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Letter from the Guard House
James Kight
Another hectic month or so, another
jam-packed issue of the newsletter.
I’ve gotten such a great response to the
newsletter. Thanks to everyone who
has responded with all of your comments, both good and not so good. I
listen to everything you say.
Unlike last issue, which was a purging
of all of the unpublished (up to that
point) articles and interviews, this issue is packed with all new material.
I’ve got a great interview for you with
Donato Giancola, including a brand
new sketch done exclusively for the
Newsletter! My thanks to Donato!
The art I have included of his is but the
tip of the iceberg. I encourage you to
visit his website.
I’ve also got a great interview with
Tom Lischke of Decipher regarding
the new Lord of the Rings Trading
Card Game, followed by a four page
review of recently revealed cards and
the card template in general.
Julian Wilson is also back with the
Newsletter with a new article about
Middle-Earth and Old English. You
will learn the origins of the word
“wight.” Very cool.
The Deck Tip article for this month
continues the examination of spell
cards, and goes into detail about the
minion spell cards, covering Shadowmagic, Sorcery, and Spirit-magic.
Lots of great information for those of
you who might be thinking of using a
few spells.

The Card Review is back with 2 similar cards, Here Is a Snake and Spying
Out the Land. Similar, but very different, as the article will bear out.
Continuing the free board game idea,
I’ve included a fun little board game
called Beorning Breakfast Banquet.
You and your friends will compete to
see who can come home to Beorn’s
House with the most food to feed hungry Bilbo and the thirteen Dwarves.
The game includes a 2 page game
board, and 3 pages of cards for use in
the game. I hope you enjoy it.
I got married a few weeks ago on September 22, 2001. For those of you
who know your Tolkien, that is indeed
the birthday of Bilbo and Frodo.
Strangely enough, as cool as it would
have been for me to have chosen that
date on purpose, my wife Gina chose it
instead for the fact that it was the first
day of Fall, her favorite season. Only
later did she find out how stoked I was
to be married on that date.
Practically none of her family knew
the story of the Hobbit and The Lord
of the Rings, so we ditched the idea of
putting a picture of Bilbo on the wedding program. Oh well. It was still a
fantastic day. A few of my friends
came to the reception, and I asked
them if they had brought their cards to
play a quick pick-up game of
MECCG. :-)
On a more serious note, I must at least
make mention of the tragic events of
September 11, 2001. None of use
could have ever expected such a trag-

edy to occur. It is not just the United
States but the entire world that
mourns such a heinous act.
I would personally like to remember
and to dedicate this issue to those who
have fallen, both in the sky and on the
ground. Yours was a high price to
pay to bring this world to its senses. I
pray these events will have not been
forgotten even in the everyday lives
of each of you around the world.
As everyday citizens of the world, we
may be at a loss initially as to what
we can do, but I think the immense
wave of giving and stewardship have
shown these merchants of hate that
love does indeed conquer all.
Peace to each and every one of you.
James Kight, October 2001
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Featured Artist: Donato Giancola
James Kight
Of all the MECCG artists, and there
are quite a few, one of the artists I always considered to be a classic artist
was Donato Giancola. Donato (who is
American) always seems to have a
classical feel to his work, evoking a
greco-roman sensibility in his art.
After doing a bit of research on him,
I’ve found that this was much more
intentional than I had imagined. In
fact, the front page to his web site
boasts “Traditional Process, Contemporary Results”. The artists that he
lists as inspirations range from the
dark Caravaggio (1571-1610; see Supper at Emmaus - 1601), the 18th century art of Bougereau (1825-1905; see
The Virgin with Angels - 1900) to the
modern art work of Mondrian (18721944; see The Grey Tree - 1912), and a
few stops in between.
Donato was born in Vermont, and was
originally enrolled at the University of
Vermont majoring in electrical engineering. He soon realized that art
what where he wanted to be, and
found himself at Syracuse University
in the fall of 1989 majoring in fine art
painting.
He moved to NYC in 1992, and sought
work as a book cover illustrator, eventually gaining a commission from
Wal-Mart to paint new covers for the
science-fictions classics The Time Ma-

Cromat from Magic: The Gathering - Apocalypse © 2001 Wizards of the Coast

chine by H.G. Wells, Journey to the
Center of the Earth by Jules Verne and
A Connecticut Yankee in King Arthur’s
Court by Mark Twain. He has had
steady work since.
His online studio (www.donatoart.
com) has a few early interviews, as
well as a well-structured gallery of excellent examples of his art ranging
from sci-fi to fantasy, to classical, to
Tolkien. I have included a few standout examples as well as some surprises
and pre-final art sketches of a few
MECCG cards for you to enjoy.
TOMN: Give us a brief background
of what you have been doing since
1998. Your body of work seems to
blossom with each passing year.

Truce from Magic: The Gathering - 5th Ed. © 2001 WOTC

Donato:
I have been creating a
brighter and better tomorrow for the
world....actually I’ve been working on
more book covers, game cards for
Magic and branching out into the new
territory of portraiture, science-fact
landscapes, and concept work for animation projects. My career is at a
turning point and the quality and con-
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cepts of my paintings seem to be getting better and better (in the words of
other artists). I hope to keep pushing
my work to the edge of possibility.
TOMN:
In previous interviews,
you’ve mentioned a number of classical artists (Vermeer, Van Eyck,
Caravaggio) as well as a few turn of
the century and modern ones
(Bougereau, Mondrian), from whose
work you seem to find inspiration.
Are there any contemporary or post
modern artists you look to?
Donato: I have worked as a studio
assistant for the realist/historicalist
Vincent Desiderio for three years and
consider him one of the most brilliant
artists alive today. I am also drawn to
the naturalistic works of Alexis Rockman, the constructs of Richard Serra
and the architecture of Frank Gerhey
to name just a few.
TOMN: If you could choose a
painter that you could go back in time
to watch (as they paint), which one
would it be, and why?
(Continued on page 4)
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Featured Artist: Donato Giancola (cont.)
Donato: The internet has allowed my
art to reach a broader audience, provided a portfolio for viewing 24 hours
a day to ANYONE with a computer,
given me a new way to sell prints and
originals and allowed me to be interviewed by you!
TOMN: Do you prefer models, photos, or illustrations? I see evidence of
all 3 in your work.

Original sketch of Brand from Middle Earth: The Dragons by Donato Giancola

(Continued from page 3)

Donato: Diego Velazquez would be
my choice. To witness both his working methods in oil technique and to
speak to him regarding the psychological structure of narrative story telling.

TOMN: How has the internet affected
art and the business of art in general
and yours in particular?

Donato: I prefer to work from photos
when creating an illustration, but will
always produce gesture drawings
from live models. There are so many
accidents and discoveries that occur
from real life, your mind cannot be
trained to expect even 1% of them. I
use these studies as spring boards for
the final illustrations and paintings.
As for models, I have never used any
in creating my architecture, dragons
or aliens, not from lack of desire, but
rather from my inability to create a
nice model!
(Continued on page 5)

TOMN: You mentioned in a 1998
interview (Karen Haber Science Fiction Age, November 1998) that you do
not use computer art in your work. Is
that still true today?
Donato: The computer is a major element in my professional business. It
was a minor part back then, but has
drastically grown in value to me the
past few years. From the website to
other forms of self promotion I cannot
do without it as a commercial illustrator. As for what part it plays in the
DIRECT role of my art...almost none
except for the computer scannerprinter I have always used to create
copies of my large cartoons. I still
create all my color studies, drawings,
and final art by hand if I have a
choice.

Brand from Middle Earth: The Dragons by Donato Giancola © 2001 The Saul Zaentz Co.
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Featured Artist: Donato Giancola (cont.)

Original sketch for Greed from Middle Earth: Lidless Eye
by Donato Giancola

The Hobbit: Expulsion © 2000 Donato Giancola for the David Wenzel graphic novel of The Hobbit, Ballantine Books

(Continued from page 4)

TOMN: How did you become involved with MECCG (from Iron
Crown Enterprises)
Donato: My first commission for the
Middle-Earth Collectable Card Game
has a twisted path. I was an avid
gamer back in high school and college
and began collecting the I.C.E. modules from Middle-Earth, both for using
them in games and for the wonderful
art on the covers and in the interiors.
Being a huge fan and an aspiring artist
I sent I.C.E. my portfolio during my
senior year at Syracuse University. I
never heard back from them. Bummer.
It wasn’t until 4 years later that I received a call from their art director.
They were looking for new artists for

their upcoming card game- MECCG:
The Wizards- and was wondering if I
could send them down a new portfolio.
Luckily I had improved since college
and I now had a couple dozen professional book covers to show them.
They were blown away by my current
work and asked me how many cards I
could do. One? Five? Thirty? I settled
on fifteen and had a wonderful time
working on a subject I loved dearly.
Needless to say they kept coming back
with more commissions.
TOMN: What sort of guidance did
you use to complete your Tolkien
paintings? Considering the canonical
nature of Tolkien's work (as viewed by
his fans), did you feel restricted in
painting these pieces?
(Continued on page 6)
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Initial sketch for The Hobbit: Expulsion @ 2000 Donato Giancola
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Featured Artist: Donato Giancola (cont.)
Donato: Surprisingly I don't get the
inquiry of 'favorite painting' asked too
often, but I'm sure you'll be disappointed to learn that I 'don't have a
favorite', probably a common reply to
that old question. I always try to challenge myself from piece to piece, and
find satisfaction in most of my works.
Of course there are ten to fifteen
paintings that do rise above the rest,
but to complicate things further, those
favorites also change as my aesthetic
matures through the years! And you
thought it was a simple question...
Ask me again next year and you'll get
a different response. Some of my better works now are:
Lord of the Rings, The Hobbit, 2001
Revisited, Psychohistorical Crisis,
Construct of Time, Otherness, An,
Mother of Winter, The Five Scholars
of Magic, Obernewtyn, Farseekers,
Queen of Demons, Lethe, Wire Continuum, RingWorld Engineers
How could you pick just one?? What
criteria are you using? What is Titian's best work? Rembrandt's? Vermeer's? Monet's?
The goal is to TRY and make the
Masterpiece each and every time, and
being wise enough to know you
WILL fall short.

Construct of Time © 1993 by Donato Giancola for Shadows Fall novel by Simon Green, Penguin

(Continued from page 5)

Donato: Creating a Tolkien painting
means you will be placed under a
magnifying glass when it comes to
details. But luckily Tolkien provided
very little physical descriptions in his
works of either the characters or
places. This is what I love regarding
the works, it allows the artist to have a
very broad range of interpretations.
Unfortunately for me, I.C.E. already
had hundreds of illustrations based on
these works and wanted a strong conti-

nuity look for the images in the cards.
Thus I wasn’t able to really shine until
I created the covers for The Hobbit
(both graphic novel and novel) and The
Lord of the Rings a few years later. I
know those books inside and out, but
still found myself making a few mistakes. I now run my sketches past my
friends as a double check to catch any
errors in the details.
TOMN: What is your favorite painting (of your own) currently?
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TOMN:
What is your favorite
Tolkien painting?
Donato: That one is easy since I only
have two running for that position.
The recent cover for the Hobbit
graphic novel is my best work to
date...but watch for more next year!
TOMN: Name a subject matter that
you have not painted but have always
wanted to, and why.
Donato: I am still waiting for my
schedule to free up so I have the time
to create a series of works based on
(Continued on page 7)
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Featured Artist: Donato Giancola (cont.)

Sketch #2 for The Lord of the Rings @ 1999 Donato Giancola

The Lord of the Rings © 1999 Donato Giancola for The Lord of the Rings, Doubleday Bookclub Edition

(Continued from page 6)

early humans; a kind of science fiction
of the past. We really don’t know
what they were like 2 million years
ago in their dress, customs, social behavior, walking the savannas of Africa

and traveling the coasts of Asia. This
love of science predates my love of
fantasy and science fiction, thus has
deeper childhood roots and motivations.
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TOMN: Are you ever surprised by
your own work?
Donato: Very rarely, I feel I am not
all that creative and just build upon
the successes and experiments of others. To be truly surprised means
you’ve stepped out on a limb into an
area no one has ever been before. I
still can wait for that feeling to hit me.
TOMN: Do you listen to any music
as you paint? Which artists?
Donato: Yes I love music, mostly
minimalists works by Philip Glass and
Steve Reich, but also classical medieval works from before the baroque
period: early music it is called, pilgrim dances, chant, etc... I also enjoy
college radio, introducing me to bands
and sounds you can’t get on main(Continued on page 8)
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Featured Artist: Donato Giancola (cont.)

Esmar Tuek: Dune b y Donato Giancola © 1997 Last Unicorn Games for the Dune Trading Card Game

(Continued from page 7)

stream stations. Add into this a bit of
talk radio from New York’s Public
Radio station, WNYC, and you have
my full listening range.
TOMN: What current books are you
reading, if any?
Donato: I have just finished Dune for
the first time and am reading The Lord
of the Rings again for only the second
time! Not to say I haven’t studied the
works of Tolkien, for I’ve read the
Silmarillion, Unfinished Tales, Lost
Tales and most of the books of notes
compiled by Christopher Tolkien, but
I haven’t read the works as a novel
since high school. It is a thrill to re-

experience the works after so many
years. Inspiration for more paintings.
I also enjoy reading science novels on
the topic of early humans- Lucy to
Language, Wonderful Life, The Neandertal Enigma - are just a few.

for animation, a book cover for TOR
Books, my own children’s book and
another private commission on the
topic of The Princes of Amber. And
even more to come! I never stop.…

TOMN: What painting are you currently working on?
Donato: A private commission triptych for a collector in Washington,
DC , of a Viking mythology interpretation of Eric Bright-Eyes by Haggard.
A large work that I will post on my
website when it is completed, hopefully in the spring of next year. Also
on the table is a portrait for the Free
Masons in Philadelphia, concept work

The Ruling Ring @ 1997 Donato Giancola

New Plymouth blueprint
@ 2000 Donato Giancola
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Featured Artist: Donato Giancola (cont.)

Bilbo Fighting the Spiders in Mirkwood © 2001 Donato Giancola
Original sketch drawn exclusively for The Official MECCG Newsletter
My sincerest thanks to Donato for all
his time and consideration. He is a
super nice guy and although this may
sound odd, very prompt returning
emails. After the tragedy of the World

Trade Center on September 11th, I
emailed Donato to make sure he and
his family were safe, as they currently
live in Manhattan. He responded
within a day that he and his family
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were safe and sound. If you have
time, please visit his website and take
a tour of his artwork. The art he has
posted is well worth the time spent.
See you next issue!
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Card Review: Here is a Snake / Spying out the Land
all really nasty hazards. But at least
you’ve gotten a peek at what he has to
better prepare yourself to face them.

James Kight
In the game of life, it always pays to
know what lies ahead. Whether there
are signs along the way to point you in
the right direction or people who offer
advice, having an idea about the road
ahead gives you options. Do I forge
ahead based on this knowledge, or do I
avoid it for the same reason?

The bad thing with this card is that
you have to play it after you’ve already committed to move, and your
opponent, knowing where you are
headed, may simply decide to show
you just enough to hurt you. Basically, if you’re already headed to Bree
from Rivendell, your opponent should
only bother showing you creatures
that will affect you this turn, and not
bother revealing anything else to you.
As we’ll see shortly, this is not an issue with Spying Out the Land.

