
MIDDLE-EARTH: DARK MINIONSTM

This insertprovidesexplanationrulesandclarificationsfor usewith all Middle-earthCollectableCard
GameTM(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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Minion Cards (Clarification)

MEDM includesminioncards-anew typeof cardwith anew typeof template-thebackgroundis iron with
a “rusted”purpletint. In MEDM, minionsareusedashazardscalledagents. An agentis ahazardthat
representsanindividual thathasbeensentona covertmissionby theDark-lordor oneof his Dark
Lieutenants.However, not all agentsareminions.Thetwo agentson thenormalhazardtemplateare
“non-Minion agents:”My PreciousandLobeliaSackville Baggins.
Theconceptof minionsusedin a non-agentfashionwill beintroducedin Middle-earth:TheLidlessEyeTM

(astand-aloneexpansiondueout in theSpringof 1997).In TheLidlessEye, minionswill beusedlike
characters,but eachminionwill beundertheinfluenceof oneof Sauron’sDark Lieutenants.

1



Permanent-events(Clarification)

If oneof yourcompaniessplitsinto two or morecompanies,youmayplaceany resource
permanent-eventsthatwereon theoriginal company (asa whole)with any of theresultingcompanies.
Someeventsof this typemustbediscarded(asspecified)whenacompany splits(e.g.,Fellowship).
You maynot makeaninfluenceattempton anitemwith apermanenteventon it.

Placementof cards “off to the side” (Clarification)

Certaincardsandeffectsrequireothercardsbeplaced“off to theside” (for example,Sacrificeof Form
from Middle-earth:TheWizardsTM). Cardsplacedoff to thesideareplacedon theplayingsurfaceoff to
thesideof thenormalareaof play. Suchcardsarekeptwith their hostpermanent-eventthatcausedthis
effect. Any cardplacedoff to thesideabsolutelycannotbetargetedor otherwiseaffectedby thegame
exceptby 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. Unless
statedotherwiseon its hostcard,acardplacedoff to thesidewill give its marshallingpointsto its owner.
However, thecardstypical with Middle-earth:Dark Minionsare“taking prisoners”cards,andcharacters
takenprisoneryield negativemarshallingpoints.

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
thismazeof tunnelsandchambersto travel surreptitiouslythroughoutEndor. AlthoughEndorchanged
during the ElderDays,the coreof the Under-deepssurvive. Thoughtravel betweenthe underground
sitesis now difficult, if not impossible,for all but the greatest(and luckiest)explorers. Blocked or
twisting away from their original course,the Under-deepsseembroken. Junctionsandstrongholds
seemlost. Many appearassimplecavesor sidepassages,no longerresemblingtheir 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.

� 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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� Youmaynot considermarshallingpointsassociatedwith acompany at anUnder-deepssitefor the
purposesof calling theFreeCouncil.

Example: LegolastapsandplaysGlamdring(amajoritem)at TheUnder-grottosandthesitetaps.At
thispoint,Gimili couldonly tapto playaminor itematanon-Under-deepssite.But TheUnder-grottos
is anUnder-deepssite,soGimili cantapto playanythingplayableatTheUnder-grottos:aminor item,
a majoritem,or a gold ring. He tapsandplaysa PreciousGold-ring.

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 andthe
movement/hazardphaseproceedsasif thecompany hadnot moved.

Note: A company moving from asurfacesiteto its Under-deepssitedoesnot needto makea roll.
Example: A company thatstartsatCarnDûmcanmovenormallyor it canmoveto TheIron-deeps-The
Iron-deepslists CarnDûm asanadjacentsite. Similarly, a company thatstartsat TheIron-deepsmay
attemptto move to any adjacentsite listed: CarnDûm (0), The Under-leas(6), or The Under-vaults
(7). However, aftercommittingto movement,themoving playermustroll a 6 or betterto successfully
moveto TheUnder-leasor a 7 or betterto successfullymoveto TheUnder-vaults.

MANIFESTATIONS

Certainentities(e.g.,theBalrog,Gollum,Lobelia,etc.)haveseveraldifferentmanifestations, each
representedby a differentMECCGcard.

� If onemanifestationof suchanentity is alreadyin play, you maynot play anothermanifestationof
thesameentity.

� If anattackfrom a manifestationis defeated,themanifestationis removedfrom play andyou may
notplay any furthermanifestationsof thesameentity.

