deck,and Sideboard

Yourstartingcompany andplaydeck(andyoursideboard)maybeconstructedlikeany other
Ringwraith’s-with thefollowing exceptions:

� “Balrog specific”cardsmaybeincluded.Suchcardsmayonly beincludedin aBalrogplayer’s
deck.“Balrog specific”cardsdonot requirethatTheBalrogbein play, only thatyouareaBalrog
player.

� Only Orc andTroll minioncharacterscanbeincluded.

� Only Orc,Troll, Dragon,Wolf, andAnimal factionsmaybeincluded.

� Unlessthey are“Balrog specific”characters,only minioncharacterswith amind lessthan9 canbe
included.

� Agentscountashazards,not ascharacters.

� A Balrogplayermaynot includeany of thefollowing cards:AbovetheAbyss,TheLidlessEye,
Badeto Rule, Morgul-blade, TheBalrog (Ally), Newsof theShire, TheBlack Council,Opento the
Summons,Black Horse, OrdersFromLugbúrz,Black Rider, PaddingFeet,By theRingwraith’s
Word, TheRingLeavesits Mark, Creatureof an Older World, Ringwraith cards,Fell Rider, Sauron,
TheFiery Blade, They RideTogether, Helmof Fear, UseYour Legs,HeraldedLord, Whilethe
Yellow FaceSleeps,Durin’sBane, Balrog of Moria, Kill All ButNOT theHalflings

Starting Site

You mayhaveup to two startingcompanies-they maybegin play at Moria and/orTheUnder-gates.

Charactersand Companies
� TheBalrogmustcomeinto play atTheUnder-gates(i.e.,hemaynot comeinto playat Moria).

� Characterswith ahomesiteof “Any Dark-hold”haveahomesiteof “Any non-Dark-hold
Under-deepssite” instead.

� Duringhisorganizationphase,aBalrogplayermaybring into play (and/orremovefrom play) up to
two characters-oneof thesecharactersmustbenon-unique.Thenormalrequirementsfor bringing
into play (or removing from play)a charactermuststill bemet.

� WhenaBalrogplayerbringsinto play a non-uniquecharacterwith a mindof 3 or less,that
charactermaycomefrom his hand,his discardpile, or hissideboard.

� Agentsmaynot beplayedascharacters.

MOVEMENT

Therearethreetypesof movementin MECCG:startermovement,regionmovement,andUnder-deeps
movement.

� Balrogcompaniescanneverusestartermovement.

� Whenoneof yourBalrogcompaniesmovesto asite,youandyouropponentdraw cardsbasedupon
thesitebeingmovedto. This appliesevenif moving to oneof yourDarkhavens.
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MISCELLANEOUS
� If youarea Balrogplayer, youropponentmaynot play any of thefollowing cards:TheBalrog

(Ally), TheBlack Council,Durin’sBane, Balrog of Moria, ReluctantFinal Parting. However, if at
any timeyouropponenthasoneof thesecardsin hishand,hemayremoveit from play andbring
onecardfrom his sideboardinto his playdeck.

� Ringsarenot automaticallytestedfor aBalrogplayerat Barad-dûr.

� A Balrogplayermaynot storeanythingat Barad-d̂ur.

� Shelob,Spiderof Mrlat, andBalrog of Moria areSpawn.

� A non-BalrogplayercannotuseBalrogsites.However, for thepurposesof playingcertainhazards,
anon-Balrogplayer’s locationdeckmayincludeonecopy eachof: AncientDeep-hold,The
Wind-deeps,TheDrowningDeeps,TheRusted-deeps,andRemainsof Thangorodrim (i.e., the
Balrogsitesfor which thereis nocorrespondingheroor minionsite).

� If TheBalrogis in playor hasbeendefeated,ignoreall Balrogautomatic-attacks(i.e.,at The
Under-gates).

CLARIFICA TIONS

Defeatinga Permanent-event

Certainhazardpermanent-eventsindicatethatthey give “kill” marshallingpoints(e.g.,Dragon“At Hunt”
and“At Home”cards,the“Spawn” hazardsfrom Middle-Earth:TheBalrog, etc.).Eachof thesecardshas
anattackassociatedwith it. If suchanattackis defeated,treattheassociatedcardasa defeatedcreature.