In the same manner, Here Is a Snake
and Spying Out the Land gives you
options. They tell you what your opponent plans to play on you, and let
you adjust your plans accordingly.
Although, as we’ll discover, each does
their job differently than the other.
Here is a Snake!
Hero Resource Short-Event
Playable on a company during its
movement/hazard phase after cards
have been drawn. Opponent may reveal to you any number of hazards
from his hand. He may only play hazards he revealed to you (including onguard cards) for the remainder of target company's movement/hazard
phase. Alternatively, a face-down
agent is tapped and revealed.
Spying Out the Land
Minion Resource Short-Event
Magic. Spirit-magic. Playable on a
spirit-magic-using character during the
organization phase. Opponent may
reveal to you any hazards from his
hand, and only those hazards can be
played during the character company's
movement/hazard phase. Unless he is
a Ringwraith, character makes a corruption check modified by -3.
Beginning with Here Is a Snake, we
see that it targets a company during
it’s movement hazard phase after cards
have been drawn. It forces your opponent to reveal any number of hazards
to you, which are the only ones he
many then subsequently play on that
company for the remainder of their
movement/hazard turn.

This is a nice ability, and if you play it
right, can effectively cancel your opponent’s plans for you this turn.
For one thing, since you now know
what your opponent is planning on hitting you with, you know how to face
those better. I would imagine that
there have been times where you were
not sure if a Risky Blow or a cancellation card like Concealment would be
the better card right then, or if you
should hold that card because you
aren’t sure if your opponent has another hazard to hit you with.
With Here is a Snake, you know everything he plans on hitting you with, and
can now plan your defense with that
knowledge. If you know your opponent has a Cave-drake and a Wereworm in his hand and can play both,
you are definitely going to want to either cancel or kill that Were-worm.
This puts the onus on your opponent to
think about how he is going to play his
hazards with respect to what order he
plays them. Now that you know what
is in his hand, he has to decide to either
not play anything, play some of the
cards, or play them all. Depending on
what you see, he may not care what
you’ve looked at, especially if they are
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In addition, clarification from the CRF
(version 15.1) indicates that you cannot stop cards already played, so although it would have made Here is a
Snake a great card, you cannot play it
in response to a hazard in order to exclude that hazard from being played
since it wouldn’t be in your opponent’s hand at the time of revealing.
Although, you could play it in response to the play of a recycle card
like Mouth of Sauron or Uvatha to
make sure whatever it was they are
targeting cannot be played that turn.
Example: Your opponent plays Itangast, and you cancel it with Concealment. He knows it’s the 3rd Concealment you’ve played, so he plays
Mouth of Sauron. Because you know
what he’s getting, you immediately
play Here Is a Snake! because you
know Itangast won’t be in his hand
when he reveals his hazards. It won’t
prevent your opponent from getting
Itangast, but it will prevent its play
later in the turn.
Here is a Snake could have been a
great card, but the fact that you have
to play it after you’re already moving
does nothing to deter your opponent
from playing what he was probably
already going to hit you with.
(Continued on page 11)
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Card Review: Here is a Snake / Spying out the Land (cont.)
(Continued from page 10)

The freedom of playing this card before you split up your company means
you can better plan and maximize
your resource turn. As in the previous
example, you can make sure that the
company who might get hit with the
Cave Drake includes Taladhan (a
ranger) so he can play Crept Along
Cleverly.

Moving on to Spying Out the Land,
the options we have increase dramatically. The main difference between
these two cards is that Spying Out the
Land is played during the organization
phase.
Spying Out the Land is a Spirit-magic
card, and as a magic card in general,
works well in conjunction with other
spirit-magic cards, and other magic in
general. For one thing, if you have
Elerina (agent from MEDM) as a character, you can have her cast both
Shadow and Spirit magic. Malady and
Spying out the Land make a great
combination, and since she is a both a
scout & a diplomat, Ruse fits right in.
But back to Spying. During your organization phase, you can optimize
your turn with this card. One of the
pains of playing Here is a Snake is that
you’re already committed to move,
and it only affects that specific company. In a roundabout way, Spying
can be very effective for all of your
companies, provided they all start out
at the same site. Similar to Sneakin’,
you can change the party composition
after playing this card.
Let’s say you’re playing as Sauron,
your characters are sitting at DolGuldur, and you’ve got Elerina, Taladhan, Ciryaher, and maybe Belegorn.
Assuming they are all one company
when the turn begins, you can look at
your hand and decide how best to proceed. You hand might consist of High
Helm, Ruse, Spying Out the Land,
Beornings, Gold Chains on the Wind,
Crept Along Cleverly, and 3 hazards.
You play Spying Out the Land, and
your opponent shows you a nasty hazard hand like Cave Drake, Mouth of
Sauron, Adunaphel, and Watcher in
the Water. You can deal with the
Cave Drake once easily, and even
twice with the Ruse if absolutely
needed. Since he has Adunaphel, you

And since Watcher in the Water is
unaffected by Gold Chains on the
Wind, you might send a character and
Gold Chains on the Wind to a site that
would not be targeted by Watcher in
the Water.

might want to split up, and keep the
hazards at 4 (2 apiece), but force him
to choose which character from which
party to tap. Gold Chains won’t affect
the Watcher in the Water, so it might
best be used for a possible 2nd Cave
Drake or even for the auto-attack. You
think you have things handled, so you
now decide to send Taladhan and
Ciryaher to Sarn Goriwing, thereby
eliminating the trouble with the Cave
Drake and the Watcher in the Water.
Elerina and Belegorn head off to
Beorn’s House, also removing the
Cave-Drake and the Watcher as a
threat. This is a very powerful useage
of Spying Out the Land. Being able to
look at your opponent’s hand before
deciding where to go is a monumental
advantage. And since your opponent
is not sure where you are going to go,
much less who you’re going to send
where, he has no choice but to show
you all the hazards in his hand, unless
he wants to wait a turn.
When you do split your company up,
you are free to choose which company
gains the benefit of the effect of Spying Out the Land, and how your companies are made up, but since the
choice is yours, that really isn’t a
drawback.
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And lest we forget the ability to see
your opponent’s hand to begin with.
Even though it’s only his hazards, you
can count the hazards and see either
how clogged he is, or even how many
resources he might have. This combined with the number of cards left in
his deck and the cards already played
will give you a good idea of the percentage chance that your opponent
will draw something that will hit a
company that might not have the
benefit of Spying Out the Land. You
may even decide not to move at all,
depending on what your opponent has
in his hand.
Here Is a Snake is unfortunately too
buggy to be of any use. Spying Out
the Land is obviously the better of the
two cards. The ability it gives almost
dictates its inclusion in spell decks.
It’s great by itself, but becomes even
more powerful with other support
cards that further maximize your turn
and minimize the effect of your opponent’s hazards, like cancellation cards,
other spell cards, and even combat
cards.
Make sure you can recycle this card
with Weigh All Things or some other
resource recycler so you can maximize every turn.
Next issue: Mine Or No One’s!
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Focus On: Tom Lischke of Decipher
James Kight
With the new Decipher TCG on it’s
way (The Lord of the Rings TCG), I
thought it was time to ask a few questions of one of the lead designers for
the new game (and for Decipher’s
TCG Studio), Tom Lischke. Many of
you may know Tom from playing him
in MECCG, or from his days as a
ranked Star Wars player.
Tom has come a long way from player
to designer, and as I spoke to him, it’s
clear that he maintains a player’s perspective on things first.
I spoke with him recently about his job
in general, and about Decipher’s efforts with The Lord of the Rings TCG.
TOMN: Give us a brief synopsis of
your background up to Decipher
(schooling, hobbies, crappy jobs, etc.).
Lischke: I'm from Milwaukee, originally (and will thus be very sad when
Gen-con moves from there to Indianapolis in a few years). I went to school
at the University of Notre Dame, and
got a BS in Electrical Engineering.
After some thoughts about becoming a
career student, I took a job at McDonnell Douglas in St. Louis (go Blues)
before coming to Decipher.
I've always been a big sports fan
(Brewers, Packers, Blues, etc.), and
love playing as well. I've coached a
few youth hockey teams in my day. As
for gaming, I've always liked the pace
of TCGs and real time strategy video
games.
TOMN: You've been with Decipher
for some time as I recall, at least as far
back as 1995. Tell us how you began
with Decipher, what your first duties
were.
Lischke: Well, when the Star Wars
CCG first came out while I was living
in St. Louis, I bought a few packs and

got some of those super packs (all of
the uncommons were replaced with
rares). I was hooked, and started playing. Shortly thereafter, I started playing competitively and was at the top of
the sanctioned rankings when they
were first released (which I attribute as
much to quantity of games played as
anything, haha). I used this to catch the
Decipher eye here in Norfolk, and was
hired into the Marketing dept.
When I arrived, I tackled rules and rulings for SWCCG, as well as sending
out various marketing stuff, running
tourmanents, etc. Marketing lackey
would be a good description. At the
same time, I was able to do a fair
amount with the design guys in my
rulings capacity, and so started to figure out those thought processes.
TOMN: How did Decipher become
involved with the Star Trek / Star Wars
card games? I mean, that was huge
coup for the CCG market back then.
Lischke: That was before my time, to
some extent, but here is how I understand it. Warren Holland, our CEO,
had a couple of buddies who worked
as game agents. When Magic came
out, these guys harangued Warren into
getting into the business (he was very,
very reluctant at first). I'm pretty sure
Decipher had a prior relationship with
Paramount, and used that to get the
Star Trek license.
Lucasfilm was so impressed with the
quality of the cards from the Trek
game, that they granted Decipher the
Star Wars property. Like I said, not
positive on all of the details, but that is
the history as I think of it, so maybe
that is good enough.
TOMN: Would you approach things
differently now (regarding the earlier
card games) than you did when you
originally released both Star Trek and
Star Wars?

Lischke: Well, I'll speak from a personal point of view, as I'm not sure
what the policies were that caused all
of the resulting decisions, and I'd hate
to second guess anyone without that
information.
I'm pretty happy with the way things
went while I was working on the Star
Wars license (I never worked on the
Trek property). I think that while I've
been in the TCG group (our design
group) I've been able to bring my
hands-on gaming approach to a lot of
the decisions. That is pluses and minuses as far as the final product goes, I
guess. The important thing is that I
think that I've evolved in how I think
about things and approach projects.
We've got to remember that this genre
of gaming is still practically an infant,
and people working in it should expect
that they are learning something every
day, and be open to that.
With that in mind, there may have been
a couple of things that I would do differently if I had them to do today, but I
think I made the best decision that I
could at the time given the experience
and information I had.
TOMN: How did Decipher’s TCG
studio approach LOTR as compared to
the prior games you’ve done. For example, Monica Jones (marketing VP at
Decipher) said at Origins that Decipher
was changing its marketing stance
from holding its cards close to its chest
to trying better to generate a buzz. For
the release. What other ways did you
guys approach this opportunity differently? Did past experience help with
the approach to this game?
Lischke: We definitely are engineering the game to provide starting points,
or jumping in points, on a regular basis. This is something that we have
long wished we had done with
SWCCG and STCCG. I'm guessing
ICE wished that as well for MECCG,
(Continued on page 13)
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as The Lidless Eye looks to me like
and attempt to open the game back to
a new player base. I think we now
have a lot of experience at knowing
what is intuitive for gamers, and what
is fun for gamers.
Here is the big one though. When
dealing with a licensed property, we
have tried to stay as tied down as close
to the story as possible with our simulation. At the same time, to have a
truly great game, there are going to be
certain times that you are going to
have to relax those ties to maximize
game play. Now, I'm not saying violate the story, just relax the simulation
to give the game some elbow room.
This is really key, because if you relax
in the wrong places, you are really going to hack off the story purists. To
make things tougher, Tolkien fans are
sharp, so we have to be very careful
with these decisions.
This is where I think the experience of
dealing with story driven properties
before will really tell though. We are
able to stay as tight to the story as possible and still have a great game with
innovative mechanics. To get back to
your question, I don't know that this is
precisely something that we are doing
differently, but something that we are
doing so much better now than we
used to that it will feel like a change to
those who haven't seen our work in a
while.
TOMN: How much longer does Decipher have the Star Trek / Star Wars
license? I know you've done a How to
Host a Murder game in the Star Trek
world, so your company's experience
with such a license goes back a few
years.
Lischke: We have been doing stuff in
both of those properties for quite some
time, but again, a lot of that is before
my time.

TOMN: You yourself have played
MECCG for some time. Getting the
license for the new Middle-Earth game
must have been a dream come true for
you and Decipher. How long has Decipher eyed this opportunity?
Lischke: I can only speak for us design folk, but we've been hoping for it
from the time that it sounded like it
might be available.
It really should be wonderful. MECCG
was at the very least, my favorite nonDecipher game, and to tell the truth, I'd
be lying if I said it wasn't my favorite
CCG. Alas, it is hard to find players in
Virginia Beach, so when ICE wasn't
around to pull tournaments together
any more, I couldn't budget the time to
work on decks and scrounge people to
playtest against. That being said, it is
impressive the way that the faithful
and fanatical keep the game alive.
TOMN: Did you have any fears coming into the initial design and exploration of LotR TCG?
Lischke: Sure. That one is easy. It
would kill me to have this opportunity
to expand the immersion available to
people in the world of Tolkien, and to
mess that up.
It is vitally important that we help add
to people's enjoyment of the property.
It must be handled with care and love,
the way that ICE did it. Mainly, this
pertains to the implementation of titles
and lore, but the gameplay needs to be
accurately representative of the feel of
Middle-earth as well, and that is a
daunting task. If we do it right though,
and I truly feel like we are, it will be
very rewarding.
TOMN: You have been credited with
the design of the Twilight Pool. I've
said numerous times how ingenious I
think this mechanic is. How did you
come up with it?

Lischke: That is a mechanic that has
seen some significant evolution.
Originally, I wanted to find something
that coverered the somewhat nebulous
concept of how aroused the minions of
Sauron were (even now I struggle to
find words to adequately describe the
exact feel that I wanted this mechanic
to have). It could cover all sorts of
things. How many Orcs were out
searching? How much had the resistance of the Ring-bearer been eroded?
How hard was it for the Ringwraiths
to sense the presence of the One? It
felt like the idea would be to have a
concept to tie all of these things (or as
many of them as we could get) into
one concept.
Also, since each player has his own
Fellowship, I wanted to try to find
something to tie all of the players into
the same game. The shared site path is
one, but anything that can smoothly be
added to the system which knits the
players together is a good thing.
The original concept for the Twilight
Pool would be this level of danger that
never totally resets. So in theory, as
the Shadow player, I could raise the
level of evil in the world, but then I'd
have to live with the consequences on
my turn.
Well, that model never really worked,
for a couple of reasons. First, it was
too complex. We had a different deployment system at the time, and to
add the Twilight Pool on top of it
added a thick slab of complexity that
turned things into a book keeping hassle. Second, in the practice of writing
cards, it turned out that things that
were adding to the Pool weren't
Shadow cards, they were Fellowship
cards. A typical example would be a
card that said that you could add to the
Pool to do something really cool, but
only if the Pool was under a certain
level. When the pool never reset, the
problem quickly became that one
(Continued on page 14)
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player would do all of the cool things
with the slack in the Pool, and then the
other player would never get to play
any of those cool cards. It looked more
and more like that system was going to
go on the scrap heap.

Lischke: I can't really say, as I wasn't
around at beginning for Wars or Trek,
but I do know this. I think that as a design group, we are much, much better
at all things playtester at this point in
our careers.

