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RReewwrriittiinngg  tthhee  TToollkkiieenn  CCaannoonn  
 

By  Michael Martinez 
 
The process of reinventing Tolkien goes on 
continuously. It's been going on in one form 
or another since The Lord of the Rings was 
first published, perhaps even since The 
Hobbit was first published. 
 
But reinvention is no longer the purview of 
the critics, either the cynical foes of the 
Tolkien literary legacy or its staunch 
defenders who good-heartedly reclassify 
Tolkien's motivations and inspirations 
according to their own visions. 
 
In today's world, everyone reinvents 
Tolkien, although some are more active than 
others. Fan fiction writers, for example, 
inject their own visions into Middle-earth, 
carving out parallel universes in a quantum 
fashion faster than hard-core fans can cry 
"Foul!". 
 
And there are hard-core, self-appointed 
pontificators who have taken it upon 
themselves to sew up all the texts in concise 
little histories that prove that there was 
indeed only one mythology, that all 
passages can be used interchangeably to 
argue any point, and that Tolkien really 
meant what his after day spokesmen feel is 
most important. 
 
The trouble with revisionism is that it 
invariably displays its colors before it's 
complete. It can salt the waters of many 
wells and deprive people of the sweet taste 
of pure Tolkien literature, but the books 
themselves remain untouched. The initial 
impressions of readers remain untouched, 
even if the revisionists win a few battles 
here and there with magical treasures that 
combine the various mythologies in ways 
they should never be joined. 
 
It's unfortunate that Christopher Tolkien 
himself anointed the process by writing and 
publishing a Silmarillion that took on the 
force of canonical text. By the time 
Christopher tried to explain what he had 
done it was too late. Even after the 
publication of the 12 volumes of The 
History of Middle-earth, most readers still 

accept the published Silmarillion as an 
authoritative source of information on 
Middle-earth. 
 
Christopher's revisionism was not intended 
to mislead or stoke up the fires of a 
particular point of view. He was striving to 
open the doors to his father's imagination a 
little wider, and provide a glimpse of things 
that might have been, had oh so many other 
things happened or not happened. 
 
J.R.R. Tolkien himself was the worst 
possible revisionist, dropping mythology 
after mythology, only to turn back to them 
to borrow ideas, names, themes, and even 
occasional characters. But these were his 
worlds to revise. He was the craftsman, 
sifting through his pile of previously 
partially completed works to see what could 
be reused, incorporated into a new work. 
 
The Tolkien critical world, both professional 
and amateur, is today awaiting the 
publication of two books that may settle 
some questions. But more likely they'll add 
fuel to fires that simply won't go out. The 
History of The Hobbit and The Children of 
Hurin are not themselves canonical works, 
though they will be heard to speak with the 
voice of authority. 
 
Revisionism continues today at all levels, 
and Tolkien purism itself is bound to be 
questioned regarding whether it provides 
any value. True purism, free of any agenda, 
at least provides a baseline for the study of 
Tolkien's various mythologies. It knows 
better than to treat all the stories and 
versions as if they are part of a single, 
concise whole work. 
 
The reinvention of the Tolkien canon cannot 
wholly obscure the original works 
themselves, but unfortunately it can position 
itself so as to be mistaken for authority by 
people less schooled in the arts of 
reinvention. 
 
Taken from Michael Martinez’s Blog: 
http://www.tolkien-studies.com/blog
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details, please take a look at our 
website: www.middleearthgames.com
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EEccoonnoommiicc  SSttrraatteeggiieess  
Mike Johncock 

 
There has been much discussion on the Middle-earth forum 
regarding economic issues. As Australian team captain I liaise 
with my team-mates regularly to ensure we are doing what is 
necessary to have the economic upper hand. It is a constant 
effort to which our team pays close attention as we attribute a lot 
of value to wining the economic war. Here, then, in the interest 
of sharing economic theories in Middle-earth, is my input 
regarding economics. 
 
OOvveerrvviieeww    
The general consensus of players I 
have sided with, and my own 
opinion as a result of discussions 
with those I've opposed is that the 
DS are incredibly poor, and need to 
offset their team deficit or they'll 
die before they get going.  As the 
FP, then your object is to bankrupt 
the enemy into submission or keep 
removing their MTs until back-up 
capitals are no longer available. As 
DS, the objective is to survive long 
enough to have your superior 
SNAs, characters and artefacts win 
the war for you. So with this in 
mind, here are some ideas on 
dealing with economic issues 
 
 
DDaarrkk  SSeerrvvaannttss  
At game start the DS team have a 
deficit of roughly 100,000, and 
need to name 48 new characters, 
adding 29,000 to costs. So they 
have to make large economic gains 
or they'll be dead very quickly. 
Ways of dealing with such deficits 
are: 
 
1) Taxes 
Taxes are the easiest way to start 
offsetting this deficit. Raising to 
60% for all nations will reduce the 
deficits by 68,000, leaving a deficit of over 60,000. Only 
Rhu,WK, Harad and maybe the Drld have tax bases that would 
warrant raising above 60%, and of these nations Harad would 
risk degrading his unfortified pops, and the DrLd would be 
giving up his loyalty-inspired population defence. 
 
2) Disbanding armies  
This is another way to cut costs and can be done in some 
theatres. However, for the most part the DS will be recruiting 
not disbanding. Disbanding troops saves cash, but you run the 
risk of you loosing extra pops because you can't defend them. 
 
3) Selling food 
Pulling food out of existing armies can net the team over 
150,000 gold for very little effort. Some nations really benefit 
from fed armies, but others can easily afford unfed moves 
without much compromise to their manoeuvrability. 
 
 
 

4) Disbanding characters  
This is very unpalatable in some cases, but can make the 
difference between life and death. Many of the DS multi-class 
characters have second, third and fourth skill abilities that only 
add to cost and will rarely if ever be used. Khamul, for example 
costs 2600 gold a turn and a max rank of 40. Unless you value 
stealth 30 agents as worth an extra 2K a go, he's really draining 

the bank. Adunaphel is 
another example as she 
costs 2000 gold a go and 
can't even fall back on 
stealth as a valid 
justification, since she 
has no agent skill. 
Mages are another 
character issue. The DS 
have more than they can 
really afford or need, and 
getting more productive 
characters on line like 
campers and thieves is 
important. The DS have 
2xM70, 2xM60 and 
11xM50, which can be 
used to hunt artefacts, 
make some curse squads 
and do some reveal pop 
or perceive secrets type 
stuff. So any mage 
below 50 needs to do 
some quick talking to 
avoid the chop in my 
opinion, not that I've had 
much success in 
convincing my team 
mates of that. Finally, 
there is the issue of 
disbanding the low-life 
guys that need to train 
for 20 turns to become 
useful. By this I mean 
any character that has no 
command ranks, or a 

maximum of rank 20 in agent/emissary or 30 in mage. 
Characters like Virsh, Rosalyn and Ar-Glar. Replacing 
disbanded characters does generate additional costs, but is 
quickly off-set by the new characters’ ability to  camp, steal or 
maybe recruit to capture pops, whichever is appropriate. 
 
5) Capturing more pops than you’re losing  
If you are doing this early on then the FP need to pick up their 
efforts as the game is all but over. But far more of the DS are 
vulnerable to attack than the FP: Harad, Mirkwood and Angmar 
are all under a real threat of military assaults driving the DS out 
of that area. Agents can counter the FP in some of these theatres, 
but not all of them, so expect more economic pain from the 
military outcomes, especially early on. 
 