Exception: Differentmanifestationsof thesameuniqueDragonmaybein play at thesametime.
Note: If onecardsaysthatit is themanifestationof anothercard,theserestrictionsapplyto bothcards.
Example: Gollum(theally manifestationof Gollum) is in playwith oneof yourcharacters.So,neither
you nor your opponentcan play My Precious(the agentmanifestationof Gollum) until Gollum is
discarded.If your Gollum is eliminated,My Preciousandyour opponent’sGollum (if any) maynever
beplayed.

TAKING PRISONERS

Certainhazardpermanent-eventscausea characterto betakenprisoner-thesearecalledhazardhosts.A
charactertakenprisonerimmediatelyleaveshisoriginal company andis placedunderits hazardhost“of f
to theside”. Additionally, theplayerplayingthehazardhostmusttake asitecardfrom his locationdeck
andplaceit with thehazardhost-thisis calledtherescuesite.Playinga rescuesiteis governedby the
following rules.

1. Any restrictionslistedon thehazardhostmustbeobserved(e.g.,it mustbea Ruins& Lairs,must
haveanOrcautomatic-attack,etc.).
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2. If thehazardhostis playedon a charactermoving with regionmovement,therescuesitemustbea
sitelocatedin a region in which thecharacterwasmoving or in a regionadjacentto a region in
which thecharacterwasmoving.

3. If thehazardhostis playedon a charactermoving with startermovement,therescuesitemustbe
locatedin theregioncontainingthesiteof origin or thenew site.

4. If thehazardhostis playedon a characternotmoving, therescuesitemustbelocatedin thesame
regionasthecharacter’ssite.

5. If thehazardhostis playedon a charactermoving to a new sitethatis anadjacentsiteof an
Under-deepssite,therescuesitecanbethatUnder-deepssite.

6. If a rescuesiteis not availablewithin theserules,thehazardhostcannotbeplayed!

7. Whenremovedfrom theplaysurface,rescuesitesalwaysreturnto thelocationdeck.

Whentakenprisoner, a charactercannottakeany actions(includinghealingor untapping)andcannotbe
affectedby any cardsexceptfor thosethatspecificallyaffect characterstakenprisoner. A charactertaken
prisoneris not controlled(i.e.,doesnot useany influence),andall of his followersrevert to general
influence(whichmustbelegally reconciledduringhisplayer’snext organizationphase).Any items,allies,
or eventscontrolledby acharacterarediscardedwhenthecharacteris takenprisonerunlessthehazard
hoststatesotherwise.As anexception,a ring bornby animprisonedcharacterstayswith thecharacter.
While aprisoner, acharacteryieldsnegativecharactermarshallingpointsequalto themarshallingpoints
henormallywouldgive. If eliminatedwhile imprisoned,thecharacteryieldsthesenegativecharacter
marshallingpointspermanently(placethecharacter’scardin yourmarshallingpoint pile).

Rescueand the Rescue-attack

Hazardhoststhatcausea characterto betakenprisonerrequireacompany controlledby theplayerof the
imprisonedcharacterto rescuethecharacterin orderto returnhim to a normalstatusof play.
Alternatively, if thehazardhostis discardedby anon-rescuemechanism(e.g.,by MarvelsTold), the
characterformshis own company at therescuesite.At any point outsideof theinitial attackor conditions
by whicha hazardhostis played,thehazardhostis discardedif thereareno imprisonedcharactersare
underit. Whenever, thehazardhostis discarded,therescuesitealwaysreturnsto thelocationdeck.
To rescuea character, thecompany mustbeat therescuesiteduringthesitephaseandmustfaceany
automatic-attacksat thesiteasnormal.Thesitecanbetappedor untapped.Thecompany mustnext face
any rescue-attacksat thesite.Rescue-attacksarenot consideredautomatic-attacks.Following the
rescue-attack,anuntappedcharacterin therescuingcompany cantap,andall characterstakenprisoner
underthehazardhostimmediatelyjoin thecompany undergeneralinfluence(whichmustbelegally
reconciledduringtheplayer’snext organizationphase)—therescueattemptis successful.Thecompany’s
sitethentaps(if untapped),andoneminor item maybeplayedwith anuntappedmemberof therescuing
company.