But then a good thing happened. We
had become increasing dissatisfied
with the deployment system. It was a
little flat, and didn't really add any
story, and was basically just mechanical. Enter the new and improved Twilight Pool.

I'm am just tickled with the work that
the playtesters have done for us. We
have the widest possible cross section
of potential customers that we could
find, and we have had contributions
from all corners. From the One Ring .
net guys who have done a tremendous
amount of property protection for us,
to the people who haven't read the
book, to the long time Decipher players, to the MECCG contingent.

We basically took the Twilight Pool
and incorporated the deployment system into it. Now, the deployment system is the center around which the rest
of the Twilight Pool revolves, but
there is still room to pick up a lot of
those core concepts about danger and
corruption that I was hoping would be
in there from the beginning. With the
removal of the old deployment system,
there was now room from a complexity point of view for this concept as
well. The last step was to add a reset at
the beginning of each players turn so
that the danger generated by one
player's Fellowship can't be used to
whack his opponent's Fellowship.
TOMN: What is the most difficult
part about designing a TCG?
Lischke: Parts, not part.
1.
2.
3.

Finding the mechanical hook that
catches the eye of gamers.
Honoring your property while not
disrupting thing 1.
Making the game accessible to
new players without disrupting
things 2 and 1.

TOMN: My initial reaction to the
game was with a bit of reservation.
Since then, Decipher has really gone
the extra mile to listen to playtesters to
make the best game possible. Is there
more pressure with this game than
with others?

It has been hard, because we have had
to ask the playtesters to take a lot of
things on faith about the evolution of
the game. We started with a very basic
version of the game at Orgins, because,
frankly, we thought the Twilight Pool
was scary enough without adding complex cards or corruption. The game has
slowly marched to where it is now, and
we are all very pleased with where it
sits on the eve of release.

Lischke: It is true (to my understanding) that there will be a digital version, but I don't know how it will be
packaged. I think this could really be
a great thing, with the world wide audience that we expect this game to
have (especially based off of the
global nature of MECCG).
TOMN: Will there be digital only
cards with this digital game version?
Lischke: Not sure.
TOMN: When should we expect to
see the Balrog or Gollum cards?
Lischke: I don't think you'll have to
wait to long to see the Balrog, but
Gollum? It will be interesting to see
if they show him in the first movie.
TOMN: Some of the naming conventions that ICE had in place (names
for the Nazgul, for example) you have
changed. As I understand it, those
names were purely an ICE invention.
Was this change a requirement, and
are there such names mentioned in the
movies?

TOMN: I know your license is for six
years with a possible 5 year extension.
Since the movies will only be release
in the first 3 years, and the subsets to
each of those will probably be released
with a year of each of the main sets,
what do see way out on the horizon for
this game beyond the movies?

Lischke: There is actually some legal
this and that on this issue, and I'm
sure wiser people than me will eventually be able to give you a better description of the situation. I know this
though, that we are going to make
sure that we can do everything in our
power to provide the best immersive
experience for both the casual and
hardcore Tolkien fan.

Lischke: Only the future will tell.
There is some thought going into that,
let me assure you, but our focus right
now is making the first set as strong as
we can.

TOMN: Do you have the same freedom as ICE did with MECCG to
come up with names, or are you required to stick to the original ones?

TOMN: You've also announced a
digital version of this game to be
played online. If this is true, is this to
be a free or pay per play version, and
will it include perhaps internet only
tournament play?

Lischke: Well, obviously in a movie
format, not everything will be named,
so some freedom has to exist. If only
we had a video tape of Gandalf walking through the sets of the movies
pointing at things and saying "flower
(Continued on page 15)
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pot, radish, lembas" to help us out, ha!
So, we are faced with research to find
out where the ICE names came from,
research to find out the names of some
things ICE didn't name, research here,
and some more research there.
The great news is that we have some
very diligent and talented people on
the case, including our good friends
over at theonering.net, as well as the
MECCG players in our playtesting
system. With this group tackling these
naming issues, I think we are coming
up with some very cool solutions.
TOMN: How many people do you
have working in your TCG studio, and
how many games is the studio currently supporting?
Lischke: There are 7 of us, and 4 or 5
games.
TOMN: Being in direct contact with
New Line Cinema, has anyone at Decipher seen the full Fellowship of the
Ring movie yet?

Oh yeah, and The One Ring card. It
gets a card form all of its own. Breathtaking. We work on these crummy
playtest forms for months and months,
and when I finally saw that card I was
just blown away.
TOMN: There are hundred of players
out there who would love to be a card
game designer. Are there downsides
to such a cool job?
Lischke: 3 months before a game is
set to be launched sucks. You have
been working 70 hour weeks for a
month, and you know you have another month of 70 hour weeks. It is
like being in final exams for 2 months
straight.
TOMN: Have you met any of the actors from The Fellowship of the Ring?
If so which ones?
Lischke: Sadly, no. Some of our Marketing people got to hang out with
Elijah Wood at the San Diego Comiccon.
I'd love to meet Ian McKellen.

Lischke: Sorry, I can't really answer
this one.
TOMN: Are you aware of any plans
by Decipher or New Line to work on
The Hobbit either in a movie or TCG
point of view?
Lischke:
plans.

I'm not aware of any such

TOMN: What is the greatest surprise
thus far with LotR TCG?
Lischke: I think I knew this already
on some level, but the fanaticism of
fans of all things Tolkien. Everybody
just cares so much, and that really
makes it fun. It will make it even more
fun if (when!) we get things right, and
help people enjoy this passion even
more.

TOMN: The movie is slated for a
worldwide release. How far and wide
is the LotR TCG game going to be released?
Lischke: I think we are currently
planning on doing cards in 6 languages. The Lord of the Rings is a
world wide thing, and we have to take
advantage of it.
TOMN: What is your take on the current state of the TCG industry? Things
seem to have gone from boom to bust;
is that the case from your point of
view?
Lischke: It depends on your point of
view. I think it is in many ways like it
has always been, that if you make a
quality product and give good service,
you will be able to make a profit.
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I think that after Pokemon, we saw a
phenomenon very similar to what we
saw when Magic was initially released, when there were a ton of
games that came to the market. But
for the most part, the companies that
made good business decisions and
provided quality products for their
customer’s money are the ones that
are still making TCG’s.
TOMN: What special promotions do
you have planned for the release? Do
you have any cool “gimmick” items
(similar perhaps to ICE’s maps, dice,
coins, rings, etc.) planned for The
Lord of the Rings TCG?
Lischke: I guess Monica is who you
want to ask about this. The best I can
tell you is that the first sanctioned
tournament(s) will be held at Deciphercon in November, and I’m hoping
I’m allowed to play.
TOMN: Monica, any comments?
Monica: As Tom mentioned, we're
going to be doing everything LotR at
DecipherCon in Virginia Beach, Nov.
15-18. This will be the location for the
first official Sanctioned Tournament
with special prizes. (Editor’s Note:
DecipherCon has been cancelled due
to the events of September 11th, 2001)
We have a series of promo events
scheduled to take place on release day,
November 6, in comic and game
stores around the world. Following
that, we will be conducting game days
in arcades and book stores where we'll
mostly be focusing on teaching the
game. Leagues and Tournaments will
kick off with special foil cards for participants.
As far as special gimmicks go, we're
not planning anything for the launch
like you've described. There may be
some additional products announced
later on that are accessories to the
game, but that's still in R&D.
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James Kight
Recently posted articles by the Decipher
TCG Studio has revealed the look of The
Lord of the Rings Trading Card Game
cards. If you wish to read these articles, as
well as look at the final version of the
rulebook, they are available at http://www.
decipher.com/lordoftherings/articles/index.
html. All of the images presented here are
available on the Decipher webpage at the
above address. This article assumes that
you have at least skimmed the rulebook.
I thought that this would be a great
opportunity to explain a bit further what
the card templates mean, and what they
represent, as well as talk a bit about the
few cards presented here.
There are three basic templates of cards:
Sites, Characters, and everything else.
Sites are presented in landscape format,
characters have their names at the top of
the cards, and all other cards have their
names printed on the side, to facilitate their
usage with the character cards, similar to
Young Jedi.
Free Peoples
The first card we will be looking at is a
character card for Legolas, Prince of
Mirkwood. Legolas is the title of the card,

and Prince of Mirkwood is the subtitle. As
you might guess, there are different
versions of certain characters, much like
Decipher has done with Star Wars CCG.
The small black dot just to the left of the
Card Title indicates that the card is Unique,
also similar to SWCCG. There are other
examples that have been laid out in a
similar manner. The basic template of the
cards are the same, but there are subtle
differences that I will explain.
Next up is the Signet, at the bottom left.
The signets give certain Free Peoples
characters ties to other such characters,
both in terms of abilities and deck building.
Different versions of characters also have
different signets. One version of Legolas
(like this one) would work better with other
Gandalf signet cards, and another version
of Legolas might work better with other
Aragorn signet cards.
Another example of a signet is presented
on page 7 of the rulebook. There you will
see a green Frodo signet. There is an
Aragorn signet as well in the game.
On this page you can see the card for
Gimli, Gloin’s Son, and on the opposite
page, the cards for Gandalf, The Grey
Wizard, and the card for Lurtz, Servant of
Isengard.
The three Free Peoples

characters shown here have the Gandalf
signet, so you can assume that they would
work well in a deck together. In fact,
since the maximum cost of starting cards
(aside from Frodo and The One Ring) is 4,
most people would start with Gimli,
Gloin’s Son and Legolas, Prince of
Mirkwood as their starting characters, and
might include Gandalf as a strong support
character in their deck.
The culture icon indicates the culture of
the card, and it can apply to both
characters and non-character cards such as
possessions, allies, and so on. You will
see Elven characters, possessions, events,
artifacts, conditions, and so forth. The
culture of a card is also tied into deck
building.
Currently there are nine
different cultures to build decks from.
There are 5 different cultures for the Free
Peoples, and four different cultures for the
Shadow forces. The Free Peoples cultures
are: Dwarven, Elven, Gandalf, Gondor,
and Shire. The Shadow Cultures are:
Isengard, Moria, Ringwraith, and Sauron.
Each of these cultures have their own
cultural symbol (for a look at all the
cultural symbols, see page 7 of the
rulebook. As you can probably already
tell by looking at these character cards,
each culture has a slightly different color
and background, but the basic template is
the same.
(Continued on page 17)
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character, as well as non-card effects and
actions that can be generated to add
Strength as well. As a side note about
possession card that are weapons (some of
which affect Strength): they are classified
as either a hand or ranged weapon. The
Pale Sword (shown on page 19) is a hand
weapon.
Two great examples of Strength bonuses
are shown on both Legolas, Prince of
Mirkwood and Gimli, Son of Gloin.
Legolas gains a strength bonus while
skirmishing a Nazgul (Ringwraith), and
Gimli can exert himself to give himself a
+2 bonus to Strength.
(Notice the
“Skirmish:” word. We’ll get back to that.)

(Continued from page 16)

You can also see the race of a particular
card/character listed below the picture,
along with the card type. There are other
card types, ranging from companion (as we
see here) to possessions, artifacts, allies,
minions, events, and conditions. Sites are
also a type, but are a special case. I’ll
discuss them later in this article. The race
of a card extends to other cards as well, not
just to characters. As I mentioned above,
you can see the race of a card with other
types like items, allies, and supporters.
Alternatively, a card could indicate that it
is to be played only on an elf, in which
case the race of a character would come
into play.
The twilight cost is directly related to the
Twilight Pool, as discussed last issue. In
order to play Legolas, Prince of
Mirkwood, you’d have to place two
twilight tokens into the Twilight pool. The
Free Peoples cards have a circle with the
Twilight Cost inside, while Shadow cards
have a diamond with the Twilight Cost
inside, both at the top left, as you can see
to the left.
The Strength icon (Sword and Shield icon)
indicates how strong a particular character
is, or in some cases, how much strength a
card (like a sword) adds to the strength of
the character carrying it. There are event
cards that add temporary strength to a

Vitality (the red circle below the Strength
shield) indicates how many hits or wounds
a character can take before they are dead.
Like Strength, the Vitality icon can also
indicate how much vitality a possession
(like a shield or suit of armor) or other card
(like an event) might add to the character
carrying the possession or using the event.
Anytime that a character’s vitality reaches
0, they are dead. Acckk!
The game text (as with all TCG’s) contains
the important text that tells you what a card
can do, when it might be played, any skills
the card might have or give. As we see on
the Free Peoples cards, Legolas has the
Archer skill, and Gimli has the Damage +1
ability (as well as a Skirmish ability). The
game text also indicates any other effects
that might result from the play or use of the
card.
The keywords of the cards indicate how
and when a card may be played, and what
effect it will have when it is played.
Looking at the Gimli card, he has the
keyword Damage +1. This means that
whenever Gimli assigns damage in a
Skirmish, he assigns an extra wound.
Legolas has the keyword Archer. This
means that he adds 1 to the Archery total
that is calculated and used during the
Archery Phase of the turn.
The Skirmish keyword indicates the time
during the turn when characters line up
against the shadow characters to battle it
out. If an effect is preceded by the
“Skirmish:” notation (as with Gimli), then
you know that it can only be triggered
during the Skirmish Phase of the turn.

17

Gandalf’s card text shows that he has an
ability that can be used only during the
Fellowship Phase.
It specifically
references the Gandalf signet as a
requirement of the activation. You can
expect to see many other requirements
within such abilities, such as requiring an
ability (archer, ranger, etc.), a race, a card
type or even that a certain number of
twilight tokens be present.
The differences in the various keywords is
reflected in how they are used, and what
they refer to. The Archer keyword is an
indication of a special ability. The Ranger
keyword is another example of a special
ability. The Skirmish keyword is an
example of a timing word. Such words
tell you exactly when an effect or card can
be played.
The shadow cards use pretty much the
same setup as the Free Peoples cards, only
the Twilight cost is removed from the
Twilight pool, not added. Keywords are
the same, as are all the other icons save
one: Site.
If you look at the Lurtz, Servant of
Isengard card below (he is from the
Isengard Culture), you can see that all of
the other icons as well as the basic
template remains the same, including
culture indication, card type, and race
(Continued on page 18)
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The lore of the card is basically flavor text
that serves to enhance the feel of the card
and supplement the storyline. Expect the
lore to come from the movie or even from
the Lord of the Rings book itself.

the non-character cards (see the Pale
Blade on the next page), you can place
them underneath and to the left of the
companion (or minion) that they play on,
so that the sides can be read.

Finally, the collector’s info indicates the set
and number of the card. Each set has a
certain lumber of cards released with it,
and this number indicates which card this is
in the set, and whether the card is common,
uncommon, rare, or a premium card. It is
not clear at this point how the league cards
will reflect this.

For the minion player, the Minion Play
Area contains all of his minions that he
has played that turn (and any cards that
would play on those minions). If the turn
progresses to another move, the minions
remaining on the board are left in play.
As the Fellowship player reaches his
second Shadow Phase, the Minion player
may add more minions to those already in
play. If, however, the Fellowship player
decides not to move again during the
Regroup Phase, then all remaining
minions are discarded.