6) Deliberate bankruptcy 
What I call the needs of the many outweighing the needs of the 
one. A very rare strategy where if you see a nation is facing 
imminent death, then you bankrupt the nation deliberately to put 
maximum stores in pops that you then transfer to your allies. For 
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example, the IK is going to go bankrupt as both his capital and 
Barad Paras both have sizeable armies on them that will attack 
resulting in an immediate tax raise to over 100%. So why not 
have a character at a non-sieged pop buy all of a product 
available? He'll drive the tax up to say 500%, but that is just a 
dead as 100%, so the team will benefit at no cost. 
 
7) Market manipulation  
Market manipulation can net the dark servants 100,000 gold if 
not effectively blocked by the FP. There is some risk, but 
generally the rewards are worth it. What the DS do is buy out a 
product with a very low price, using at least half a dozen 
nations. The market will augmented by the high demand for that 
product by so many nations, and on the subsequent turn all DS 
can sell that product for a substantial profit. Those that didn't 
buy need existing stores, or to have allies transfer them a 
percentage of what was purchased. Even if the six purchasing 
nations only break even, the money their allies will gain from 
the sale of products in store should mean the DS make a net 
profit. If you use some bids over buys you'll have more success, 
as the bid amount is more important than the units purchased. 
 
8) Stealing 
Thefts are unreliable and shouldn't be used as a factor in 
economic survival. They should, however regularly supplement 
DS income, especially if you’re stealing when characters are to 
be named or replaced. If the FP don't name to starve you of gold 
then you are at least restricting FP character development 
 
9) OBN (One Banker Nation) 
OBN is not allowed, and, it seems, with good reason. Although 
I've never faced such strategy, and never will (thanks MEPBM), 
data I've seen shows this economic strategy to be 
insurmountable. No need to discuss this any more other than to 
say that the fact that OBN is banned should enlighten people to 
the fact that the DS were designed with economics as their 
Achilles heal. So make sure you take advantage of this, FP. 
 
 
FFrreeee  PPeeoopplleess  
The Free People need to have a plan to counter as many of the 
above strategies as possible. The following are methods on 
countering the tactics described above. 
 
1) Countering tax spikes 
The only real counter to tax spikes by DS nations is to monitor 
the morale of suspect nations, and if loyalties are bad enough 
threats can be used, or emissaries can flip the pop. For example, 
The WK, with all his pops fortified and a big deficit, could quite 
possibly raise his taxes to extreme levels. Early strikes by Noldo 
emissaries can flip village very easily, and this will also block 
WK army moves. Even his bigger pops will like Towns and 
MTs may be vulnerable, especially if he has some pops burned 
down prior to assault by threat or influence 
 
2) Countering army disbanding 
If the DS disband armies, the only counter the FP have is to 
fight aggressively and force the loss of pops to counter any 
savings they may make through reduction of troops numbers. 
CL and BS armies are the most likely to retire some troops or 
disband, so monitoring those armies may alert the FP to 
opportunities created by the DS need to save cash. 
 
3) Countering sale of food 
Nothing you can do here as the FP except monitor army 
movements, and try to get a tactical advantage if you notice 
armies that are moving unfed. 

 
4) Countering retirement of characters 
Nothing you can do about the enemy retiring expensive/useless 
characters either. 
 
5) Taking population centres 
Beating up on the enemy more than they beat up on you is a 
must for the FP. Armies and pops are your major advantage, so 
you have to use them effectively. As the FP don't fear losing 
pops too much as long as the enemy are losing some too. Even if 
the enemy are doing better than you, continue attacking. FP can 
afford to lose far more pops than DS, so as long as the enemy are 
on a downward spiral then you can afford to be in a similar 
position. 
 
6) Countering deliberate bankruptcy 
No real counter to this strategy, but on the other hand if you are 
knocking out DS nations that is a good thing. You could go 
looking at the bankrupt nation’s surviving pops hoping to catch 
emissaries flipping them, but that's about it. 
 
7) Countering market manipulation 
You can counter market manipulation, but it is order intensive 
and costs you money. Generally as FP you start doing it when 
sell prices are down to 1-3, and the buy price is only one or two 
higher. Mi and Mo are harder to target due to price variation and 
the fact few FP produce Mi. The DS can all net good profit once 
the price drops on Mi and Mo too, but it's harder to know when 
this will happen. What the FP have to do is have nations sell 
products even though the price is really low. Do this regularly 
for le/br/st/ti, and try to have two or three nations each sell a bit. 
With people off-loading products, the market prices will never 
spike to those horribly high sell numbers (like 5+), and will 
ensure DS sales stay at a minimum. 
 
8) Countering Theft 
Most nations can ensure that they keep no gold in the bank, and 
for the majority or even all of FP this is recommended. Doing so 
when it comes to character-naming turns will slow down the 
development of your nation, but starving the DS of gold is 
essential. There is nothing worse than naming three characters 
and having gold thefts stop that naming, with the result that 
you've wasted 3 orders in the attempt and the enemy have stolen 
your 15K. 
 
9) OBN (One Banker Nation) 
There is no need to counter OBN as it is now an illegal 
manoeuvre. But you do need to keep the market low. While the 
reserves of the richest nation has shown to be crucial to prices, 
the reserves of other nations do have some effect too. For this 
reason, and to avoid feeding the thieves, you want to keep 
reserves to a minimum. 
 
 
So. I hope this information is useful, and hopefully it will help 
you gain a greater understanding of tactics and counter-tactics 
used in the economic war. 

SSiimmppllee  TTiipp  
Conjure Spells 
When casting conjure food, mounts or hordes there's 
no need to enter an amount.  The program will 
automatically work out the maximum you can conjure 
and enter this amount, is so it's easier for you to just 
put in nothing in the <quantity> section. 

PPaaggee  33  ooff  1155  



 

TThhee  FFllaaggsshhiipp  CChhaalllleennggee  CCuupp  
 

by Mike Sankey 
 
This article was first published in Flagship Magazine: http://www.flagshipmagazine.com. 
 
One common type of MEPBM game is the 
grudge game. This is where 2 teams of 
players play each other. One side will take 
the Free Peoples and the other the Dark 
Servants. Usually only 24 nations are 
played, with 12 on each side. Several years 
ago Flagship Magazine offered a Virtual 
Cup, and 2 teams were invited to play for 
the honour of being the first holder of the 
cup. At the time I was part of a team of 
players named Team Sarumen and we were 
asked to take part in the first Challenge Cup, 
which we ended up winning to become the 
first holder of the Flagship Challenge Cup. 
Last year we successfully defended the cup, 
and early this year began our 3rd game to 
defend the cup. This was to be Game 6, and 
the following is what happened in the game. 
 
For game 6 Team Sarumen (Mike Sankey, 
Kenneth Weed, Ed Mills, Kim Andersen, 
Marcin Dylewski and John Seals) would 
play as Dark Servants with each player 
controlling 2 nations. 
 