Note: If hehasoneavailable,aplayermustuseasitefrom hisown locationdeckto rescueimprisoned
characters.If he doesnot have the site or if the site is in his discardpile, the copy with the hazard
hostcanbe usedto show the rescuingcompany’s movement(if the rescueattemptis successful,the
sitewould remainin playuntil thecompany leavesthesite). In thiscasethesiteis notavailablefor the
rescuingplayerto usefor any purpose(otherthanto rescueprisonersandplay oneminor item) until
thecompany leavesthesiteandhisplay deckis exhausted.

AGENTS

An agenthasthesameattributesasacharacter:race,skills, directinfluence,prowess,body, mind,
marshallingpoints,andspecialabilities.Duringplay, eachagentmustbein oneof thefollowing states:
face-down anduntapped,face-down andtapped,face-upanduntapped,face-upandtapped,or face-upand
wounded.
An agentcanbethoughtof asa hazard thatactsasa creaturewith thefollowing specialeffects:
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� It normallyremainsin playuntil it is eliminated.

� If usingtheminimumnumberof creaturesrequirement(i.e., in theCouncilof Lórientournament
rules)for a startingplay deck,eachagentonly countsashalf a creature.

� Thetotal of themindattributesof all of youragentsin yourplay deckandsideboardmaynot
exceed36.

An agentis alwayslocatedatasite.Onceanagenthasbeenrevealedor hasmovedto asitethatis notone
of its homesites,oneof yoursitecardsmustbeusedfor this purpose.A face-upagent’ssitecardmust
alwaysbeface-up.Agentsmoveandoperatealone(i.e., they do not moveandoperatein “companies”).
Eachagentis unique—allnormalrulesapply. If a specificagentis in play face-upanda second,identical
agentis turnedface-up(i.e., it is revealed),thesecondagentis immediatelydiscarded.

Untapping an Agent

Eachof youragentsuntapsduringyouruntapphase.

Playing an Agent

To play anagent,placeit face-down (anduntapped).Theagentis assumedto beat any oneof its home
sites(no sitecardis required).

Agent Actions

Eachof youragentswho wasalreadyin playat thebeginningof youropponent’sturnmaytakeoneand
only oneof thefollowing actionseachturn.

� A tappedor untappedagentmaymoveto a non-Haven,non-Under-deepssitein thesameregionor
in anadjacentregion (seebelow). Theagenttapsif not alreadytapped.

� An agentmayreturnto its homesite(i.e., removeall of thesitecardson theagent).

� An agentmaytapto makecertaincreaturesplayableat its currentsite(seebelow).

� A woundedagentmayheal(i.e.,movefrom woundedstatusto tappedstatus).

� A tappedagentmayuntap(i.e.,movefrom tappedstatusto utappedstatus).
[NOTE: This rule doesnot appear in the rules insert with the boosterpacks.This rule is
correctand shouldbe consideredasthough it wereprinted in the rules insert.]

� An untapped,face-upagentmaybeturnedface-downalongwith its sitecard.

Performingany oneof theseactionswith anagentcountsasoneagainstthehazardlimit. Theseactions
mayonly betakenduringyouropponent’smovement/hazardphase.

Note: Certaincardsallow anagentto takemorethanoneactionduringa giventurn.

Moving an Agent (AgentAction)

Whenoneof youragentsmoves,tapit andplaceits new sitecardon topof theagentandany othersite
cardsalreadyon theagent(face-upif theagentis face-up,face-down if theagentis face-down). If the
agentis face-up,returnto your locationdeckall sitecardsotherthanthenew sitecard.Thus,thetopsite
cardonanagentindicatesits currentsite.
Alternatively, youmayremovethetop sitecardon a face-down agent(i.e., it movesbackto its previous
site).

Note: If StarterRulesarebeingusedand/oryouarenotusingregionmovement,agentsmaynotmove.
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Revealingan Agent

You mayturn any of your face-down agentsface-up(i.e., revealthem)at any time duringyouropponent’s
movement/hazardphase.Thisdoesn’t countasanagentactionasoutlinedaboveand it doesn’t count
againstthehazardlimit. Alternatively, youmustrevealanagentwhenit attacks,whenit makesan
influenceattempt,or whencertaincardsareplayed.

Note: Certainhazardcardsspecifythatanagentmusttapfor thecardto takeeffect. A face-down agent
thattapsin this fashionmustberevealed(i.e., turnedface-up).