Shown below is a great picture of how the
cards should be placed in a typical game.
Excluding cards in play, there are 4 stacks
of cards to consider: The Draw Deck, the
Discard Pile, the Dead Pile (for your dead
characters), and the Adventure Deck for
your sites.
(Continued from page 17)

(Uruk-Hai). However, instead of a signet,
the minion cards have a Site number. This
indicates at which site that particular
minion becomes “native”, that is, playable
without a penalty. Whenever you play a
minion at a site that has a number below
the site number on that minion, that minion
is not considered native and you are
required to pay an additional 2 Twilight
Tokens for that minion.

There are two play areas for each side:
Fellowship/Minion Play Area, and the
Support Area. The area that is shared by
both players is the Adventure Path.
For the active player, the Fellowship Area
is where you play your companions that
make up your Fellowship, and any items or
other cards that play specifically on one of
your characters. Because of the design of

Lurtz is a great example of a solid, nasty
card. Not only is Lurtz an Archer (like
Legolas), but he is also Damage +1 like
Gimli. A new keyword we see here is the
fierce keyword. Fierce indicates that a
minion is so battle-frenzied that your Free
Peoples characters are forced to face him
again (if he is still in play) in an additional
Skirmish Phase that happens directly
following the primary Skirmish Phase
(though you can send a different character
the second time). With a Vitality of 3, you
can be sure that Lurtz will probably be
around for the Fierce Skirmish Phase.
The Goblin Warrior card (who is of the
Moria Culture) shown here is an example
of a card whose card text references
another culture by its symbol. With its site
of 4, you would have to pay 4 tokens to the
Twilight Pool to play Goblin Warrior at
sites 1-3, but only 2 tokens if played at 4 or
higher.
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The Support Area is where each player
plays his non-companion cards. This can
include allies and conditions. The minion
player(s) have the same area, but since
there are not (as yet) any minion allies,
this would contain conditions only. Some
minion conditions stay turn after turn, and
some discard when either some
requirement has or has not been met, or
when the player discards it voluntarily to
generate some effect.
(Continued on page 19)
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The adventure path is shared by both
players, and is contributed to by both
players as well. If you look on the
Prancing Pony card on the next page, you
will see an arrow at the bottom of the card.
That arrow indicates which player plays
the next Site card. If you are the active
player and are moving to a site not yet in
the Adventure Path from The Prancing
Pony, the left arrow would indicate that the
player to your left plays the next site.
Depending upon the number of players, the
adventure site can become quite varied
with all the players contributing to the
Adventure Path.
The Site Card in general is different that
the rest of the cards in the game for a few
reasons.
One, they are laid out in
Landscape format.
That is, they are
viewed sideways.
Another difference is that each Site has a
site number at the top left that indicates its
place in the Adventure Path. Since The
Prancing Pony has a 1 for its site number,
it would be placed first in the adventure
path. The adventure path goes from 1 to 9,
regardless of which cards make up the
path. Whoever goes first places the first
path from his own pile of Sites.

As you move further down the Adventure
Path, different players will be placing the
different sites, though it is possible that
only one player might place all of the sites.
Regardless of who places the sites, each
player will only have 9 Sites for each
game, no more, no less. If someone else
has already placed Site 5, then your Site 5
will not be used that game. Do keep in
mind though that there are effects that can
replace sites as the game goes along.
Rangers have the ability to change sites
that are already in the Path, as well as
allow you to place the next unrevealed Site
regardless of which direction the arrow
points on the previous Site.
For all sites beyond the first one, there is a
second number on the upper right, which is
the Shadow Number. This is the amount of
tokens that you add to the Twilight Pool
when you move to that site (in addition to
any other tokens you might have to add).
For a good example, see the Emyn Muil
card shown on page 6 of the rulebook.
Also on each site is a game text area that
will tell you what effects might be
generated by moving to that site, by
moving from that site, or during a specific
time during the turn. For example, the
Prancing Pony card allows you to place a
burden (on the ringbearer) in order to play

Aragorn from your play deck. Notice that
The Prancing Pony doesn’t specify which
version of Aragorn you can get, so long as
the card title is Aragorn. Also, the bold
Fellowship: before the text indicates that
this can only be done during the
Fellowship Phase.
Other sites will have similar text, but
might indicate that the Minion player may
do something during the Shadow Phase,
the Archery Phase, or even the Skirmish
Phase. The same goes for the Fellowship
player.
Emyn Muil (page 6 of the
rulebook), for example, has the following
game text: “Manuever: Exert a minion to
make that minion fierce until the regroup
phase.” Basically, during the Maneuver
Phase, you may activate the ability
indicated.
That’s about it for this issue. On the next
page I’ve included some additional cards
that Decipher has released since
September 10th of this year.
Keep
checking Decipher’s website as they plan
on revealing a new card each weekday!
Next issue I’ll cover some of the nuances
of the game play itself, and talk about
some of the evolution of the game as
reflected in the cards. There have been
quite a few changes for some of the cards.
See you next issue!
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Sneak Preview: The Lord of the Rings TCG Card Templates, etc. (cont.)
Here are some additional cards that have
been revealed by Decipher.
Saruman’s Ambition and Goblin Swarms
are great examples of the cards printed
with names on the side. This applies to all
non-character and site cards, and makes for
better card type recognition on the play
surface. You will never confuse Goblin
Swarms for a Moria minion, even though
the two share the same culture.
The Pass of Caradhras shows a site with a
shadow number attached. If you move
there, 2 tokens will be added to the

Twilight Pool. Also note that the site
specifies that it is a Mountain. There are
other such types of sites, from Rivers to
Sanctuaries. Not all sites have such a type.
Those that do can be targeted by cards or
effects. Those characters who are rangers
have the ability to affect site types in
certain ways, for example.
On the Sam, Son of Hamfast card, you will
see the Aragorn signet at the bottom left of
the card. And we also have the very
sinister and cool looking Ulaire Cantea
(which means Fourth Ringwraith).
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As mentioned by a few of the Decipher
employees, the difference in color and
layout of the various cultures make for a
visually appealing game, whether you’re
playing Isengard or Gondor.
If you are interested in more articles
relating to the card game, feel free to log
onto Decipher’s website www.decipher.
com/lordoftherings/articles/index.html
There will be plenty more next issue! I’ll
also have an introductory look at the Lord
of the Rings RPG.
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Deck Tip: Spell Cards Part 2
James Kight

making them unbelievable difficult to
defend against as a result. This is
without a doubt one of the nastiest
cards that ICE ever released for
MECCG. And oddly enough, there
have been no attempts to reign it in.
Granted, it requires certain specific
characters to play, has a really high
corruption check, and requires that
you be at the same site as your
opponent’s character.

Spell Cards – Minion
Last issue I went over the hero spells,
all of them available only to wizard
avatars (both hero and fallen). The
minions, on the other hand, have quite
a bit more magic up their sleeve.
To begin with, minions have three
types of magic: Shadow-magic,
sorcery, and Spirit-magic. As with
last issue, I’ll go spell by spell and
detail the pros and cons of each spell
with my comments.
I will also list at the beginning of each
section the characters who can cast
these cards without other help.
As a quick note, of the 24 spells
represented here, 16 of them are rare,
and the other 8 are uncommon. So,
yes these are great cards, but since a
majority of them are rare and nonunique, it will take you some effort to
put together a play-set of these spells.
That was actually one of the more
difficult things about collecting the
Lidless Eye set. The print run was
already reduced from previous orders,
and most of the rares were non-unique.
Shadow-Magic
Spellcasters: Akhorahil, Ciryaher,
Ren, The Witch-King, Elerina, Firiel,
Taladhan
Shadow magic deals with the darker
aspects of magic. With Shadowmagic comes the ability to kill
characters outright, summon skeletal
allies, command the wolves to attack
your enemies, raise the dead, infuse
your characters with unnatural vigor,
hide them from enemies, and skulk
about the land unseen.
With only one non-agent, nonringwraith character able to cast
Shadow-magic, if you see Ciryaher or
any of these other spell-slingers,

chances are you’ll see some Shadowmagic spells come your way. The
nasty nature of these spells dictates
that you keep your eyes open.
A Malady Without Healing
Magic.
Shadow-magic.
Playable
during the site phase on a nonRingwraith, non-Wizard character at
the same site as a shadow-magic-using
character. Target character must make
a corruption check modified by -1
followed by a body check (modified by
+1 if tapped). If target character is a
hero and is eliminated by these checks,
you receive his kill marshalling points.
Unless the shadow-magic-user is a
Ringwraith, he makes a corruption
check modified by -5.
When I first read this card, my reaction
was similar to the first time I read
Necropotence from Magic: The
Gathering™, “What good does this
card do?” Then I realized that it could
be played on your opponent’s
characters. What threw me off was the
fact that Malady is a resource, not a
hazard. This style of card I file under
passive character destruction along
with the dwarf-discarding effect of the
minion Arkenstone. They are resource
effects that act as hazard effects,
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So what’s the downside, right?
Exactly. There is none. My favorite
set of characters to play this card with
are Taladhan and Elerina. Sure I am
sacrificing two minor items to play
these agents as characters (minion
player), but with such really solid
support cards (Ruse, Spying Out the
Land, A Nice Place to Hide, Gold
Chains on the Wind, Sojourn in
Shadows, and so on) that is nothing
compared to the power of this card.
The killer with this and all of these
spell cards is that none of them
require that the character tap. I can
enter a site wounded, tapped,
untapped, it doesn’t matter. As long
as the character is alive when it comes
time to play this spell, he is just as
dangerous as if he were untapped and
fighting with a big sword.
And as a reminder, the real backbreaker with this card is that it’s a
resource. I play Malady on my turn,
not yours. What can you possibly
play to prevent this card from taking
effect other than to try to kill the spell
caster? Magical Harp merely prevents
discarding, so it will prevent the
discarding of a corrupted character,
but it won’t prevent a corruption
elimination or an outright kill. Elfsong will also only prevent the
discarding of a character, and then
only at a haven. That is about it for
protection against this card aside from
killing the spellcaster outright.
(Continued on page 22)
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Deck Tip: Spell Cards Part 2 (cont.)
(Continued from page 21)

As an added bonus, Malady gets you
kill Marshalling Points for eliminating
a hero character. If you manage to kill
someone like Aragorn II, that’s a 9
point swing. Aragorn II leaves play (3 mps), -3 mp penalty for Aragorn II
being eliminated, and +3 to you for
killing Aragorn II. Other such targets
include the Elf-lords, and Frodo &
Bilbo.
If all this weren’t bad enough, since
Malady is a resource, I can guarantee
that it will be recycled again and again
with cards/effects like: The Mouth’s
ability, Weigh All Things to a Nicety,
Smoke Rings (Fallen-wiz), and so on.
An especially nice ability of Akhorahil
is the ability to shuffle any spell card
he just cast back into the deck. That
practically eliminates any need to play
cards like Weigh All Things for these
cards.
I’ve mentioned this in other formats
before, but I’ll do so again to make
clear the power of this card. Example:
If you’re playing Akhorahil and your
deck has about 5 cards left, and you
have say, two Maladys and two Dark
Trists, chances are someone will die
that turn. Play Malady, put it back in
your deck. Play Dark Trist and draw 3
of the now 6 remaining cards. Play
another Malady. Play Dark Trist and
draw 3 of the remaining 4 cards left in
your deck. You’ve drawn at least one
of those Maladys back in your hand, if
not both, and since your site phase
isn’t over, play one or both of them
again.
I’ve wiped out multiple
characters in one turn with this card.

will probably be the high MP one),
potentially adding to their corruption
total, making them ripe for the play of
another Malady to corrupt that
character..
All in all, this is an extremely nasty
card, with practically no drawbacks.
No other resource card can singlehandedly wreck an opponent’s game.
It plays on your turn to affect your
opponent, requires no other card for its
power, thereby eliminating the “deep
combo” web that some cards need, and
only requires that your character be
alive when they play this card. If you
plan on playing a covert deck, there is
no reason whatsoever not to consider
playing this card.
Deeper Shadow
Magic.
Shadow-magic.
Playable
during the movement/hazard phase on
a mo ving shado w- magic-using
character. In character's site path,
change a Ruins & Lairs [R] to a
Shadow-hold [S] or one Wilderness
[ w] to a S hado w-la nd [s].
Alternatively, decrease the hazard limit
against his company by one (to no
minimum). Unless he is a Ringwraith,
he makes a corruption check modified
by -3.

Basically a reverse spell version of
Quiet Lands without the auto-attack
reduction. It does come with the added
benefit of reducing the hazard limit
against the spell-wielder’s company.
Another bonus with this card is that it
can be duplicated, effectively reducing
the hazard limit a number of times
down to zero if need be, or changing
multiple region types from wilderness
to shadow-lands. Yet a third point is
the fact that the region changing ability
doesn’t require an environment card
like Quiet Lands (which requires Gates
of Morning).
This is a good example of how the
minion card is usually better than the
hero version (see Stealth vs Sneakin’).
Most of the time I chalk this up to ICE
shoring up useless side abilities as well
as combining card effects, a fact that
makes most minion non-mp resource
cards better than their hero counterpart.
Like Many Turns & Doublings, this
card can be very effectively used as a
“counterspell”, retroactively reducing
the hazard limit to force a hazard to
fizzle outright. Such control of the
hazard play practically squeezes the
effectiveness out of your opponent’s
hazard play, forcing him to either hold
cards, or play them at inopportune
times so they won’t clog his hand.
Freeze the Flesh
Mind: -2
Prowess/Body: -1/-2
Magic. Shadow-magic. Playable on a
character that was eliminated by a body
check this turn if a shadow-magicusing character is in his company.
Return the character to the company
and tap him. Target character has -2
mind to a minimum of 1, -1 prowess,
and -2 body. The character's company
is now overt.
Unless he is a
Ringwraith, the shadow-magic-using
character makes a corruption check
modified by -4.

There is nothing more evil than killing
your opponent’s Thrain II who is
wielding a weapon like Wormsbane or
Durin’s Axe. Without playing one
hazard, you have removed his
character, and gained 3 kill mp’s
besides. Now your opponent has to
decide which unwounded character
gets one of the leftover items (which

(Continued on page 23)
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Deck Tip: Spell Decks (cont.)
magic using character's company.
Target character cannot be assigned a
strike from the attack. Unless he is a
Ringwraith, the shadow-magic using
character makes a corruption check
modified by -4.