After some discussion the nations are 
decided: I will play Witch-king and 
Rhudaur. This is a very good combination. 
They are located in the far north of Middle-
earth in Angmar and are adjacent to each 
other, giving one another mutual support. 
They start with large armies, and the 
characters for the Witch-king in particular 
are powerful. The disadvantage for these 
positions is that they are surrounded by 
enemies, with armies of the Noldo Elves, 
Arthedain, Cardolan, Dunlendings, Dwarves 
and Woodman surrounding them. This will 
mean that I would be under constant 
military pressure, the strain of which will 
hurt my economy and be a constant drain. 
The other disadvantage is that my allies are 
all far away, the closest being the Dragon 
Lord, who would have problems of his own, 
being surrounded by enemies in Mirkwood. 
 
Several days later my initial turns arrive. 
My starting armies are scattered amongst 
my various population centres, as were my 
various characters. The Witch-king starts 
with powerful artefacts which boost the 
abilities of some of my main characters. My 
main character – Murazor – the Witch-king 
himself, starts with a reveal population 
centre spell. This will be useful as I know 
that several major Free People centres are 
magically hidden at the start of the game, 
including Rivendell, located on the edge of 
my territory. I will be unable to attack it 

until I manage to reveal it. I can, however, 
already see the starting positions of some of 
the Free armies to the west, south-west and 
south on my initial maps, which cover my 
starting home territory. Also, my economies 
show large deficits of expenses over income 
due to my large armies, so increasing my tax 
rates to cover this will be a priority. Murazor 
also starts with an artefact that allows him to 
learn curses. Three powerful mages casting 
curses together can kill an adjacent enemy 
character in one turn. This is the only 
artefact giving this ability at the start of the 
game, as the other half-dozen or so others 
giving this ability have to be located and 
recovered. News from some of my allied 
nations shows that two other mages have the 
curse spell: Urzahil from the nation of the 
Dark Lieutenants, and Akhorahil from the 
Blind Sorcerer. This means that if Murazor 
can learn the spell, we can combine the three 
mages to give us a powerful offensive force. 
 
The first turn goes well for me. I manage to 
improve the Witch-king capital to a city, 
which will give it better recruitment and 
defence. Murazor manages to learn his spell, 
and I create 2 new characters for Witch-king 
and 1 for Rhudaur. I manage to recruit more 
troops for my armies and move my main 
Rhudaur army to engage the Noldo Elves at 
Rivendell. I also move a small Rhudaur 
force along the road to the west, which 
manages to block an incoming Cardolan 
army. My map, however shows four other 
incoming armies to the west and south 
which will make the upcoming turns 
interesting. I am particularly worried about 
the armies to the south as one of them must 
be the Dwarves coming out of Moria, and 
will be a particularly large and powerful 
force. I didn’t manage to increase my tax 
rates and my gold reserves are quickly 
depleting. 

GGaammeess  SSttaarrttiinngg  SSoooonn  
The following new games are filling 
up, so if you wish to play, get in 
touch! [Bracketed dates give the date 
the game started filling up.]  
 
BOFA TourneyPoWeR [Game 117] 
3 FP nations available. [02/03/2007] 
 
1650 Gunboat 2wk [Game 60]:  
9 duos available. [01/03/2007] 
 
1650 2wk [Game 59]:  
11 nations available. [10/01/2007] 
 
2950 2wk [Game 27]:  
7 nations available. [18/03/2007] 
 
1000 2wk [Game 43]:  
15 nations available. [08/02/2007] 
 
 
GGrruuddggee  GGaammeess    
The French Nation Teal:  
1650, 12 vs. 12 
 
 
 
 
 
FFaaccee  ttoo  FFaaccee  GGaammeess  
We are able to organise Face to Face 
Games between teams in separate 
locations. So if you live outside the 
UK, and have a group of friends 
interested in playing in a Face to Face 
Game, please get in touch and we will 
see if we can organise a game, 
perhaps against a team in the UK. 
 
 
A Face to Face What?! 
Face to Face Events are weekend-
long games of Middle-earth which 
take place, as the name suggests, at a 
single location. Turns are run at 
regular intervals through the 
weekend, and teams are assigned 
their own private areas to plan and 
write orders.  
 
A fixed cost is paid for the entire 
weekend instead of per turn, the pace 
is hectic, and it is great fun - virtually 
everyone who has played one of these 
games is dying to play another one as 
soon as they can. It's a great way to 
learn a lot about the game, to chat to 
fellow players, and to meet us. 
Sleeping space is always available, 
but don't expect much sleep. MMeeddiiuumm  TTiipp  

Troops. 
It's better to increase armour than 
weaponry.  Simple stats show that 
adding bronze to weapons only gets a 
20% bonus x 1/4 = 5% attack bonus (you 
have wood weapons) whereas bronze 
armour has a 30% bonus to your 
defence.   
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The second turn shows the pressure is mounting. My large 
Rhudaur force manages to destroy the Noldo army at Rivendell 
but I lose a character to personal challenge in the process. 
However the real coup here is that my backup commander then 
moves the army to my major town in the south of my territory 
where it intercepts three incoming free armies, one of which is 
the feared dwarves. To the west I manage again to intercept two 
incoming armies, but a huge Arthedain army slips through and 
is on a Witch-king town. It he takes this, which appears certain 
my economy will start to deteriorate as I lose income. 
Fortunately a transfer of 35,000 gold from one of my allies has 
given me a margin to play with. Locate spells cast by the team 
on the first turn have discovered the Ring of Curafin, a powerful 
agent artefact, and acting on this intelligence one of my Witch-
king characters has moved to the 
location and triggered the 
encounter to recover it. 
 
The third turn sees the pressure 
from the Free increasing. My main 
Rhudaur army is destroyed, and 
although the enemy armies do not 
take my major town another Free 
army arrives there so it will fall this 
turn. The Witch-king loses the 
town as expected and the invading 
army moves onto another town. I 
am still throwing armies at him but 
I am outnumbered. My character 
recovers the Ring of Curafin after 
defeating the Wights protecting it, 
and moves it to safety. Elsewhere 
we have now pinpointed the 
location of all the curse artefacts 
and are moving characters in to 
recover them. Murazor gets his first 
success, moving onto the Sinda Elf 
capital in Lorien and revealing this 
hidden centre. As we have timed 
this with the arrival of the Dragon 
Lord’s main army we are confident 
of destroying this capital. 
 
Over the next four turns we have 
mixed success. The relentless Free 
People assault into Angmar 
continues. Rhudaur loses all 
centres except the capital, with 
Free People adjacent to it in three separate locations. Witch-king 
is in the same position with all centres gone except the capital 
with four separate armies on it ready to storm it. This is nothing 
short of a military disaster. However, we are having success 
elsewhere. We have recovered all the curse artefacts for our 
team – a major coup. In addition, at the location of one of these 
artefacts the Free People’s most powerful character, Elrond of 
the Noldo Elves, turned up at the same time as us and we 
managed to kill him with our curse spells. As expected the Sinda 
capital has been destroyed and my allies have agreed to give my 
nations back-up capitals within Mordor to keep them alive. So 
overall, despite the military setbacks in the far north we are 
doing well. 