Placementof Cards Clarification

“Off to the side”
Certaincardsandeffectsrequireothercardsbeplaced“off to theside” (e.g.,Sack OvertheHead). Cards
placedoff to thesideareplacedon theplayingsurface,usuallyoff to thesideof thenormalareaof play.
Suchcardsarekeptwith theirhostpermanent-eventthatcausedthiseffect. Any cardplacedoff to theside
absolutelycannotbetargetedor otherwiseaffectedby thegameexceptby cardsthatspecificallyaffect
cardsplaced“off to theside.”
Cardsplacedoff to thesidearein play for thepurposesof uniqueness.Unlessstatedotherwise,whena
hostpermanent-eventis removedfrom theplayingsurface,any cardsplacedoff to thesideunderit are
discarded.Usuallythehostcardwill statesomemechanicthataffectsthecardsplacedoff to thesidewith
it. Unlessstatedotherwiseon its hostcard,a cardplacedoff to thesidewill give its marshallingpointsto
its owner. As amajorexception,“taking prisoners”cards(primarily from Middle-earth:Dark Minions)
yield negativemarshallingpointsfor characterstakenprisoner.

Cards With Multiple Actions

If acardspecifiesthatmorethanoneactionoccurswhenthecardis itself resolvedin achainof effects,all
of theseactionsareto beresolvedin thecard’schainof effectsuninterruptedandin theorderlistedon the
card.No actionsmaybedeclaredto occurbetweenthesemultipleactions.Theactionslistedon thecard
areconsideredto havebeendeclaredin thereverseorderasthey areprinted.As anexception,in oneof
theeffectsof a cardis anattack,cardsmaybeplayedthatcanceltheattack,canceloneof thestrikes,or
thatotherwiseareplayableduringthestrikesequence.

Discarding Cards

Whena cardleavesactiveplay (discarded,eliminated,returnedto owner’shand,etc.),discardall cards
playedon it.
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TOURNAMENT RULES
� Spawn hazardpermanent-eventscountashalf acreaturefor theCouncilof Lórien12-creature

minimum.

� A Balrogplayerhasanextra+5 generalinfluencethatcannotbeusedto controlcharacters.

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.

� UnlessyouareaBalrogplayer, youmaynotconsidermarshallingpointsassociatedwith acompany
atanUnder-deepssitefor thepurposesof 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.

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.

5



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 a surfacesiteto its Under-deepssitedoesnot needto make a roll. As
an exceptionto this, a Balrogcompany moving betweenthe Blue MountainDwarf-holdandthe The
Drowning-deeps(or betweentheIron Hill Dwarf-holdandtheTheRusted-deeps)mustroll thenumber
givenon theUnder-deepssite,which is normally13andimpossibleto roll.
Note: MovementbetweenanUnder-deepssiteandits surfacesiteis not affectedby modificationsthat
affectmovementbetweentwo Under-deepssites.

Example: A Balrogcompany thatstartsat CarnDûm canmove normallyor it canmove to TheIron-
deeps-TheIron-deepslistsCarnDûmasanadjacentsite.Similarly, aminioncompany thatstartsatThe
Iron-deepsmayattemptto move to any adjacentsitelisted: CarnDûm (0), TheUnder-leas(6), or The
Under-vaults(7). However, aftercommittingto movement,themoving playermustroll a6 or betterto
successfullymoveto TheUnder-leasor a 7 or betterto successfullymoveto TheUnder-vaults.
Example: A company is moving from The Under-grottosto Goblin-gatewith Long Winter in play.
Long Winter’seffect of returninga company to thesiteof origin hasno effect,sinceit dependson the
company’ssitepath,andthecompany hasnositepath.LongWinter’seffectof tappingasitewill work,
sincethateffectdependson thesite’s sitepath,which still exists.Finally, creaturescanonly beplayed
keyedto theShadow-holdof Goblin-gate.

. . .

Middle-earth:TheBalrog is a setof expansioncardsfor Middle-earth:TheWizardsandMiddle-earth:TheLidless
Eye, collectiblegamesproducedby IRON CROWN ENTERPRICES, INC, (ICE), Charlottesville,Virginia,USA, the
exclusive holderof theworldwideadventuregamesbasedonJ.R.R.Tolkien’s TheHobbitandTheLord of theRings.
Copyright 1995,1996,1997TOLKIEN ENTERPRISES, a devision of THE SAUL ZAENTZ COMPANY, Berkeley, C.A.
All rightsreserved.
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