(Continued from page 22)

I must admit this is one spell I have
never played. It looks cool, and seems
like it would be best used when you
are either going to lose your avatar, or
when you are going to lose a character
with a badly-needed skill (sage,
ranger, scout, what have you.). The
only thing holding me back from
playing it is normally the shadowmagic using character is the one who
bites it, at least in my games.
Gold Chains On the Wind
Magic. Shadow-magic. Playable on a
shadow-magic-using character facing
an attack before strikes are assigned.
An ally with a prowess of 5 is created
which leaves the game when the attack
is finished. In all cases, the ally must
face one of the attack's strikes. Unless
he is a Ringwraith, character makes a
corruption check modified by -4.
One of my favorite spell cards. I call
this one Skippy (the Skeleton). I
mean, how cool is it to summon a
skeleton to fight your battles? Tres
cool. Keep in mind that this doesn’t
work against (or rather, is useless
against) attacks in which everyone
gets a strike. If you cast this spell
against one of those, you simply add a
strike for the new ally.
Most of the time, though, this card will
come in handy. The point of most of
the minion (or fallen) spell decks is
simply not to have to worry with
combat. And if you do happen to have
to face a creature, having an ally by
your side (however brief it may be)
can make a tremendous difference.
Most of the time he’ll fail the strike.
But since he’s already dead, who
cares? Don’t worry about the MPs at
this point.
Hounds of Sauron
Magic.
Shadow-magic.
Playable
during the site phase by a shadowmagic using character in lieu of
declaring an attack against a hero

Great spell version of the scout
portion of Ruse. Great addition to
Ruse as well. Of the characters that
can cast this spell, only Akhorahil
would not additionally benefit from
Ruse. If your spellcaster is alone with
a few allies, this card is cancellation.

company. The hero company faces an
attack of Wolves --- 4 strikes with 8
prowess. Alternatively, playable on a
non-automatic attack against a
shadow-magic using character. The
number of strikes of the attack is
reduced to one.
Unless he is a
Ringwraith, the shadow-magic user
makes a corruption check modified
by -4.
Here again we have a nice combination
card. Not the best, mind you, but its
versatility means that it won’t be
relegated to the “specialty only” pile.
While the wolf attack won’t benefit
from effects like Wake of War, it’s a
nice card to play in lieu of fighting a
ripe hero company if your own
company is either weak or small.
The alternate ability isn’t bad either,
especially if you’re facing a multistrike attack and you have a bunch of
small to medium sized characters and
one big character. Cast this spell and
let the beefy guy take the one and only
attack. The only drawback is that this
spell can’t be used for auto-attacks.
Sojourn in Shadows
Magic.
Shadow-magic.
Playable
before strikes are assigned on a
character facing an attack in a shadow-
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And, like all the rest of the spell cards,
it doesn’t require that you tap your
spellcaster to play it. Since it does not
specify creature attacks, it can also
work against auto-attacks to leave
your spellcaster untapped to play
whatever they need at the site.
Well Preserved
Magic. Shadow-magic. Playable on a
wounded character in a company with
a shadow-magic-using character.
Wounded character becomes untapped
with -1 to body. Discard at the end of
his untap phase if at a Darkhaven [V].
Unless the shadow-magic-user is a
Ringwraith, he makes a corruption
check modified by -3.
This is another spell that I’ve never
had the occasion to play. It seems like
it would be a handy spell in the right
situation, especially if you’ve got
things to do and don’t want to be
hampered by having to heal. You can
use it on the spellcaster himself if
need be, but beware the –1 body. If a
creature ever gets through, your
chances of survival are that much
tougher. Still, if you’re wounded, you
can play another one of these to keep
going. Can be played at any time, not
just during the org phase. If your
character gets wounded facing the
auto-attack, heal him with this card
and find whatever it was you were
looking for.
(Continued on page 24)

The Official MECCG Newsletter

Deck Tip: Spell Cards Part 2 (cont.)
Sorcery
Spellcasters: Akhorahil, Dwar, Hador,
Hoarmurath, Indur, Khamul, Ren, The
Grimburgoth, Fallen-Saruman

guys. Like Wizard’s Flame, it lasts for
the whole turn, and works on autoattacks. Another nice bonus is that it
can be duplicated (if you need it) to
reduce all attacks by a further –1/-1 for
each spell so used.

With sorcery comes powers direct and
forceful. Sorcery allows you to reduce
the strength of your enemies,
strengthen your own character against
attacks, speed travel through the land,
boost corruption checks, and more.

For the fallen wizards, it’s another
great combination card with Sac of
Form and True Fana. Play Sac of
Form / True Fana, and then respond
with this card, increasing your chance
of success.

There is a wider variety of characters
who can cast Sorcery, which basically
means that your deck can be a bit more
flexible. Dwar, for example can take a
more active role and travel around
while slinging spells, or sit tight and
protect his traveling companies.
Fallen-Saurman (who can recycle
spells and sorcery cards each turn), can
play the bad guy, following your
opponents around to influence their
things and generally wreak havoc. As
with Shadow-magic, there is only one
non-avatar, non-agent who can cast
Sorcery: Hador. As a warrior sage
with 5/9 prowess and body, Hador’s
chances of survival are much better
than Ciryaher. My favorite sorcery
user however is The Grimburgoth.
With a beefy 7/9 prowess and body
along with 2 direct influence, he is
more than capable of burning the
competition.

Govern the Storms
Magic. Sorcery. Cancel all hazard
effects for the rest of the turn that:
force a sorcery-using character's
company to return to its site of origin
or would tap its current or new site.
Unless he is a Ringwraith, the sorcery
using character makes a corruption
check modified by -4.

(Continued from page 23)

Quite simply, the spell version of both
Promptings of Wisdom and Piercing
All Shadow.
Cancels roadblock.
Different than the other two because it
isn’t a permanent-event, but it also
doesn’t tap your character, or leave
corruption points out there for your
opponent to target. Even though it’s
not a permanent-event, you may only
need it once or twice, which should

hopefully be long enough to allow you
to get to your big MP cards, or at the
very least, cards that can remove the
roadblock (Voices of Malice, etc.).
Riven Gate
Magic.
Sorcery.
Playable on a
sorcery-using character when facing
the automatic-attack at Border-hold
[B]. All automatic-attacks at the site
are canceled, and any influence attempt
against a faction at the site this turn is
modified by +2. Unless he is a
Ringwraith, he makes a corruption
check modified by -4.
This is a great spell for getting in those
nice 4mp factions at Dunnish Clanhold and Cameth Brin, as well as the
other 3mp factions at Woodmen-town,
Shrel-Kain, and even the Raider-hold.
It’s great because it cancels all autoattacks at the site, including those that
might have been added by the
nefarious play of your opponent. In
addition, it gives any influence attempt
against a faction at that site a +2 bonus,
especially handy since most of the
factions you get at the minion
borderholds are not easy to get in play.
The Dunlendings require a roll greater
than 9, and the Hillmen require a roll
greater than 10 (as do the Woodmen).
How much better can you get? Most of
the other spells offer you two options,
but this spell gives you both all rolled
into one neat spell.
Some Secret Art of Flame
Magic.
Sorcery.
Playable on a
sorcery-using character facing an
attack. +4 prowess for the character
against the attack. Unless he is a
Ringwraith, character makes a
corruption check modified by -4.
Cannot be duplicated against a given
attack.

Bitter Cold
Magic.
Sorcery.
Playable on a
sorcery-using character. All attacks
against the character's company suffer
a -1 modification to prowess and body
this turn. Unless he is a Ringwraith,
character makes a corruption check
modified by -4.
A slightly less effective Wizard’s
Flame (see last issue), Bitter Cold
serves the same purpose: bringing
those nasty creature attacks down to a
manageable size for your entire
company, not just for your beefy

Similar to Wizard’s Fire, but as always,
it’s better because it affects the entire
attack, not just one strike. And since
the corruption check is the same,
(Continued on page 25)
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Bane, and so on. If you’re needing to
bring an MP card in, and your stage
points are hurting you with Heart
Grown Cold, play this spell to reduce
your stage points a few notches to be
able to get that card in.

(Continued from page 24)

minions have it easier with the
resultant corruption check. Why is it
better to be effective against an attack,
not just a strike? There are effects that
allow a character to face multiple
strikes of an attack separately (Many
Foes He Fought, though obviously this
is for fallen-wiz companies), and this
card would benefit you through the
whole attack, not just against only one
of the strikes.
The Water’s Tithe
Magic. Sorcery. Playable on a nonRingwraith sorcery-using character
during the organization phase. If
u s i n g r e g i o n mo v e m e n t , t he
character's company may play up to
two additional region cards. Character
makes a corruption check modified
by -3.
This is an okay spell. The restriction
to only non-Ringwraiths limits the
p o ssib ilities o f mo v in g yo ur
Ringwraith hither and thither, which
would have made this a really cool
spell. As it is, it’s not bad, just not
real good either. There just aren’t that
many turns that would dictate the need
for this card. And for that, there is no
need to put more than one copy of this
spell in your deck or sideboard.
Veils of Shadow
Magic.
Sorcery.
Playable on a
sorcery-using character facing an
automatic-attack.
The number of
strikes of all automatic-attacks at the
site this turn are reduced to 1. Unless
he is a Ringwraith, character makes a
corruption check modified by -4.
This is also not a bad spell. It’s still a
specialized spell being that it only
targets auto-attacks, but there are
plenty of times where this spell would
come in handy. Sites with many
strikes like Bag End, Blue Mountain
Dwarf Hold, or even sites that force
each character to face a strike like
Bree. And if used in combination with
the Shadow-magic card Sojourn in

Spirit-Magic
Spellcasters: Adunaphel, Akhorahil,
Belegorn, Indur, The Witch-King,
Uvatha, Elerina, Golodhros, FallenGandalf, Fallen-Pallando
Spirit-magic deals mostly with deceit
and divination. This type of spell
works really well with Shadow-magic
as a few of the spellcasters listed here
can cast both types of spells.
Shadows, you won’t even face that
strike, although 1 strike really isn’t too
much to worry about unless it’s a high
number.
White Light Broken
Magic.
Sorcery.
Playable on a
sorcery-using character. All of his
corruption checks are modified by +2
for the rest of the turn. Alternatively,
playable on a sorcery-using Fallenwizard. -4 to his stage points (to a
minimum of 3) for the rest of the turn.
Unless the sorcer y-use r is a
Ringwraith, he makes a corruption
check.
Another interesting combination spell,
White Light Broken is a great setup
spell for the rest of the turn for your
spell slinger. It gives him a bit more
breathing room to cast the bigger spells
that trigger the nastier corruption
checks, but note that this spell requires
a specific type of magic user (Sorcery
user), so it can only help those that can
cast Sorcery. The corruption check for
this spell is even, which makes sense
with it ability to help corruption
checks.
The other ability is not as popular, but
can definitely help to counteract
hazards like Heart Grown Cold, Fool’s
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Counterfeit
Magic. Spirit-magic. Playable on an
Orc character in a spirit-magic using
character's company. The Orc is
considered to be a Half-orc for all
purposes. Unless he is a Ringwraith,
the spirit-magic using character makes
a corruption check modified by -3.
Discard if the Orc character is in a
company that does not contain a
spirit-magic using character.
This is a nice spell if you want one of
your big orcs to be able to travel along
with your other covert characters to
lend combat support without the
penalty for being covert. And because
this spell stays in play, it relinquishes
the requirement to keep playing them
every turn.
Driven as by a Madness
Magic. Spirit-magic. Playable on a
spirit-magic-using character facing an
attack. All characters in his company
receive +2 prowess and -1 body
against the attack. Unless he is a
Ringwraith, character makes a
corruption check modified by -3.
Cannot be duplicated against a given
attack.
This is a good spell that gives your
characters a decent boost against an
(Continued on page 26)
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attack. Comes in handy most often
when you need that little push over the
top, and when dealing with multiple
strike creatures like Watcher in the
Water, and so on. The –1 to your
characters’ body can be a liability, so
make sure you don’t fail the strike.
This is one of the few spells that
cannot be duplicated.
Messenger of Mordor
Magic. Spirit-magic. Playable on a
spirit-magic-using character at a
Darkhaven [V], Shadow-hold [S], or
Dark-hold [D].
Any items and
resource events with his company that
can be stored at a Darkhaven [V] may
now be so stored. Unless he is a
Ringwraith, character makes a
corruption check modified by -4.
A better spell version of News Must
Get Through, since this spell allows
you to also store items. This works
great with items and events that you
need to store ASAP, especially if your
opponent calls the council on you and
you’ve got items/events out that need
to be stored to generate greater MPs.
It’s a specialty spell, and would
probably best serve you relegated to
the sideboard.

wolf allies are the ones that face the
greatest threat of dying to an attack
that sneaks through, especially an
attack that forces everyone to face a
strike. It can be duplicated if you
really need to win the battle, but
beware as there is a danger of losing
each ally. Be sure your characters are
prepared.
Another great thing about boosting
your wolf allies is that when you’re
being attacked in company vs
company combat, your wolves can
take strikes much better if they’re the
only ones left untapped.
Poison of His Voice
Magic. Spirit-magic. Playable on a
hazard permanent-event on a character
in a spirit-magic-using character's
company.
Discard target hazard.
Alternatively, playable on a spiritmagic-using Fallen-wizard. -6 to his
stage points (to a minimum of 3) for
the rest of the turn. Unless the spiritmagic-user is a Ringwraith, he makes a
corruption check modified by -3.
Similar to White Light Broken, but
reduces the stage points by a greater
degree and would be preferred to the
other spell if you’re really cranking out
stage points and your opponent is

Our Own Wolves
Magic. Spirit-magic. Playable on a
company with a spirit-magic using
character facing an attack. Each wolf
ally (War-wolf, War-warg, or The
Warg-king) receives +3 prowess
against the attack. Following the
attack, the controller of each wolf ally
faces an attack: (no type) one strike
with the ally's normal prowess +3. If
the strike of an attack is successful,
discard the wolf ally. Unless he is a
Ringwraith, the spirit-magic-using
character makes a corruption check
modified by -3.

playing Heart Grown Cold, Cruel Claw
Perceived, Foul Tooth Unsheathed, In
the Grip of Ambition, or other Stage
Point targeters.
The alternate effect is different. This is
a great card to get rid of annoying
hazards like Foolish Words, Inner Rot,
and so on. As with other cards that
remove permanent-events, it works
great when played in response to the
play of another hazard so you can see
more of his hand before you play your
removal card.
Example: If you’re traveling through a
Wilderness, and your opponent plays a
Lure of Nature on your character, don’t
cast this spell right away. Wait to see
if they might cast Balance of Things or
Weariness of the Heart or some other
card. When he does, then you can
respond to the play of the second
hazard with this spell, making his
second hazard basically ineffectual. If
you had played the spell earlier after
the first hazard, he might have saved
his second hazard, preserving his
combo for another turn.
Poisonous Despair
Magic. Spirit-magic. Playable on a
spirit-magic-using character in
response to an influence attempt
against a character, ally, or item in his
company. The attempt is canceled. If
the character is a Ringwraith, he can
also cancel an influence attempt
against any of his factions. May be
played during opponent's site phase.
Unless he is a Ringwraith, he makes a
corruption check modified by -3.
The minion version of Wizard’s
Laughter.
With all the different
versions of minion decks out there,
including the wicked Balrog decks, this
card is a great defense against
influence. Keep in mind that only 5 of
the 9 Ringwraiths can cast this spell, so
be careful which ones you use if you
want to protect your factions.

Very interesting spell that gives the
wolf-decks a huge boost in the combat
department. More often than not your

(Continued on page 27)
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Deck Tip: Spell Decks (cont.)
(Continued from page 26)

It’s better in that respect than Wizard’s
Laughter because even your nonavatar characters can use this spell to
protect your things. As with Wizard’s
Laughter, it’s best to wait until the last
minute to cast this spell (but before the
dice are rolled) to see if your opponent
will waste any additional influence
helper cards. The more you can bluff
him into playing, the better.
Alternatively, you can bluff that you
have this card (even if you don’t) to
make him hold those helpers in his
hand.
Spying Out the Land
Magic. Spirit-magic. Playable on a
spirit-magic-using character during the
organization phase. Opponent may
reveal to you any hazards from his
hand, and only those hazards can be
played during the character company's
movement/hazard phase. Unless he is
a Ringwraith, character makes a
corruption check modified by -3.
Great, great spell. Mentioned briefly
by Nate Bruinooge in Issue 3 as an
underrated spell, and I wholeheartedly
concur. I don’t see this card used
often enough. This card is reviewed in
this issue beginning on page 6 in a
comparison / contrast to Here Is a
Snake.