The next five turns see a change in direction for my nations. I 
am now established in Mordor, not withstanding the fact that the 
Rhudaur capital in Angmar managed to hold out, not falling till 
turn twelve. This was due to my being able to recruit several 
dragons in succession who joined my capital army, which was 
then able to do immense damage to the invading enemy armies. 
My Witch-king forces have also managed to start taking over 
some Dwarf towns in the far north, which will become a new 
base of operations. Elsewhere our holdings in Mordor are secure 
and we are attacking in Mirkwood. Powerful Cloud Lord agents 
are doing damage, kidnapping enemy characters. In the south the 
nation of Harad is under immense pressure, having lost over half 
his centres to the invading Free armies. But the biggest disaster 
for us, however is the loss of the Dragon Lord nation. After the 

storming of his capital at Dol Goldur 
by the Free he could not cover his 
deficit and he went bankrupt. We are 
now down to 11 nations. But whilst 
this will leave us at a disadvantage, 
our strategies are working and we 
are confident that in the end we will 
prevail. 
 
 
The game actually lasted another 
eleven turns, by which time we had 
a clear advantage. In the far south 
we had turned the tide, recovering 
lost territory in Harad, we had taken 
the Corsair capital and were poised 
to take his remaining centres within 
three turns. Mordor was still intact 
with all the capitals at the gates of 
Mordor upgraded to cities. In Rhun 
we had cleared the area of all Free 
People centres, forcing the 
Northmen to relocate to the far west. 
In Mirkwood the same had occurred 
with the Eothraim, who had just one 
of his original five centres left. The 
Dwarves had been removed from the 
Iron Hills, and in the far north a 
Witch-king resurgence was 
underway with a city in the northern 
mountains as a centre of operations. 
We had three teams of mages 
capable of delivering curse kills, and 
our agents were numerous and 

powerful, holding 30 enemy characters hostage – a serious dent 
into the enemy’s ability to carry out orders. At this stage the Free 
morale was at its lowest ebb, and they decided to throw in the 
towel, bow to the inevitable and concede defeat. 
 
We were victorious!! For the third time we had defended and 
continued to hold the Flagship Challenge Cup. Having 
successfully defended this three times, we have now decided to 
step down. Retiring at the top of our game as undefeated 
champions is a good feeling, and also leaves to cup open to be 
battled over by two new teams across the battlegrounds of 
Middle-earth. 
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TThhee  FFllaaggsshhiipp  GGaammiinngg  AAwwaarrddss
arth PBM, you are more than welcome to do so! 

  
 
Forget the Oscars. Ignore the Baftas. Because the truly 
important awards are upon us once more – the 
Flagship Gaming Awards. 
 
Flagship have only nominated three games in 
each of several categories. And, sad to say, 
Middle-earth PBM is not amongst them this 
year. However, in Flagship’s own words: 
‘Because there are so many good games and 
only three nominations in each category, we 
will be operating a ‘write-in’ system: so if you 
want to vote for a game that isn’t nominated, by 
all means do so. These votes will be as valid as 
any other.’ So if you feel inclined to vote for Middle-

e
 

However, even more important than voting for 
our game is to vote at all. So if you have a 
moment, please do consider placing your 
votes for your favourite games. The full list 
of nominations can be found on their website 
(www.flagshipmagazine.com) or in the 
forthcoming issue of Flagship, whilst you 
can vote either by email to 

carol@flagshipmagazine.com, or directly on 
the website. Which, we are assured, has 

software to prevent anyone from voting more than 
once. 

 
 

gg  AAllll  AA

 
 
 

CCaalllliinn rrttiissttss
 
 

As you may be aware, we are currently working on a brand new module 
r Middle-earth, set during t
aracters, and, rather than use  
ere possible we hope to featu

or anyone you know – migh
rtraits, please do get in touc

change, we are in a posit

 
 
 
 

  

fo he Kin-strife. The module has many new 
ch  character portraits from older modules,

wh re new artwork. If, then, you think you – 
t be interested in helping to create the new 

po h through any of the usual methods. For a 
ion to offer financial remuneration! 

 

 
 
 

GGaammee  EEnndd  IInnffoorrmmaattiioonn
By Clint Oldridge 

The following is my first attempt to collate all the game end information we have on games run from 2001 onwa

  
 

rds. Feedback and 
comments are welcomed, since the results have thrown up several interesting points and questions. 
 

Grudge Game Statistics 
Average Game Length: 18 turns 

FFoouurrtthh  AAggee  GGaammeess  

t a Glance 
in more often than the DS, despite player concerns 

 iderably more bloody (over faster) 

 
ormal Game Statistics 

Average Game Length: 27 turns 

 
A

 The FP w
about the agent superiority of the DS. No doubt LAS and 
NKA impacted on this. 
Grudge games are cons
than normal games, ending after an average of 18 turns 
compared to 27 turns. 

N
Total Games: 30 
FP Wins: 15 Average Game Length: 28 turns (50%) 
DS Wins: 10 (33%) Average Game Length: 26 turns 
Neutral Wi 4 (13%) Average Game Length: 29 turns ns: 
Draws: 1 (6%)  
 

Total Games: 16 
FP Wins: 9 Average Game Length: 20 turns (56%) 
DS Wins: 6 (38%) Average Game Length: 09 turns 
Neutral Wi 1 (6%) Average Game Length: 21 turns ns: 
 
3-Way Grudge Game Statistics 

erage Game Length: 19 turns Total Games: 2 Av
FP Wins: 0  (0%) 
DS Wins: 1 50%)  (
Neutral Wi 1 (50%)  ns: 
 
Gunboat Game Statistics 

Average Game Length: 27 turns Total Games: 2 
FP Wins: 1  (50%) 
DS Wins: 1 (50%)  
Neutral Wi 0 (0%)  ns: 
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At a Glance  

 Neutrals change to FP more often than to DS, yet the DS 
win considerably more games. 

 Neutral nations have less chance of being on the winning 
side than aligned nations. 

 In Grudge and WotR games the split between FP and DS 
victories is fairly even. 

 In 10 vs. 10 games, diplomacy is key. 
 Compared to armies or a good economy, characters are key 

to victory. 
 FP gain a favourable 3:1 split of neutrals 10% of the time.  

DS gain this 33% of the time. 
 With regard to the neutral nations chosing an alignment, the 

way the White Wizard, Corsairs and Khand Easterlings 
change has the greatest impact on the chances of victory. 

 
Normal Game Statistics 
Total Games: 40 Average Game Length: 25 turns 
FP Wins: 15 (38%) Average Game Length: 23 turns 
DS Wins: 25 (62%) Average Game Length: 27 turns 
 
 
Neutral Statistics for Normal Games 
 
Allegiance chosen by neutral nations (rounded to nearest %) 
All Games FP % DS % Neutral % * 
Corsair 20 50 30 
Rhun 43 18 40 
Dunlendings 53 18 30 
White Wizard 43 28 30 
Khand 13 58 30 
    
Games with FP win FP % DS % Neutral % * 
Corsair 53 33 13 
Rhun 53 13 33 
Dunlendings 67 13 20 
White Wizard 53 27 20 
Khand 33 33 33 
    
Games with DS win FP % DS % Neutral % * 
Corsair 0 60 40 
Rhun 36 20 44 
Dunlendings 44 20 36 
White Wizard 36 28 36 
Khand 0 72 28 
 
* Where the nation did not change allegiance before game end, 
or nation was eliminated before changing allegiance. 
 