If oneof youragentsis revealedbeforeit hasmoved,you mustimmediatelychoosewhich homesiteit is
at-placetheappropriatesitecardwith theagent.If youdo not havesuchasitecardin your locationdeck,
discardtheagentat theendof thecurrentturn.
If oneof youragentsis revealedafterit hasmoved,thefirst sitecardthatwasplayedmustbeoneof its
homesitesor it mustbein thesameregionasoneof theagent’shomesitesor it mustbein a region
adjacentto a region thatcontainsoneof theagent’shomesites.Any sitecardotherthanthefirst sitecard
mustbein thesameregionastheprevioussiteplacedon theagentor it mustbein a regionadjacentto the
region thatcontainstheprevioussiteplacedon theagent.
If oneof youragent’sseriesof sitesindicatingits travel is illegal, theagenthasno effect. In addition,it is
immediatelydiscardedandany sitecardsassociatedwith theagentarereturnedto your locationdeck.
Whenoneof youragentsandits sitecardsarerevealed,all sitecardsotherthantheagent’scurrentsite
cardarereturnedto your locationdeck(afterverifying thatthepathof movementwaslegal).

Playing Creaturesat an Agent’s Site (AgentAction)

If oneof youragentsandoneof youropponent’scompaniesarebothat thesameRuins& Lairs (
�
),

Shadow-hold( � ), or Dark-hold( � ), youmaytaptheagentandthenattackthatcompany with any
non-uniquehazardcreatures(regardlessof whatthey arekeyedto) of thesamecreaturetypeasthesite’s
automatic-attack.
If oneof youragentsandoneof youropponent’scompaniesarebothat theagent’shomesite,youmaytap
theagentandthenattackthatcompany with certainhazardcreatures(regardlessof whatthey arekeyed
to) baseduponthesitetype:

� Youmayplay Men,Dwarves,Elves,Dnedain,andHobbitsatFree-Holds( � ).

� Youmayplay Orcs,Nazĝul, Men,Dwarves,Elves,Dnedain,andHobbitsat Border-Holds( � ).

� Youmayplay Orcs,Nazĝul, andTrolls at Ruins& Lairs (
�
).

� Youmayplay Orcs,Nazĝul, Undead,andTrolls atShadow-Holds( � ).

� Youmayplay Orcs,Nazĝul, andTrolls at Dark-Holds( � ).

In eithercase,if acreatureis playedin this manner, theagentis revealed(if it wasnot alreadyrevealed).

Attacking With an Agent

Duringyouropponent’ssitephase,eachof youragentsmayattacka company if thefollowing conditions
aremet:

� Theagentis at thesamesiteasthecompany.

� Thecompany decidesto enterthesite.

Thisattackis declaredandenactedat thestartof thesitephaseimmediatelyfollowing any
automatic-attack.If face-down, turn theagentface-up.

Note: Certaincards(e.g.,CunningFoes,To GetYou Away, etc.) allow anagentat a company’snew
siteto attackacompany duringthemovement/hazardphase.
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ResolvingCombat With an Agent

Whenoneof youragentsattacksit is consideredto betheattacker andit hasonestrikeunlessmodified.
Combatwith anagentis handledlike any othercombatwith thefollowing exceptions:

� Theprowessfor eachof theagent’sstrikesis modifiedby a roll (2D6)-aseparateroll is madefor
eachstrike.

� A woundedagent’sprowessis modifiedby -2.

� If theagentis face-downwhentheattackis declared,oneof thefollowing applies:

– If at his homesite,hisprowessis modifiedby +5 for thatattackand his bodyis modifiedby
+1 and theattackerchoosesdefendingcharacters.

– If not athis homesite,his prowessis modifiedby +2 for thatattack.
If a face-down agentattacksastheresultof theplay of a card,theagentis consideredto be
face-down whentheattackis declared.

� If theagentis face-upat hishomesitewhentheattackis declared,hisprowessis modifiedby +2
for thatattackand his bodyis modifiedby +1.

� After thecombat,theagentremainsin play and it mustbeface-upandtappedor face-upand
wounded.

Note: Agentsarenot characters-youmaynot playresourcecardsto modify anagent’sprowess(e.g.,a
Risky Blow will not affectanagent’sprowess).Hazardcardsaffectanagentattacknormally.