(Wizard’s Voice) because you don’t
have to be an avatar to use it. Like
Wizard’s Voice, it lasts the entire turn.
This spell helps you get around
influence wreckers like Foolish Words,
Times Are Evil, Fool’s Bane, Power
Relinquished to Artifice, and so on. It
also directly affects GI if you can
make enough DI to place a large
character underneath the spellcaster as
described with point a) in the previous
paragraph.

Words of Menace and Deceit
Magic. Spirit-magic. Playable on a
spirit-magic-using character. +5 to the
character's direct influence for the rest
of the turn. Unless he is a Ringwraith,
he makes a corruption check modified
by -4. Cannot be duplicated on a
given character.
Nice spell that can get you the
influence you need if you a) need to
control a high mind character, b) need
to get that all-important faction in
without taking any chances, c) are
looking to influence an opponent’s
ally/faction/character/item. Again, it’s
better than it’s hero counterpart
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I hope this have given you a good
primer to the spell cards of the
minions. The best way to discover the
style you like is to simply play them.
So far, my favorite combination is
Shadow-magic and Spirit-magic. I
think the cards in both areas
compliment each other well by filling
in each other’s blanks.
Next Issue: The One-Ring Deck
Revisited: It’s changed!
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Game Review: The Lord of the Rings Board Game
James Kight
The game follows the book
closely, and is illustrated by
Tolkien artist John Howe. Players
take on the role of one of 5
hobbits: Frodo, Merry, Pippin,
Fatty, and Sam, on their adventure
to destroy the One Ring. You
must wind your way through four
Scenario Boards, overcoming
challenges, and most importantly,
prevent the Ringbearer from being
corrupted.

One of the recent board game
efforts from the Tolkien front is the
Reiner Knizia version of The Lord
of the Rings. Originally released
by Hasbro, it is now produced and
distributed by Fantasy Flight
Games.
One of the first things you notice
about the game itself is the obvious
production value that is shown in
the art, the game pieces, and the
design of the game itself.
Along with The Lord of the Rings,
Reiner has designed numerous
other well designed and awardwinning games including Lost Cities,
Tigris and Euphrates ( widely
considered his best game), Through
the Desert, Modern Art, Ra, Samurai,
and Medici.
Lord of the Rings is a “German” style
game, though it is not quite like the
previous games Reiner has designed.
Most of the best card games and board
games produced in the past few years
have originated in Northern European
countries, especially Germany. They
are predominantly games of light
strategy, though some demand
cunning strategy, tough negotiating
skills, and most if not all have an
element of luck thrown in. Even
better, they don't drag on forever; the
longer ones last about 60-90 minutes,

and most of the family-oriented games
can be played in 30-60 minutes. As far
as game play is concerned, it's difficult
to surpass the "German" games. Many
will have you bartering and negotiating
with your friends and family. The
German companies have been
producing these games for many, many
years, so the quality of the cards,
counters and other components cannot
be matched by North American
companies.
The Lord of the Rings is packaged
well, and has solid strategy elements
that are sometimes missing from other
board games. All of the players work
together to get the One Ring to Mount
Doom without allowing Sauron to
overtake the ringbearer. At least it
sounds very simple. Because of the
relative ease at which the dark forces
rise up in this game, it can be a very
daunting task. I myself have only
beaten the game once. Then again, I
haven’t played it that much.

Sauron moves closer to the
fellowship as the game progresses
(due to events and/or die rolls), and
other events/die rolls can move the
members of the fellowship closer
to Sauron. When a member of the
fellowship meets Sauron, he is
corrupted and out of the game. The
game ends if the Ringbearer is ever
corrupted. You can call upon Gandalf
or even put on the ring, but you risk
speeding up the meeting of the
ringbearer and Sauron.
You mark the progress of the
fellowship and of Sauron by use of the
Master Board, which stays in play
throughout the game. As the game
goes on, certain events and/or die rolls
cause the hobbits to corrupt, and they
are moved that much closer to Sauron,
a menacing looking black monolith
with a red eye waiting at the end of
the board. Additionally, there are
similar events and/or die rolls that
move Sauron closer to the fellowship,
making it that much more difficult for
the hobbits to avoid being swallowed
up by Sauron.

Lord of the Rings - Master Board

Game Designer - Reiner Knizia
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Game Review: The Lord of the Rings Board Game (cont.)
Different hobbits are used for each
game, depending upon the number of
players. For 2 players, Frodo and Sam
are used. For 3 players, Frodo, Sam,
and Pippin make up the group. For 4
players, Merry joins in. And for 5
players, Fatty finally makes it.
Frodo begins the game with the Ring,
and places the Ring token in front of
him. Each player places the figurine
representing his hobbit on the first
square of the Master Board. Sauron is
placed on the last square.
There are a number of different cards
in the game: Hobbit Cards, Feature
Cards (for each location on the Master
Board), other Feature Cards that will
be given out on the Scenario Boards,
and Gandalf cards. Hobbit cards
are generic cards that will be
drawn as the game progresses.
Feature cards will be gained as
the fellowship pass various
landmarks on each of the
Scenario Board. For example,
the Theoden card would only be
available on the Helm’s Deep
Board. The Gandalf cards can
be purchased as needed throughout the
game, and provide different bonuses.
There are lots of tiles and tokens too.
Event tiles are shuffled and placed
face down. As the fellowship moves
through each Scenario Board, certain
actions cause the Event token to move
further down the Event track, forcing
the fellowship to flip event tiles. This
is a Bad Thing. The other tokens are
split up between Heart, Sun, and Ring
life tokens, and the Shield tokens (in
the shape of a shield). These are

Moria Board

(Continued from page 28)

placed face up, and are given out
as players pass these points on the
various tracks. If you examine
the Moria board above, you will
see one Event Track (far left), and
three different Activity Tracks.
On this board, the three tracks are
Fighting, Traveling, and Hiding.
There is a fourth track,
Friendship, that appears on other
boards. On the uppermost track of the
Moria board, the Fighting Track starts
with 2 shield icons, then a ring
icon, then 2 more shield icons,
then another ring icon, then a
black square, a shield icon, a
black square, and finally another
shield icon.
As you pass each of these
milestones, you are given shield
and or ring tokens. There are
large and small shields. The small
shields simply give you one shield
token apiece, but the large shields give
you one random shield that has been
randomly set aside during the game
setup (some of these shield count for
two or even three shields). As
much fun as it would be to collect
all of these, it is vitally important
that these be distributed evenly.
(There is only one marker per
track, so the active player collects
icons as the marker moves.) The
player who ends each board with

Helm’s Deep Board
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the most ring tokens has the joy
of bearing the ring for the next
board. Try to make this the
person at the back of the Master
Board. Trust me. There is also
the empty circle icon. Passing
one of these squares allows you
to move your hobbit back to the
light one space on the Master
Board. This is a Good Thing.
To move the markers on the tracks,
you play cards that you’ve gained.
Each card will indicate how many of
each type of activity it will give you.
The boat card, for example, counts for
1 travel icon. That means that when
you play it, you may move the marker
on the Traveling track one space.
When you play cards, you may play
one or two, but if you play two, one
must be a grey card, and one must be
white. If you choose not to play any
cards, you may draw two Hobbit
cards, and move your Hobbit one
space back to the light on the Master
Board.
As you play your cards, keep in
mind that cards with Activity
symbols that are not represented
on the current board have no
effect, nor will cards played for
Activity tracks that have
already been finished.
However, you will notice that
there are various cards that have
stars instead of Activity symbols.
These are considered wild, and can be
used for any of the Activity symbols,
though you must use all of a card’s
stars on one track (in the event that a
card have more than one star symbol).
(Continued on page 30)
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Game Review: The Lord of the Rings Board Game (cont.)

6.

(Continued from page 29)

There are also opportunities to
pick up the different feature
cards as you progress down the
Activity tracks. One of the
cards you will get eventually is
the Gollum card. This great
card is a wild 3 card, giving you
3 spaces on any track. The big
drawback is that you are required to
roll the die. It’s best to use this card
only in the direst of situations, but if
you have it available when you need
it, it’s a great tool.
The black square icon on the tracks
means that you are required to roll the
die. The six faces on the die are as
follows:
1. The Eye of Sauron. This evil icon
moves Sauron forward one space
on the Master Board.
2. One black circle. Move your
hobbit one space forward on the
Master Board.
3. Two black circles. Move your
hobbit 2 spaces forward on the
Master Board.
4. Three black circles. Move
your hobbit 3 spaces
forward on the Master
Board. (Yikes!)
5. Two cards. Place any two
of the cards in your hand
face up on the discard pile.
6. Blank side.
Nothing
happens.

1.

2.

3.

4.

of the markers. If one of the bad
events are revealed, you must
follow the instructions on the tile,
then reveal the next tile. If there
is an event that says “Each
Player…” then every player must
comply with the requirements of
that event. The various nonActivity tiles are:
Ring icon with black circle. The
ringbearer must move one space
forward on the Master Board.
Then reveal the next tile.
Sauron Eye/2 black circles.
One player must volunteer to
move two spaces forward on
the Master Board, or Sauron
moves one step closer to the
fellowship.
Sundial. The next event on
the Event Track (far left of
each Scenario Board) now
occurs. Progress the event marker
to the next event, and follow it’s
instructions.
After which you
must reveal the next event tile.
3 cards / sundial. The fellowship
must discard 3 cards, but they can
be from anyone’s hand, or from a
combination of hands.
Otherwise, the next event on the
Event Track occurs. Then reveal
the next event tile.
5. 1 card, 1 shield, 1 life token/
sundial. The fellowship must
discard 1 card, 1 shield, and 1 life

Without a doubt, moving the event
marker on the Event Track is a Very
Bad Thing. Avoid it at all costs. This
costs the fellowship more than most
other things.
Another way for the ringbearer to
move if need be (and avoid the effects
of the Scenario Board) is to put on the
ring. As can be expected, it can be
dangerous to do so.
Once per
Scenario, the ringbearer may put on
the ring, either after the active player
reveals an Event tile, or after the
execution of a tile or a card by
the active player. The ring
token is placed over the
ringbearer’s hobbit figure, and
the ringbearer rolls the die. He
must bear any negative
consequences that occur as a
result of the that roll. He then
moves the marker on any one
Activity track by a number of spaces
determined by the following formula:
Four spaces minus the number of
symbols on the die.
Example: If the die shows two black
circles, the ringbearer moves two
spaces. This movement cannot be
influenced by Character cards (as in
the case of Sam) or Yellow Feature
cards (same effect). The spaces you
move over are not activated, since you
are invisible. Keep the ring on the
(Continued on page 31)

Mordor Board

At the beginning of the active player’s
turn, he starts to reveal tiles, acting on
each one.
If an Activity tile is
revealed, he may move a marker on
that specific Activity track unless such
a track is not on the current Scenario
Board. In that case, he may move any

token, or the next event on the
Event Track occurs. Then reveal
the next event tile.
Various other tiles that have
similar symbols as the die (black
circle, blank card, Sauron eye, or
black square).
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Game Review: The Lord of the Rings Board Game (cont.)
Full Game Layout

(Continued from page 30)

ringbearer to indicate that it has been
used during the current Scenario, and
remove it after the scenario has been
completed.
Then the active
player continues with his turn,
and the ringbearer plays any
subsequent turns as normal.
The Yellow Feature cards can be
played at any time, and may be
played by any player. The great
thing about yellow cards is that
they do not count against the limit of
two playable cards during a turn.
Whomever plays the Yellow Feature
card decides how it is applied,
although discussing it with your fellow
players is advised, since it will give
you a good idea of where everyone
stands and how best to benefit the
entire group.
In fact, let me take this time to advise
that you discuss all movements, the
play of cards, the discarding of tokens
and/or cards, and so on within your
group. The better informed your
group is as you progress along the
game, the greater the chance your little
hobbits will survive to dunk the ring
into the fires of Mount Doom. The
first time I played this game Bill
Kenyon did a great job of explaining
this practical way of working the
game. Because of the cooperative
nature of the game, it might take a few

Boards or sessions to
remember not to try to
“win” for yourself, since
that more often than not
spells doom for the rest of
the
group,
and
consequently, for you as
well.

Another feature you can
call on at any time during
the game is to call a
Gandalf card. Any one
player decides to cash in 5
shields, and the active
player decides which
Gandalf card to use, and
how best to use it. As each Gandalf
card is used, it is discarded. Again, I
stress the importance of discussing
your options among the group before
deciding on a course of
action. Since there are a
number of Gandalf cards
available, there are choices
you can make, and
different cards work better
in different situations. For
example, you might decide
to use the Gandalf card
(shown here to the right) to move a
marker 2 spaces on any Activity Track
in order to finish out the track, or the
Scenario altogether. Then again, you
might decide to use the
Gandalf card that prevents
an event from occurring,
or something else entirely.
You may also discard
unwanted cards from your
hand into the discard pile
at any time during the
game, although this is
probably best used in
situations in which you are
allowed to refresh your
hand to a certain number
of cards.
Each Scenario ends when
the main Activity Track
(the larger track with the
numbers spaces) has been
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completed or when the last event on
the Event Track has been concluded.
When that occurs, see if each player
has one of each life token. For each
token missing from the required
collection, that player must move his
hobbit one space forward on the
Master Board. The player with the
most ring tokens is the new ringbearer.
In the event of a tie, the Ring goes to
the tied player that is closest to the
current ringbearer. If Fatty is playing,
he draws two cards.
Once you’ve completed the Scenario,
move the marker on the Master Board
to indicate your progress, and follow
the instructions for that space, then
progress to the new Scenario Board.
Certain spots on the Master Board
grant you cards that are distributed to
the players, or other benefits.
At the beginning of each
Scenario place one marker on the
Event Track, and one each on all
of the Activity Tracks. Put out
the Feature cards that match the
Scenario, and shuffle all the
Event tiles and place them face
down. Then the ringbearer starts the
Scenario by revealing the top event
tile.
(Continued on page 32)
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Game Review: The Lord of the Rings Board Game (cont.)
(Continued from page 31)

I’ll take a moment here and suggest
that as you move along the scenarios,
it’s best to try to work the Tracks so
that each player gets at least a few of
the life tokens so as not to speed that
player to his or her death, unless it
looks like that player is hopelessly lost
anyway. In that case, it might be
better for the rest of the group if that
player does nothing but draws two
cards and move one space backward,
letting the other players collect the life
tokens.
If the Hobbit deck is ever depleted,
removed all the used Feature cards and
Gandalf cards from the discard pile,
and remove them from the game.
Shuffle the remaining cards to form a
new Hobbit draw deck.
If at any time your hobbit encounters
Sauron on the Master Board, you are
immediately eliminated from the
game. If at any time you don’t have
the required cards or shields to
discard, and there is no alternative
outcome offered (like when you roll 2
cards on the die), you must discard as
much as you have, and also bow out of
the game immediately. If you are out
of the game, discard all cards, return
all life tokens, but keep your
remaining shields to be tallied for the
final score (if the remaining fellowship
happens to make it to Mount Doom).