 
Percentage of the time neutral nations change to the winning 
allegiance (compared with 50%  chance if an aligned nation) 
All Games Win % 
Corsair 58 
Rhun 33 
Dunlendings 53 
White Wizard 43 
Khand 58 
 
Overall 49 
 

 (bear in mind small sample size for data)  
ation Allegiance 

Chosen 
Then % 
Chance of 

Then % 
chance of DS 

Other information
N

FP win was win was 
Cor /8= 100 0 sair FP 8
 DS 25 15/20 = 75 
Rhu 8/17= 47 1-8/17= 53 n FP 
 DS 1-5/7= 29 5/7 = 71 
Dun 10/21= 48 52 lendings FP 
 DS 29 5/7 = 71 
W Wizard FP 8/17= 47 53 
 DS 36 7/11 = 74 
Khand FP 5/5= 100 0 
 DS 22 18/23= 78 
 

t of Neutrals: FP Advantage 
DS Number Number Total % of games 

Spli
P/

S 
s 

Games Split this way 
F
Split of FP 

Wins 
of D
Win

5:0 1 1 3  
4:0     
3:0  1 1 3 
2:0 1  1 3 
1:0 2 1 3 8 
4:1 2  2 5 
3:1  1 1 3 
2:1 3 1 4 10 
3:2 5 25 5 10 

Total 14 9 23 58 
 

als: DS A ntage Split of Neutr dva
FP/DS 
Split 

Number 
of FP 

Number 
of DS 

Total 
Games 

% of games 
Split this way 

Wins Wins 
0:1  3 8  3  
1:2 1 1 3     
0:2 4 4 10     
2:3 1 3  1 
1:3 1 2 3 8 
0:3 5 5 13     
1:4      
0:4     
0:5     

Total 1 16 17 43  
 
Grudge Game  (12 vs. 12) Statistics 

otal Games: 14 Average Game Length: 19 turns T
FP Wins: 6 (43%) Average Game Length: 15 turns 
DS Wins: 8 (57%) Average Game Length: 22 turns 
 
Grudge Game  (10 vs. 10 & 5 neutrals) Statistics 
Total Games: 6 Average Game Length: 22 turns 
FP Wins: 1 (17%) Average Game Length: 14 turns 
DS Wins: %) A5 (83 verage Game Length: 24 turns 
 
WotR Grudge Game (12vs. 12 & 11 vs. 11) Statistics 

Game Length: 21 turns Total Games: 7 Average 
FP Wins: %) 3 (43 Average Game Length: 17 turns 
DS Wins: 4 (57%) Average Game Length: 23 turns 
 
Gunboat Game Statistics 
Total Games: 6 Average Game Length: 30 turns 
FP Wins: 1 (17%)  
DS Wins: 5 (83%)  
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11665500  GGaammeess

At a Glance 
 The FP are less dependent o nin an the 

 DS. 
 Neutral nations h ess chanc being o ng 

e than aligned n
 The Dunlendings n is th ly neu o 

winning  
 Rhudaur is the se  most likely neutral na  on 

ng side. 
 The game is very y matched nd 3 w  

trary to popul inion, e longer t n the 
game than the DS

 In an individual game, more neutrals align themselves with 
e time, whilst more neutrals 

n e DS f the t  the 
e th  e )  

P  bet  2 ne ion a  1 
 bette 4% of the time.  DS gain this % of the 
e. 

ith rega  to the n ral nation hosing an ali ent, the 
rad joining the FP best im ves the FP ances of 

ctory. The Dunlen s joinin e DS best i oves the 
 chances of victo

nd 3 week turnaround) Statistics  
otal Games: 91 Average Game Length: 26 turns 

  
 

n neutrals joi g them th
than

ave l e of n the winni
sid ations. 

natio e most like tral nation t
be on the  side.

cond tion to be
the winni

evenl  in 2 a eek games.
 Con ar op the FP tak o wi

.   

the FP than the DS 32% of th
allig  themselv

ere is an
 gain a
r lit) 1

s with the 
ven split.
ter than

 54% o

utral nat

ime. (13% of

dvantage (a 3:
tim

 The F
or  sp  29
tim

 W rd eut s c gnm
Ha pro ch
vi ding

r . 
g th mpr

DS y

 

Normal Game (2 a
T
FP Wins: 45 (49%) Average Game Length: 29 turns 
DS Wins: 46 (51%) Average Game Length: 24 turns 
 

Neu  Games  

A e

 
tral Statistics for Normal

 
giance chosen by neutrall l nations (rounded to nearest %) 

All Games FP % DS % Neutral % * 
Corsair 28 52 20 
Harad 30 32 38 
Dunlendings 57 31 14 
Rh 1 50 19 udaur 3
Eas erlings 26 52 22 t
 
Games with FP Win FP % DS % Neutral % * 
Corsair 31 53 16 
Harad 42 29 29 
Dunlendings 69 24 07 
Rhudaur 40 44 16 
Easterlings 13 58 29 
 
Games with DS Win FP % DS % Neutral % *  
Corsair 24 51 24 
Harad 18 36 47 
Dunlendings 40 38 22 
Rhudaur 22 56 22 
Easterlings 38 47 16 
 
* Where the nation did not change allegiance before game end
or nation was eliminated before changing allegiance. 
 
 
 
Percentage of the time neutral nations change to the winning 
allegiance (compared with 50%  chance if an aligned nation) 
All Games Win % 

, 

Corsair 41 
Harad 39 
Dunlendings 53 
Rhudaur 48 
Easterlings 30 
 
Overall 42 
 
 
Other information (bear in mind small sample size for data)  
Nation Allegiance 

Chosen 
Then % 
Chance of 
FP win was 

Then % 
chance of DS 
win was 

Corsair FP 14/25= 56 44 
 DS 51 23/47=49 
Harad FP 19/27= 70 30 
 DS 45 16/29=55 
Dunlendings FP 31/51= 61 29 
 DS 39 17/28=61 
Rhudaur FP 18/28= 64 26 
 DS 44 25/45=56 
Easterlings FP 6/23= 26 74 
 DS 55 21/47=45 
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Split of Neutrals: FP Advantage 
FP/DS Number Total % of games 
Split P of DS Games Split this way of F

Wi

Number 
 
 ns Wins

5:0     
4:0 2  2 2 
3:0     
2:0 3 1 4 4 
1:0  2 2 2 
4:1  1 1 1 
3:1 4 2 6 7 
2:1 3  3 3 
3:2 9 2 11 12 
Total 22 7 29 32 
 
Split of Neutrals: No Advantage for DS or FP 

Nu Tota % oFP/DS Number mber l f games 
Split of FP of DS Games Split this way 

Wins Wins 
0:0  1 1 1 
1:1 2  2 2 
2:2 5 4 9 10 
Total 7 5 12 13 
 
 
Split of Neutrals: DS Advantage 
FP/DS Number Number Total % of games 
Split of FP of DS Games Split this way 

Wins Wins 
0:1  1 1 1 
1:2  8 8 9 
0:2  3 3 3 
2:3 9 5 14 16 
1:3 5 5 10 11 
0:3  2 2 2 
1:4 1 6 7 8 
0:4  2 2 2 
0:5 1 1  2 2 
Total 16 33 49    54% 
 

Normal Game (1 week turnaround) Statistics  
m Ave ame L ns Total Ga es: 13 rage G ength: 23 tur