Example: During your opponent’smovement/hazardphase(MH-phase),you play Gisulf, countingas
oneagainstyour hazardlimit. He is placedface-down andis consideredto startat any of his home
sites:Woodmen-town, Lake-town, or Dale(your choicewheneverheis initially revealed).Gisulf may
not take anactionthis turn-hewasjust played.However, if oneof your opponent’scompanieswereto
moveto oneof Gisulf’shomesitesthis turn,Gisulf couldattackit duringits sitephase.
During your opponent’s next MH-phase,his main company moves to Lórien. You decideto move
Gisulf to a site in the Anduin Valesso thathe is closerto moresitesreachablefrom Lórien. He can
do this becauseWoodmen-town is in WesternMirkwood,which is adjacentto Anduin Vales. Oneof
your own company’s is at Eagle’s Eyrie andFramsburg is in your discardpile, so thosecardsarenot
availablefor Gisulf to use.Thus,Gisulf canonly moveto GladdenFieldsor Beorn’sHouse.Youmove
him to GladdenFields(countsoneagainstthehazardlimit), tappinghim andplacingthatsitecard(his
currentsite)face-down on top of Gisulf. Maybeyouropponentwill try to geta ring next turn.
Gisulf untapsduring your untapphase.During your opponent’s next MH-phase,his main company
revealsthatit is moving to Goblin-gate.SinceGoblin-gateis in High PassandHigh Passis adjacentto
AnduinVales,youmoveGisulf to Goblin-gate-tappinghim andplacingyourGoblin-gatesitecard(his
currentsite)face-down on top of him.
At this point Gisulf is at the company’s new site andyou couldplay certainhazardcards:e.g.,Seek
Without Success(returnsthecompany to its siteof origin). Unfortunately, you don’t have any of these
cardsin yourhand.
Duringthesitephase,thecompany entersGoblin-gateandfacestheautomatic-attack.Then,youdecide
to attackthemwith Gisulf. He is turnedface-upandthesitecardson Gisulf arerevealedandchecked.
He traveled from Woodmen-town (his chosenstartinghomesite) in WesternMirkwood to Gladden
Fieldsin Anduin Valesto Goblin-gatein High Pass.Eachof theseregionsis adjacentto theprevious
oneplayed,soGisulf movedlegally. TheGladdenFieldssitecardis returnedto your locationdeckand
Goblin-gateis left face-upwith Gisulf.
Gisulf’s prowessfor this attackis 7 (5 normal,+2 becausehe was face-down when the attackwas
declared).Elladanis untappedandis in thetargetcompany, soyour opponentchooseshim to take the
attack.Elladan’sprowessis 5 (hisnormalprowessof 5 becausehedecidesto tap).You(Gisulf) roll an
eightfor a total of 15,while youropponentrolls a six for a totalof 11—Elladanis wounded.
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Marshalling Points fr om Agents

Only youropponentcanreceivemarshallingpointsby defeatinganagentthatyouplayed.If youdefeatan
agentthatyouplayed,it is removedfrom thegameandno onereceivesits marshallingpoints.
Marshallingpointsfrom defeatinganagentcountaskill pointsnot ascharacterpoints.

Influencing With an Agent

Duringyouropponent’smovement/hazardphase,certaincardsandspecialabilitiesallow youragentsto
attemptto influenceallies,factions,followers,andcharacters.After aninfluenceattempt,theagent
remainsface-upandin play.
To influenceanally, follower, or character, theagentmustbeat thenew sitefor thetargetor at thetarget’s
currentsiteif thecompany did not move. To influencea faction,theagentmustbeat thesiteat which the
factionis playable.
To attemptto influencein this manner, youragentmustmakeaninfluencecheckasoutlinedin section9
of theStandardRules.However, thefollowing exceptionsapply:

� Youragent’sunuseddirectinfluenceandany othermodificationsareused(i.e., theagentis doing
theinfluencing,not acharacter).

� If youragentis at hishomesitehis directinfluenceis modifiedby +2.

� Youcan’t useresourcescardsto helptheattempt(e.g.,youmaynot revealanidenticalresource
card,youmaynot usea Muster, etc.).

� If thetargetcharacter(or follower) hasthesamehomesiteastheagent,treatthecharacter’s (or
follower’s)mindattributeaszeroandyouragent’s roll is modifiedby +2.

� If thetargetally is playableat theagent’shomesite,treattheally’smindattributeaszeroandyour
agent’s roll is modifiedby +2.

� If thetargetfaction is playableat theagent’shomesite,treatthenumberrequiredto bring the
factioninto play aszeroandyouragent’s roll is modifiedby +2.

CREATURES AS AUTOMATIC-ATTACKS

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

. . .

MiddleEarth: Dark Minions is a setof expansioncardsfor MiddleEarth: TheWizards, a collectiblegameproduced
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