The game ends if either of the
following to things happen:
1. The ringbearer is eliminated from
the game.
2. The fellowship reaches the top of
Mount Doom as explained below.
Once you reach the top of Mount
Doom, you must attempt to destroy the
ring. The active player rolls the die. If
the active player remains in the game
after the die roll, then the ring has been
destroyed and the active player
receives one of the face down shields.
If the active player is eliminated as a
result of the die roll (moving forward
to meet Sauron), then the die is passed
on to the next player, who progresses
accordingly, until the ring is destroyed
or the players are all out of the game.
If the ringbearer is wiped out, each
player scores the number of points
indicated by the marker on the Main
Activity Track at their current location.
If the fellowship makes it to Mount
Doom but everyone dies in the attempt
to destroy the ring, everyone scores 60
points. If the ring is destroyed, then
each player (including eliminated
ones) score 60 points plus the value of
all shields you have collected between
the group.
All in all, The Lord of the Rings
Boardgame is a fantastic game. It
might take awhile to get used to the
cooperative nature of the game, but
having played it a few times, the
cooperative aspect really ties into the
“fear” factor and effectively reflects
the hopelessness of the fellowship in
the books.
It is not easy to win this game, but with
effective management of movement,
tokens, discards, card play, and a few
other things you have to keep track of,
you can do it. My greatest suggestion
is to talk out each strategic decision.
Deciding not to discard something or
not to put on the ring, or moving too
fast will definitely affect you as the
game progresses, and the eventual
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success (or failure) of the fellowship.
This would be a great game for a
party, for families, and for tournament
style play.
There are currently two expansions
planned for the Lord of the Rings
Boardgame, both of which are again
fully illustrated by John Howe. The
first expansion is called Friends &
Foes, and should be out by the time
you read this. Friends & Foes will
introduce the threat of the Nazguls,
Orcs of the Red Eye, Barrow Wights,
Cave Trolls, Spiders of Mirkwood,
Wolf Riders, and other creatures to
the fellowship, and provide more
allies like Tom Bombadil, Glorfindel,
Treebeard, Strider, and many more to
help the fellowship as well. It will
include 2 more Scenario Boards.
The second expansion is called
Sauron, and will be available
sometime in the fall of 2002. Rumor
has it that it will allow one player to
play the role of the Dark Lord.
Next issue I’ll review the Friends &
Foes expansion in detail, and also go
over the other new game from Fantasy
Flight Games, The Hobbit, which
should also be available hopefully by
the time you read this. Try to safely
navigate your way to the Lonely
Mountain and reclaim all the treasure
Smaug has stolen. Travel from the
Shire to Lake Town, and finally to
face Smaug himself. Until next time!
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MECCG Quiz: How well do you know MELE?
James Kight
Welcome to another edition of the
MECCG Quiz. This issue’s quiz deals
exclusively with Middle-Earth: Lidless
Eye. That means that the answers can
only come from the Lidless Eye set,
even if you think another card from
another set better fits the question.
Some of these are easy, while some of
them are very difficult.

7. There are 4 non-Ringwraith characters who have three skills. Name at
least 3 of them.

19. How many factions are playable at
Barad-Dur? Can you name them all?
20. Which minor item reduces DI?

8. Of the nine different “Unleashed”
cards, which one has the highest printed
random number, at 12?
9. Which ally has the scout skill?

21. Only one resource card begins with
the letter “E”. Name it.
22. How many Orc factions are there in
MELE?

10. Which ally has the sage skill?
11. Which ally has the warrior skill?

23. Which hazard increases the prowess for attacks at Freeholds?

12. Which * creature with a body is the
only one worth less than 2 MPs?

24. Which corruption card in only
playable on a minion?

1. Which Ringwraith is the only one
who can cast Shadow-magic, Sorcery,
and Spirit-magic?

13. Which * creature without a body is
the only one worth more than 1MP?

25. Which elf creature hazard gains a
bonus vs Ringwraiths?

2. Which site has the highest opponent
card draw, at 4?

14. What is the only non-man creature
keyable to Freeholds?

26. Which hazard can only affect characters of 5 mind or less?

3. Which Ringwraith has the highest
body?

15. What is the only hazard that targets
an ally?

27. Name the only unique non-creature
hazard.

4. Which Ringwraith has only one
skill?

16. Which is the only unique creature?

28. Which Troll Lieutenant has a prowess of 7?

The answers are on page 35. Here are
this issue’s questions:

5. Which character has the lowest
body, at 6?

17. How many factions are playable at
the Ettenmoors? Can you name them
all?

6. Which character has the highest
printed DI, at 4?

18. How many allies are playable at the
Ettenmoors? Can you name them?

29. Which Dwarf character has a home
site of Moria?
30. What is the most MP’s that any
non-ring item will give without being
stored?

Survey Question: Responses and This Issue's Question
James Kight
Last issue I asked everyone to name a resource
that they thought should go in every deck, and
why. Considering my own favorites, and the
varied nature of all the decks that are possible, I
got a lot of duplicate answers.
Hero Resources
Smoke Rings: 4 votes. It’s versatility makes it
great for both recycling and supplementing your
deck with your sideboard.
Longbottom Leaf: A popular response with 4
votes. It gives your deck much more on-the-fly
flexibility. Helps Fallen-Wiz players greatly to
reduce the stage card clutter in the main deck.

Marvels Told: The most popular card. 5 votes.
The nature of the game makes this card and
sages a near-requirement.
Glamdring: 1 vote. It features a great prowess
bonus for a major item, second only to Durin’s
Axe, and has only 1 corruption point besides.

Weigh All Things to a Nicety: Same as Smoke
Rings, but only got 1 vote.
We Have Come to Kill: Great way to keep
those characters coming in. 1 vote.
Stage Resources

A Friend or Three: All around utility card for
both influence and corruption. A staple in all my
Elrond decks. 2 votes.

The White Tree/Sapling of the White Tree/
Wizard’s Trove: Voter wanted all of these
together. Nice combination. 1 vote.

Minion Resources

This issue’s question:

Dark Tryst: Draw 3 Cards. Makes any deck that
much smaller and faster. Surprisingly, it got
only 2 nods.

Which Ringwraith is your favorite?
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Your answer can be for either the hazard or
character manifestation. Be sure to include
your reasons why.
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Julian Wilson: Old English & Middle-Earth
Julian Wilson
Introduction:
Old English (also known as AngloSaxon) is the oldest form of the English
language. It was a Germanic language
spoken in Great Britain and is recorded
in manuscripts dating from before the
twelfth century. Compared with
Modern English it almost looks like a
foreign tongue due to the enormous
changes that English has undergone
over the last 900 years. In fact, many
words are more recognisable to
speakers of Dutch and German than to
those of English. One example is the
word hearra, meaning "lord" which
survives in Dutch as "heer" and in
German as "Herr". Old English occurs
in The Lord of the Rings as a
"translation" of the language of the
Rohirrim and in some words used by
the Hobbits, such as "mathom" for
instance. It also turns up in the guise of
archaic Modern English, as will be
seen below.
Orthography:
Old English was written using
primarily the following letters:
aæbcdðefghilmnoprstþuwxy

The letters "k" and "z" also existed,
but were rarely used. Note that three of
the above letters are now obsolete in
Modern English, namely æ, ð, and þ.
Of these, the first represents the vowel
sound in the word "cat" and the second
and third are used interchangeably to
represent both the voiced "th" in
"father" and the unvoiced "th" in
"thin". Here is an example of Old
English, taken from the poem The
Battle of Maldon:
Nu eow is gerymed; gað ricene to us,
guman to guþe; god ana wat
hwa þære wælstowe wealdan note.

This has been paraphrased in A Guide
to Old English, 6th edition, by Mitchell
and Robinson as:

"Now the way is clear for you; O warriors,
hasten to the battle; God alone knows
how things will turn out".

Note: from here on Old English will be
abbreviated to OE and Modern English
to MnE. The abbreviation ME is
reserved for Middle English, though it
is not used in this article.
Of wights and barrows:
Cold be hand and heart and bone,
and cold be sleep under stone:
never more to wake on stony bed,
never, till the Sun fails and the Moon is dead.
In the black wind the stars shall die,
and still on gold here let them lie,
till the dark lord lifts his dark hand
over dead sea and withered land.

- Wight's Chant
LotR, Book One, Chapter VII
Now let us turn to Middle-earth and
one of its inhabitants. The word
"wight" carries certain connotations to
many fantasy readers and gamers. It
may well conjure up the image of an
undead being: terribly strong, hating
the living, draining life with its touch.
No doubt this image comes from the
portrayal of the "Barrow-wight" in
LotR. It seems a simple generalisation
to go from the Barrow-wight in
particular to wights in general. After
all, a Barrow-wight is just a wight that
dwells in a barrow, isn't it? That is an
understandable assumption to make,
particularly given that most readers
have not encountered the word "wight"
before reading LotR, save perhaps in
the place name "Isle of Wight". Surely
it must mean some sort of undead
creature as in the book. However, an
alternative theory appears when one
examines the word itself and its
history. "Wight" is an archaic/dialect
MnE word that means "person". It
comes from the OE word wiht,
meaning "creature" or "being". The
compound term Barrow-wight thus
literally translates as barrow being, i.e.
a being that is associated with a large
mound of earth or stones over a grave.
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Like many compound words, it means
something more specific than just the
sum of its parts. In this case it denotes
one of the fearsome evil spirits that
inhabit the burial mounds of the
Barrow-downs in The Lord of the
Rings. The connotations that "wight"
has gained are due to it being part of
that compound, rather than coming
from the word itself. The sinister feel
actually comes from "barrow", a word
that is associated with graves, corpses,
and ghosts. Interestingly enough, it was
perhaps a relatively innocent word in
the beginning, being descended from
OE beorg, a word that meant "mound"
or "mountain". This word survives in
Dutch and German as "berg" and also
in the MnE compound "iceberg",
though the latter is probably a partial
translation of Danish or Norwegian
"isberg" or Dutch "ijsberg". Asides
aside however, we now have a clearer
picture of what the word "Barrowwight" literally means and where its
components come from. In fact, they
hark back to a time when languages
such as English, German and Dutch,
along with the Scandinavian tongues,
were merely dialects of each other.
"Barrow-wight" is both a Tolkien
invention and yet fittingly ancient.
Further reading:
In the above, I have barely scratched
the surface of the main topic. In the
future I may very well write a second
article, especially if there is sufficient
interest. Those who wish to explore the
relationship between Old English and
Middle-earth for themselves may find
the following books useful.
The Lord of the Rings, J.R.R. Tolkien,
particularly Appendix F
J.R.R. Tolkien Author of the Century, Tom
Shippey [2000]
The Road to Middle-earth, Tom Shippey [1992]
The English Language a historical introduction,
Charles Barber [2000]
A Guide to Old English, Bruce Mitchell and
Fred C. Robinson [2001]
——————–

Thanks again to Julian for another article!
Hopefully he will be back next issue with
more Old English & Middle-Earth!
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More Art by Donato Giancola

Shivan Dragon by Donato Giancola © 2001 Wizards of the Coast for Magic: The Gathering 7th Edition

Dragonflight © 1999 by Donato Giancola

MECCG Quiz: Answers
James Kight
Here are the answers to the MELE Quiz on page 33. Hope
you got them all without looking!

11. Which ally has the warrior skill?
“Two-headed” Troll

21. Only one resource card begins with the letter “E”.
Name it. Easterlings

12. Which * creature with a body is the only one worth less
than 2 MPs?
Ent in Search of the Entwives

2. Which site has the highest opponent card draw, at 4? Dol
Amroth

13. Which * creature without a body is the only one worth
more than 1MP?
Sons of Kings

22. How many Orc factions are there in MELE? 14:
Goblins of Goblin-gate, Grey Mountain Goblins, Iceorcs, Orcs of Angmar, Orcs of Gorgoroth, Orcs of
Gundabad, Orcs of Mirkwood, Orcs of Moria, Orcs of
the Ash Mountains, Orcs of the Ephel Duath, Orcs of
the Red Eye, Orcs of Udun, Snaga-hai, Ungol-orcs, and
Uruk-hai

3. Which Ringwraith has the highest body? The WitchKing

14. What is the only non-man creature keyable to
Freeholds? Sons of Kings

23. Which hazard increases the prowess for attacks at
Freeholds? Awaken Defenders

4. Which Ringwraith has only one skill? Akhorahil

15. What is the only hazard that targets an ally? Stay Her
Appetite

24. Which corruption card in only playable on a minion?
Covetous Thoughts

16. Which is the only unique creature?
Landroval

25. Which elf creature hazard gains a bonus vs
Ringwraiths? Elf-lord Revealed in Wrath.

17. How many factions are playable at the Ettenmoors? 4
Can you name them all? Hill Trolls, Misty Mountain
Wargs, Stone Trolls, and White Mountain Wolves

26. Which hazard can only affect characters of 5 mind or
less? So You’ve Come Back

1. Which Ringwraith is the only one who can cast Shadowmagic, Sorcery, and Spirit-magic? Akhorahil

5. Which character has the lowest body, at 6? Odoacer
6. Which character has the highest printed DI, at 4? The
Mouth
7. There are 4 non-Ringwraith characters who have three
skills. Name at least 3 of them. Carambor, Pon Opar,
Tarcil, & Ufthak
8. Of the nine different “Unleashed” cards, which one has
the highest printed random number, at 12? Hoarmurath
Unleashed
9. Which ally has the scout skill?
Stinker
10. Which ally has the sage skill?
Last Child of Ungoliant

18. How many allies are playable at the Ettenmoors? 4 Can
you name them all? “Two-headed” Troll, The Wargking, War-warg, and War-wolf
19. How many factions are playable at Barad-Dur? 5 Can
you name them all?
Black Trolls, Half-trolls, Orcs of Gorgoroth, Orcs of the
Red Eye, and Uruk-hai
20. Which minor item reduces DI?
Binding Ring
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27. Name the only unique non-creature hazard. News of
Doom
28. Which Troll Lieutenant has a prowess of 7?
Lieutenant of Dol Guldur
29. Which Dwarf character has a home site of Moria?
Broin
30. What is the most MP’s that a non-ring item will give
without being stored? 3

The Official MECCG Newsletter

Board Game: Beorning Breakfast Banquet
James Kight
Welcome to Beorning Breakfast Banquet,
where the object is to feed a Hobbit and
as many hungry Dwarves as possible!
In the style of many of the old Milton
Bradley / Parker Brothers board games,
this one is a path game. Apologies to all
games that I’ve borrowed from. I’ve
taken a few liberties with Beorn’s lands,
if only to make this a feasible game.
You travel one direction along the path
gathering as many berries, mushrooms,
and as much bread and honey as possible
as you wind your way around Beorn’s
lands. You can play solo if you like.
Enjoy!
Object: Leave Beorn’s House, gather
food on the path, traveling only in the
direction of the arrows. As you make
your way back to Beorn’s House, you
store what food you have, and continue
down the path to gather more food.
Score as many points as possible within
20 turns.
Players: 1 to 4 is suggested, but more
players are certainly welcome.
Parts Required: Rules, Game Board,
Cards, Tokens (pennies), 1 six-sided die,
1 20-sided die, Pad and Pencil.
Rules
All players begin the game on Beorn’s
House.
Determine randomly which
player goes first. Play continues clockwise afterwards. The first Player is now
Player 1. Each player needs a unique
marker to represent him on the board.
Game Turn:
Each player on his turn rolls the die, and
moves his marker that number of spaces.
You must always move forward in the
direction of the arrows (unless an instruction tells you otherwise), and you must
move the exact number of spaces that you
rolled on the die.
Follow the instructions on the space that
you land on. Your turn ends when
you’ve completed the instructions. If a
space’s instructions move you to another
space, follow the instructions on the

space you move to. Example: If you are
instructed to move to a space that has
Draw 1 Card on it, then continue normally, following any instructions on the
card you draw, as you would otherwise.
If the space you move to instructs you to
roll the die, then do so, proceeding normally. The same would apply if a Card
instructed you to move to another space.
This only applies to the active player.
If you land on the same square as another
player(s), you may either follow the instructions on that space or take 1 food
token from one of the players. This only
applies to the active player, and cannot be
done on the Beorn’s House square.
Before each of Player 1’s turns (after the
first), mark the new turn on the 20-sided
die, and continue play normally.