F s: (3 Av me s P Win 4 1%) erage Ga  Length: 21 turn
DS Wins: (6 Average Game Length: 23 turns 9 9%) 
 
Grudge Gam 2 vs. 12 tatistics 

 Games: 7 Avera Game Lengt  turns 
e (1 ) S

Total 5 ge h: 19
FP Wins:  (46% Avera ame Lengt 9 turns 26 ) ge G h: 1
DS Wins: 1 (54% Avera ame Lengt 0 turns 3 ) ge G h: 2
 
Grudge Gam 0 vs. 10 & 5 neutr Statistics 

 Games: Avera e Leng 3 turns 
e (1 als) 

Total 5 ge Gam th: 1
FP Wins: (60% Aver ame Leng  turns 3 ) age G th: 17
DS Wins:  (40% Aver Game Leng 7 turns 2 ) age th: 0
Grudge Game (12 vs. 12 neutrals reversed) Statistics 
Total Games: 6 Average Game Length: 18 turns 
FP Wins: Av ame ns 4  erage G Length: 20 tur
DS Wins: Av me s 2  erage Ga  Length: 14 turn
 
Grudge Gam  player atistics 

 Games: Avera e Leng  turns 
e (2 ) St

Total 5 ge Gam th: 10
FP Wins: (40% Aver ame Leng  turns 2 ) age G th: 09
DS Wins:  (60% Aver ame Leng  turns 3 ) age G th: 12
 
Combined Grudge Game Statistic

: (  
s 

FP Wins 35 48%) 
D nsS Wi : (   38 52%) 
 
Gunboat G tatis

 Games: 1 Avera e Lengt 3 turns 
am  Se tics 

Total 2 ge Gam h: 3
FP Wins: 0 (48% Avera ame Lengt 8 turns 1 ) ge G h: 2
DS Wins:  (52% Aver ame Leng  turns 11 ) age G th: 37
 
 
 
 

HHaallll  ooff  FFaammee::  
GGaammee  WWiinnnneerrss  

 
GGaammee  3344

le, Grud
Ended on turn 10, 
Victory went to the Free Peopl

Ste orlin
nda E  Ro as

lves Sim rnold
ood en Be gner

Be aider
Da ler 
Ch ernat
Pa reno 

or Da  
or Gu pa 

  GG
1650 modu ge Game,  

13/12/06 
es 
 Dwarves 

lves
ve N

Si bert Sapon  
Noldo E

m
on A  

 W ttina Wa
Northmen 

thraim 
rnie G  

Eo n Mil
bArthedain 

rdolan 
ris A hy 

Ca ul Mo
BeyerNorthern Gond

uthern Gond
rren 

So
 

y Rop

aammee  2255
ule, Grudge Game, 

, 17/01/07 
ent to the Dark Servants 

Witch  Tim Jones 
Dra Clint Oldridge 
Dog L Clint Oldridge 
Clo Sam Roads 
Bli Mark Jeffries 
Ice Mark Jeffries 
Qu  Sam Roads 
Fir Ed Lane 
Long Ed Lane 
Dar s Tim Jones 
Corsairs Sam Roads 
Khand Easterlings Clint Oldridge 
 

GGaammee  1177  
1650 module, Grudge Game, 
Ended on turn 20, 04/01/07 
Victory went to the Free Peoples 
Woodmen Andrew Schultz 
Northmen Mike Dunn 
Eothraim John Stagoll 
Arthedain Steve Latham 
Cardolan Keith Parker 
Northern Gondor Nick Schouten 
Southern Gondor Adrian Sheridan 
Dwarves John Briggs 
Sinda Elves Chris Meyer 
Noldo Elves Paul Bury 
Corsairs Mick Johncock 
Dunlendings Kerry Bridge 

 

  
2950 mod
Ended on turn 13
Victory w

-King
gon Lord 

ord 
ud Lord 
nd rer Sorce
 King 
iet gerAven
e King 

 R  ider
k Lieutenant
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Gaammee  9966  

le, G o e, 
nded on turn 38, 15/01/07 

Bryn L
ni

 tt A
rer  Ashley

es
 in 

Alain 

1650 modu unb at Gam 1650 Module, Ind
E
Victory went to the Dark Servants 
Witch-King loyd 

rd 
Dragon Lord Jim

Dragon Lo Hen ng Rindbaek Dog Lord Jim
Cloud Lord Ma shley 

lind Sorce Matt  
Cloud Lord Dr
Blind Sorcerer StevenB

Ice King Andrew Jones 
 Andre

Quiet
Quiet Avenger w Jones Long Rider Jim
Fire King Jam  Ghiotto  
Long Rider Ala Deurwaerder 

  
G

Dark Lieutenants Bryn Lloyd
Corsairs Henning Rindbaek 

1650 modu
Ended on t

Rhudaur Deurwaerder 
urn 41

 
Victory went to t
Witch-King 

GGaammee  2233  
2950 module, Individual Game, 
Ended on turn 10, 05/01/07 
Victory went to the Free Peoples 
Khand Easterlings Andrew Jones 
Woodmen Ray Ulman 

orthmen Laurence Tilley 
an Jonathan Steer 

 
n Moore 

schuk 

er 
et 
ey 

N
Riders of Roh
Dunadan Rangers Brian Mason

heSilvan Elves Step
Northern Gondor Tony Zbara

Gondor ll Southern Derek Ha
Dwarves Craig Fischof

rsSinda Elves Mark Some
s Noldo Elve Laurence Till

 
GGaammee  1188  

le, Grud
urn 18, 

ts 
ior 

on 
Dog Lord John Simpson 
Cloud Lord Bettina Wagner 

lind Sorcerer Paul Moreno 
 Stuart Milligan 

Quiet Avenger John Taylor 
Fire King Martin Pfendtner 
Long Rider Edward Mills 
Dark Lieutenants Michael Grazebrook 

aradwaith John Simpson 
Rhudaur Chad Gilbert 
 
GGaammee  3388  
1650 module, 1 vs. 1 Grudge Game, 
Ended on turn 11, 19/01/07 
Victory went to the Dark Servants 
Witch-King Clint Oldridge 
 
 
GGaammee  3388  
1650 module, 1 vs. 1 Grudge Game, 
Ended on turn 11, 19/01/07 
Victory went to the Dark Servants 
All Nations Clint Oldridge 
 

1650 modu ge Game, 
Ended on t 29/12/07 
Victory went to the Dark Servan

nWitch-King Darrel Se
ragon Lord Bradden JenisD

B
Ice King

H

GGaammee  111188
ividu

Ended on turn 97, 08/
Victory went to the Dark Servants 

 Ca
 Ca

ew 

 Avenger Drew 
 Ca

  
al Game, Fourt ge module, Individual Game, 

02/07 Ended n turn 11, 14/02/07 

rson North Kingdom
rson Night Watch

Carson 
ey 

Baal B the
Vood Cask

Carson Fire B
Moosarson oothfe Charles Crooks 

Gaammee  1199
oa

, 08/ 07 
he D rk Servants 
John Gates 
Stephen Fortson 

Dog Lord Ian Wood 
Clou
Blin
Ic
Q
Fire King

Carroll Joseph Ganier 
D
C on 
R

  
le, Gunb t Game, 

Swert s Frederick Young 
Novo vorran Ian Koxvold 

02/
a
 

Dragon Lord 

d Lord Timofey Dvoskin 
d Sorcerer Ian Wood 

e King Carroll Joseph Ganier 
uiet Avenger Timofey Dvoskin 

 Timofey Dvoskin 
Long Rider 

ark Lieutenants John Gates 
tsorsairs Stephen For

hudaur Jonathan Hijuelos 
 
GGaammee  5500

rudge 
 7, 12/02

the F
Kim
Kenn
Kim
Marc ki 

arc i 
ike
ke

Dwa
Sinda Elves Kim Andersen 
Noldo Elves Kenneth Weed 
Corsairs Mike Sankey 
Dunlendings Marcin Dylewski 
 
GGaammee  77  
1650 module, Gunboat Game, 
Ended on turn 26, 12/02/07 
Victory went to the Free Peoples  
Woodmen James Christensen 
Northmen Mark Jeffries 
Eothraim Bradford Fisher 
Arthedain Barry Guertin 
Cardolan Robert Saponas 
Northern Gondor James Christensen 
Southern Gondor Ken Shannon 
Dwarves Mark Jeffries 
Sinda Elves Robert Saponas 
Noldo Elves Mark Jeffries 
Haradwraith Mark Jeffries 
Dunlendings James Christensen 
 

GGaammee

  
, G1650 module Game, 

Ended on turn /07 
Victory went to ree Peoples 

 Woodmen  Andersen 
Northmen eth Weed 

 Eothraim  Andersen
Arthedain in Dylews
Cardolan M in Dylewsk

ondor MNorthern G  Sankey 
Southern Gondor Mi  Sankey 

rves Kim Andersen 

  4499
h A
 o

Victory went to the Dark Servants 
 Gordon Aitchison 

 John Bonadio 
ro rhood Didier Le Priol 

oo Trolls Mike Barber 
rands John Wall 
 L

rak
ing
 Ka

Worldcrackers Michael Donovan 
Iron League Mike Grundy 
Stormbrood Gavin Kenny 
Dawn Traders Nick Symons 
 
GGaammee  3366  
1650 module, 1 vs. 1 Grudge Game, 
Ended on turn 12, 22/02/07 
Victory went to the Dark Servants 
Witch-King John Folz 
 
GGaa

  

Craga ’s Folly Jeffrey Young 

mmee  111111
BO  
End
Vic
Elv eno
Dw n Sirois
Me ois Lav
 
GGaa

  
,FA module, Beginner’s Game

ed on turn 10, 20/02/07 
 the Frtory went to ee Peoples 

es Paul Mor  
tiarves Mar  

n Franc oie 

mmee  2299
295 t
End 0
Vic
Wi Scott
Dra Chris
Do Davi
Clou Chris
Blind Sorcerer Phillip Vogel 
Ice King Mark Farrior 
Quiet Avenger Mark Farrior 
Fire King Phillip Vogel 
Long Rider David Crane 
Dark Lieutenants Mike Farrior 
Corsairs Chris Geggus 
 
 

 
 

  
0 module, Gunboa  Game, 

 50, 01/ed on turn 3/07 
tory went to the Dark Servants 
tch-King  Moyes 
gon Lord  Geggus 

g Lord d Crane 
d Lord  Geggus 

GGoolllluumm!!  
Scientists in Spain have discovered a 
new invertebrate insect, which lives 
in caves in the Castellon province. 
In honour of Tolkien, these have 
been named Gollumjapyx Smeagol. 
 
Like Gollum, the insect originated 
on the surface, but has since adapted 
to living permanently in caves. 
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explicitly denied this last possibility.  
Tom seems to have unlimited power 

ndaries that he set for 

ch he is maste
that's what I am... Tom remembers the 
first raindrop and the first acorn... He 
knew the dark under the stars when it 
was fearless – before the Dark Lord 

l.  
In the first book of Tolkien's fantasy 
epic The Lor gs, Frodo and 
his company m adil in the 
Old Forest. He is a quite mysterious 
figure living far  settlement 

wife, Gwith his  "Daughter 
of the Riv in stress-er". H
timed m tre. Hi nce is b ief, e r
but behind mple façade  B
there are hin owledge –  g
he can see the Ring-bearer when 

ninvisible d by wearing 
the Ring f later says 
that this is be  has no 
power over him
 
As to the nature of Bombadil, Tolk
himself said that some things s
remain mysterious in any mythology, 
hidden even to its inventor. He placed 
the fate of the  in this 
category, a Cats of Queen 
Berúthiel, althoug s of the latter 
story have emerged osthumously 

rials.  released mate
 
It is clear, though ombad l wa, i s 
not in Tolkien's co ion part of 
Middle-e tart; he was 
invented in h Dutch doll 
belonging to n, to whom 
Tolkien told stor t Tom 
Bombadil. Th
of film and radio adaptations of 
story, Bombadil is notable by hi
absence, possibly because nobody 
knows quite what to do with him.  
 
The Adventur  Bombadil, a 
book of ve  in 1966, 
purported to election of 
The Hobbit poems, two of which 
were about Tom Bombadil. See also: 
The Letters of J olkien, with 
special r ferenc ters 144 nd e  a
153.  
 
Tom Bombadil's Nature  
Tom Bomba logical origins 
in the cos ddle-earth 
have puzzled ite fans. 
Speculative id
nature range from simply a wise 
Elven hermit to an angelic being (a 
Maia or Vala), to the creator, that is, 
God, who is called Eru Ilúvatar in 
J.R.R. Tolkien's mythology. Tolkien 

inside the bou
himself. The most common theory is 

perhaps that Bombadil is a Maia, and 
the reason of why he has such powers 
might be the fact that he set himself 
limits in whi r. "Eldest, 
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town, and have also crippled the Woodmen. 
On the negative side, you have practically 
given Give Goblin G
through a possible threa
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xtremely confident in the Mordor players’ 
xperience in the game, and their commitment 

same 
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that Bombadil refers to is 
Melkor and not Sauron. But in that 
ca
before the Valar entered 
dismissing the theory that he is a 
Maia. Bombadil could be part of the 
Music of the Ainur and that would 
explain why he was there in the 
beginning, but if he was indeed part 
of the music, it is not said why he 
exists.  
 
Other possibilities (compatible with 
the above theory) are that he is an 
abstract, a concept; possibly the 
embodiment of Arda itself, a "Father 
Nature" if you will, or some kind of 
'spirit' which (unlike the Maiar) was 
of non-divine nature. Not only does 
he Ring have no effect on ht

himself seems unable to affect the 
Ring in return which shows that Tom 
was outside the divine plan and 
struggle and had no position in it. 
When Goldberry was asked by Frodo 
Baggins who he was, she simply said 
"He is".  
 