End of Game:
At the end of 20 turns, the game ends.
Score one point for each food token you
have stored. Score 1 additional point for
each increment of 4 food tokens you are
currently carrying, rounding down (for
example, if you are carrying less than 3
tokens, you score no additonal points; if
you are carrying 4 tokens, score 1 point;
if you are carrying 7 tokens, score 2 additional points). Whoever has the most
points wins!
In the case of a tie, the tied player with
the most points from stored tokens is the
winner. If there is still a tie, the tied
player closest to Beorn’s House (in either
direction) wins. If there is still a tie, the
tied player who went last is the winner.
————————————–

Special Spaces:
Shortcut: If you land on or pass through a
Shortcut space, you may continue your
movement down either path.
Draw a Card: If you land on a space that
instructs you to draw a card, draw a card
and follow the instructions. Discard the
card into discard pile unless the card tells
you otherwise. Your turn ends when
you’ve followed the instructions on the
card. When you’ve drawn all the cards in
the card deck, reshuffle the discard pile to
make a new draw pile.
Encounter:
Any space or card that instructs you to
roll a d6 is considered an encounter.
Food Tokens:
There are many types of food to be gathered while on your journey, but regardless
of which type of food you collect, all food
is represented by one type of token. You
are welcome to use beads, but pennies
work just fine.
Storing Food:
When you land on or pass through
Beorn’s House, all of the food you are
currently carrying is immediately and
automatically stored. Mark the number of
tokens you have stored next to your name
on a scoring pad. Be sure to add to your
total each time you pass by or land on
Beorn’s House.

36

Cards
Special note: Unless stated on the card,
you may only discard a card from play
on your turn.
All of the cards you will see on the next
few pages are to be photocopied and cut
out (on card stock if possible). 1 copy of
each card is plenty.
Game Board
The two parts of the board are connected
at the dotted lines that you will see on
some of the game squares. If you want
to photocopy and connect the board, the
arrows and dotted lines should line up.
Optional Rule
As an optional rule, you may lose either
2 carried tokens or 1 stored token to
move again in the same turn. This optional rule may only be used twice per
game per player, and only once per turn.
Credits
All of the art for this game was gathered
from the Microsoft Design Gallery Clip
Art web site, except for some of the art
used for the cards, and for a few of the
game board spaces, which were used
from the actual MECCG card images.
All such card images are © 2001 The
Saul Zaentz Company (Tolkien Enterprises)
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Some of the Beornings have
gone berserk! Lose 2 tokens
to appease them. If you don’t
have 2 tokens, lose all of
your tokens and lose a turn.

You meet up with some hungry dwarves. You give them
some of your food. Lose 2
food tokens. If you don’t have
2 food tokens, lose a turn.

Roll a d6. 1: You escape!
2-3: You are caught. Lose 1
turn and move to the Forgotten Barrow. 4-6: You escape,
but lose 1 food token.

Roll a d6. 1-4: Move forward 1 space to avoid the
bees. Lose 1 food token. 56: You are stung! Move back
1 space and lose 1 turn.

Bombur gets hungry! Lose 2
food tokens. If you don’t
have 2 food tokens, lose all
of your food tokens.

Roll a d6. 1-2: You escape
the wolves. 3-4: You drop
food for the wolves. Lose 2
food tokens. 5-6: You hide.
Lose 1 turn.

You meet up with Bilbo, who
is hungry. You offer him
some food. Lose 1 food
token.

Spiders! Roll a d6. 1-2: You
escape. 3-4: You offer food.
Lose 2 food tokens. 5-6:
You get caught in the webs.
Lose a turn.

You stumble upon Beorn in
his werebear state! Move
back 2 squares to avoid him.

You meet up with a stone
troll! He takes half of your
food tokens (round down),
and you lose a turn.

You fall into stagnant pool.
The weeds latch onto your
clothes. Lose 1 food token
and 1 turn.

You find a small barrow. Roll a
d6. 1-3: You find nothing. 4-5:
You find a small mushroom
patch. Gain 1 food token. 6: You
feel cold. Lose 1 turn to sleep.

You come across a hungry
cave bear. Give him 3 food
tokens or move back three
spaces.

Large crows attack your food.
Roll d6. 1-3: You chase them,
but they fly away. Lose 2 food
tokens. 4-6: You hit them with
stones and drive them away.

Goblins! Roll a d6. 1-2: You
escape 1 space back. 3-4: You
are caught! Move to the Cavern space. 5-6: Lose 2 food
tokens as they steal your food.

You are lost. Roll a d6. 1-2: You
get lucky. Move forward one
space. 3-5: You go the wrong
way. Move back one space. 6:
You are totally lost. Lose 1 turn.
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You meet up with some elves
who offer you some lembas
for your journey. Gain 3
food tokens.

You search the area. Roll a
d6. 1-3: You find nothing.
4-6: You find a few berries.
Gain 1 food token.

You find a huge mushroom.
Gain 2 food tokens.

A local farmer offers you
some fresh bread. You gain
2 food tokens.

Some wandering eldar join
your party for awhile. Gain 1
food token and move to the
Small Vale space.

A traveler spares a bit of
waybread. Gain 1 food token, and move up to 2 spaces
forward.

You find a secluded traveler’s hut. Gain 2 food tokens, but lose 1 turn to catch
up on your sleep.

You find a healing pool.
Place this card in front of
you. Discard this card at any
time to prevent the loss of a
turn.

You find some...well...you’re
not sure what it is, but when
you’re hungry enough, you’ll
eat anything. At any rate,
gain 1 food token.

You find some delicious
orange berries. Gain 1 food
token.

You find some acorns. You
gather a few. Gain 1 food
token.

A local farmer gives you a
small jar of honey in return
for telling him tales of the
area. Gain 3 food tokens, but
lose 1 turn.

You are invited to a banquet.
Gain 2 food tokens and move
to Beorn’s House.

You catch a small fish from a
small pond. Gain 1 food
tokens.

You catch a huge fish swimming upstream. Gain 2 food
tokens.

You find a large berry bush.
Gain 2 food tokens.
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It looks like Beorn is entertaining more guests. Move
the turn die (20-sided) back
one number, and remove this
card from the game.

You find a clear path ahead.
You can move up to 3 spaces
forward.

You stir up a bees nest. Target an opponent who must
either move one space back
or lose 1 food token.

You find a map of the local
area. Move your counter to
the nearest Shortcut space.

A friendly deer steers you
around a trap. Your opponent isn’t so lucky. Choose
one opponent who must lose
1 turn.

You befriend a squirrel. Play
this card in front of you. If
there is an opponent within 5
spaces of you, discard this card
to take 1 food token from them.

Blowfish! Play this card in
front of you. Whenever an
opponent gains food token,
you may discard this card to
reduce the token gain to 1.

You find an abandoned cart.
Play this card in front of you.
Discard this card to immediately store all of your food
tokens.

You find a refreshing well of
water, and replenish your
water supply. Play 1 card
from the discard pile as if it
were in your hand.

You find a compass. Play this
card in front of you. Discard this
card at the beginning of your turn
to move in any direction when
you roll the die to move.

The Beornings are wandering
about. Place this card in
front of you. You may discard this card at any time to
cancel any one food loss.

You find a sack. While you
have this card in play you have
1 extra food token. Discard this
card whenever you store food
tokens or lose food tokens.

Target one opponent who
must lose 1 food token due to
rotten food.

Beorn points you in the right
direction. Move yourself to a
space of your choice within 2
squares of this space.

You have been granted the use
of ponies. Place this card in
front of you. You may discard
this card at any time to roll 2d6
for movement instead of 1.

You have the luck of the
Valar. Play this card in front
of you. Discard this card at
any time to cancel any card
you draw.
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Cave Entrance

Escape Route

Cavern

Cave Bear
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Draw 1 Card.

Ruins
Shortcut

Empty Barrow

Valley

Draw 1 Card

Covered Path

Draw 1 Card

You find a discarded
piece of honeycomb.
Gain 1 food token.

START

Shortcut
Roll a d6. 1: You found
nothing. 2-3: You found a
few mushrooms. Gain 1 food
token. 4-5: You found a berry
bush. Gain 2 food tokens. 6:
You get lost. Lose 1 turn.

Forest-Edge

Roll d6. 1-2: You find
nothing. 3-4: you find
bread & cheese. Gain
2 food tokens. 5-6:
You decide to rest.
Lose 1 turn.

Flower Fields

Roll d6. 1: Fall asleep.
Lose 1 turn. 2-4: You find
nothing. 5: Found mushroom.
Gain 1 food token. 6: Lost.
Go back 2 spaces.

Covered Path

Draw 1 Card.

Front Lawn

Take 1 food token
from an opponent
of your choice.

Horse Stables

Forgotten Barrow

The horses point you
in the right direction,
for a price. Move 2
squares forward, but
lose 1 food token.

Worn Path

Draw 1 Card.

Rolling Hills

Roll d6. 1-4: You find
nothing. 5-6: You find
a patch of strawberries.
Gain 3 food tokens.

Draw 1 Card.

Hives
Roll d6. 1-4: You
find lots of honey.
Gain 3 food tokens.
5-6: Bees attack!
Lose 2 food tokens.

Roll d6. 1-2: You find
nothing. 3-4: You find
some honey. Gain 2 food
tokens. 5-6: Bees attack!
Lose 3 food tokens.

Draw 1 Card.

Grazing Farmland
Open Field

Roll d6. 1-3: You find
nothing. 4-6: You fall
in a sinkhole and slide
forward 1 space.

Draw 1 Card.

You become weary. If
there are no tokens on
this space, leave one.
If there is a token on
this space, take it.

Beorn’s House

Roll d6. 1: Cave Bear is hungry.
Roll d6. 1-3: You are lost.
Lose 3 food tokens and 1 turn.
Go back 2 spaces. 4-5: You
2-3: Cave Bear is generous.
find nothing. 6: You find a
Gain 1 food token. 4-5: Cave
huge mushroom patch.
bear is lonely. Lose 1 turn. 6:
Escape! Move to Escape Route.
Gain 3 food tokens.

Roll d6. 1-2: You are
lost. Move to Cavern.
3-5: Nothing happens.
6: You find a knapsack.
Gain 1 food token.
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Honeycombs

Traveler’s Rest

Open Road

Hilltop

Abandoned Shack
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Roll d6. 1-3: You find
nothing. 4-5: You find
some blueberries. Gain
1 food token. 6: You
are lost. Lose 1 turn.

Calm Pond
Shortcut

Treacherous Ledge
Draw 1 Card.

Draw 1 Card.

Roll d6. 1-4: Lost. Lose
1 turn. 5: You find a
path. Move 1 space
forward. 6: You find a
path. Move back 1 space.

Deep Forest

Forest Edge

Lakeside

Low Ledge

You are swept forward 1 space.

Cliff Path

Roll d6. 1-3: You find
nothing. 4-5: You find
some berries. Gain 1 food
token. 6: You feed a hungry
goat. Lose 2 food tokens.

You find an empty hut
with a loaf of bread.
Gain 1 food token.

Lakeside Hut

Draw 1 Card

You find a patch of
mushrooms. You
get 2 food tokens.

Draw 1 Card.

Shortcut

Roll d6. 1: You spy
ahead. Move up to 3
spaces forward. 2-5:
Draw 1 card. 6: You see
a package of lembas.
Gain 4 food tokens.

Draw 1 Card.

Quiet Brook
Roll d6. 1: You fall in, wash up
2 spaces back. 2-4: You find
nothing. 5: You find a few
berries. Gain 1 food token.
6: You find a boat. Row to
Far Side of Lake.

Winding Path

Hedgehog steals some food!
Lose 1 food token.

Undergrowth

Draw 1 Card.

Roll d6. 1-2: You find
nothing. 3-5: You find
some fish. Gain 1 food
token. 6: You get hungry.
Lose 2 food tokens.

Far Side of Lake

Waterfall

Secluded Meadow

Roll d6. 1-3: You find nothing.
4-5: You find some fish! Gain 2
food tokens. 6: You fall in!
Lose 2 food tokens.

Shortcut
Hidden Lake

Roll d6. 1-2: You find
nothing. 3-5: You find a few
blackberries. Gain 1 food
token. 6: You find a store of
nuts. Gain 3 food tokens.

Hedgehog Hole
Forest Trail

Roll d6. 1-5: Nothing
happens. 6: You slip
and fall back to the
Low Ledge space.
Lose 3 food tokens.

Draw 1 Card.

Roll d6. 1-2: You find nothing. 3-4: You find a few
mushrooms. Gain 1 food
token. 5-6: You stay to the
trail. Move to the Quiet Brook

Lakeside
Trail

Roll d6. 1-2: You find
nothing. 3-4: You find
a large honeycomb.
Gain 2 food tokens.
5-6: You decide to rest.
Lose 1 food token.

Small Vale
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Glade

Forest Trail

Small Creek

Rocky Trail

Shortcut

Mountain Trail

The Carrock
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The Final Word
James Kight
As the year draws to a close, there are
a number of release dates that come to
mind. The first one obviously is the
release date for Decipher’s The Lord
of the Ring Trading Card Game which
is November 6th.
Although DecipherCon has been cancelled this year due to the events of
September 11th, Decipher still plans a
worldwide release and is organizing a
series of sanctioned tournaments instead of one to replace DecipherCon.
With the release of the various card
images, I think you will agree that Decipher has put a lot of effort behind the
design, production, testing and launch
of this eagerly-awaiting product.
Also drawing near is the release date
of the movie itself, The Fellowship of
the Ring. Directed by Peter Jackson

and backed by New Line Cinema, it
promises both a reverent adherence to
the books and a visual homage to
Tolkien’s works.
Some people might disdain the few
glaring rewrites, and I for one still
question the true purpose of the rewrites beyond the obvious financial
reasons. Still, I am curious to see how
this version turns out. At the very
least, the DVD will be packed to the
gills with extra material (including I am
guessing footage of the since-scrapped
live action ents).
I’ve also been watching the release of
all the peripheral merchandising that is
gradually becoming available. I was in
Walmart recently and noticed the new
action figures / action sets available
that are related to the movie. The
sculpting is good, and the production
value shows.
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And if you’re interested in a copy of
the Hobbit or the Lord of the Rings,
the movie’s imminent release has
prompted the publishing companies to
reprint these classics many times over,
with all sorts of different cover art. I
don’t know about you, but do I really
need 5 paperback versions of the Lord
of the Rings? I prefer hardback. :-)
All of this is inevitable, of course,
when such a popular and revered work
is sent through the machinations of
capitalism. Some of these things are
good, and some of them are bad. (And
yes, Tolkien Enterprises is still run by
Saul Zaentz). When the smoke clears,
one important thing will still be here.
The works of J.R.R. Tolkien in book
form. It’s hard to beat a classic.
See you mid-November!