Other Names  

andalf calls Tom BG
eldest being in existence; this is also 
evident by his Sindarin name Iarwain 
Ben-adar ("Eldest and Fatherless"). 
Dwarves called him Forn, Men Orald
All these names apparently mean 
"Eldest". However, Fangorn is also 
called the eldest inhabitant of Middle-
earth. If Tom Bombadil is indeed not 
a normal being but rather a 
supernatural being or "concept" this
is, however, not necessarily a 
ontradiction.  c

 
Inspiration 
Tom Bombadil may have been 
inspired by the character 
Väinämöinen (spelt 'Wainamoinen' in 
English) in the Finnish national epic 
Kalevalaor, or Father Francis Xavier 
Morgan at the Birmingham Oratory:  
 
Further Reading 
What is Tom Bombadil? by Steuard 
Jensen (a detailed explanation)  
http://tolkien.slimy.com/essays/Bom
adil.html
 
Who is Tom Bombadil? by Gene 
Hargrove (a somewhat unorthodox 
but well-presented essay)  
http://www.cas.unt.edu/~hargrove/bo
mbadil.html
 
Count, Count, Weigh, Divide 
discusses Tom Bombadil's moral 
aspects at length  
http://www.suite101.com/article.cfm/t
olkien/76065
 
Images of Tom Bombadil  
http://images.google.com/images?q=
%22Tom+Bombadil%22
 

ate away to Dwarves 
t! 

do for the Dragon Lo
need for gold shipm

would use this tactic only when I am 
future is for the Dark Lieutenan
transfer

e
e
to support you in any need that may arise. 
 
Plan B. Attack Sinda.  
The choice target here is 2514. You could take 
this PC in the same manner as 2711 on turn 2 
(as detailed above), and there is much less 
chance of being blocked. But there is one huge 
problem: you must learned the Reveal 
Population Centre spell, and get lucky and 
reveal 2514 on turn 2. If not, then 
reinforcements can arrive and foil your plan. 
Plus you are also vulnerable to the FP taking 

oth Dol Gudur and Goblin Gate on the b
turn again. 
  
Note: I would use this tactic when there are 
only a couple of players on my side that I am 
confident are committed to keeping Dragon 
Lord in game. 
 
Plan C. Attack Northern Gondor.  
The choice target is 2617. This is simple: 
Duran i
on 2617. He normally leads the HC army, but 
any commander will do. Capture the PC! I 
have tried threatening it with 1900 troops: yes 
it can work, but as I have learned, it could also 
fail. And you cannot afford any failed threats 
as the Dragon Lord. Duran can then move to 
2520 and take it the following turn. This 
allows you the most options to block the 
Eothraim if the threat is real turn on turn 2, 
whilst still leaving a garrison. Never leave any 
position without a capital garrison: you’re just 
asking to be taken out if you do. 
 
Note: I would use this tactic in any game. It's 
solid and it's safe and there is not much the FP 
can do about it. Even if the HC at 3116 move 
towards you, it still helps Mordor. And your 
fate is heavily tied to the Mordor nations 
around the Black Gate doing well. 
 
Aiding the Dragon Lord 
It has been suggested that the Dragon Lord 
should switch their back-up capital in Mordor. 
Now I have tried this, and while it helps Long 
Rider and the DS defend the back door into 
Mordor tremendously, it also hurts the Dragon 
Lord way too much in my view. Khamul 
usually starts at your safe MT in Mordor, and 
it is simply bad use of gold: the Dragon Lord 
cannot afford to waste any to hire an army 
here. If the transfer cannot happen on turn 1
then simply do not do it at all. But even doing 
so on turn 1 prevents Khamul from creating a 
camp for 2 turns, which is not only bad but 
insane. (I have no idea what I was thinking 
when I

 their emissary artifact to the 
 Lord on turn 2, so the Dragon 

L
and move to 2809. 
a 20 point emissary artifact, he can then 
increase it to a MT. And this is a huge 
benefit, because as long as the Dragon 
Lord has 2809 he can establish a military 
force in Mirkwood, and scare 4 FP nations 
to death mid-game, cursing to death any 
army stopping so they can try and assault 
this stronghold. 
 
Naming new characters.  
This is the easy part. You need two 30 
agents with a chance of stealth, and two 
30 emissaries. The Agents are to support 
your team with recons: try to convince 
them to let one agent train to 40 skill by 
stealing whilst the other recons, then 
swapping. Scouting for characters at 80 
rank should even find low level agents 
with stealth. The two 30 emissaries, on the 

ther ho
Y
30, but you m
turns, which means that should have a 40 
emissary by turn 4. Also note that I had 
Maben, with 26 emissary skill on turn 3 
create a successful camp, and got 7 points 
of skill making him a 33 emissary while 
also gathering Tinculin. The following 
turn: poof, Elrond shows up with my free 
13 loyalty camp recon.  
 
Now your team-mates, or at least, some of 
them, will be pressuring you into 
becoming a character nation with your 40 
and 50 rank mages. Resist this
c
grow your econ
resource base: hope
can reduce it, in particular by taking Dol 
Gudur and Goblin Gate. You need to Gain 
15k in tax bas
two alon
over losing Dol Gudur, as it is expensive. 
But, that said, but guard it well: you never 
know, you might just get lucky and hold 
it! 
 
While these are only vague opening 
strategies, if you think along these lines 
and accept the overall strategy of your 
rebuilding your nation on turn 0, then you 
will need very little gold support from 
other nations to survive. And in addition, 
if the game lasts 15+ turns you will 
actually be one of the most powerful and 
feared Dark Servants! So have fun with 
this position, and good luck, even if we 
are on opposite sides in a future game. 
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PPllaayyeerr  RRaattiinnggss
 how t , and what each means, 

www.middleearthgames.com

  
hese ratings are calculatedFor more information on please take a look at our website: 

 
 

aVVallaarr  RRaattiinngg
R

  
anking Rating Player 

1 2070 John Seals  
2 1849 Mike Sankey  
3 1797 Andrew Jones 

on 4 1794 Steven Johnst
5 1767 Sam Roads 

 6 1758 Clint Oldridge
7 1725 Robert Turkot 
8 1713 John Stagoll 
9 1712 Jason Vafiades 

n 10 1709 Richard Wilso
 
MMaaiiaa  RRaattiinngg
R

  
anking Rating Player 

1 1951 Ernest Hakey  
2 1856 Andrew Jones 
3 1841 Alan Jeffrey 

 John Briggs 4 1838
=5 1832 Jeff Glover 

=5 1832 Alain 
Deurwaerder 

7 1830 Clint Oldridge 
8 1828 Michael Mulka 
9 1826 Mike Barber 
10 1822 Randall Brady 

 
IIssttaarrii  RRaattiinngg
R

  
anking Rating Player 

1 2372 Steven Mcabee  
 2098 Phillip Vogel 2

3 2053 Ernest Hakey 
ridge 4 2033 Clint Old

5 1971 Mike Sankey 
6 1961 Chelsey 

Coughlin 
7 1956 Andrew Jones 

 1909 Frederick 8
Young 

9 1900 Kim Andersen 
10 1826 Jesper Lyster 

 

AAiinnuurr  RRaattiinngg
r 

Captain 

  
Ranking Rating Team Name O

1 1806 David Ruzic 
2 1790 GM 
3 1788 Aussie 
4 1760 US 2 
5 1755 The Sarumen – 

Retired 
6 1753 John Simpson 
7 1711 Andraste 
8 1704 US 1 

9 1688 Jerry Mellerick 
10 1675 Marc 

Pinsonneault 
 
CCoouunncciill  ooff  tthhee  WWiissee  ––  
EEnneemmyy  PPllaayyeerr

 Votes Player 
  

Ranking
1 11 Michael Reisfeld 
2 8 Ricard Pitarque  

=2 8 John Briggs 
=4 7 R Kevin Given 
=4 7 Guy Roppa 
=4 7 Paul Brandon 
=4 7 Perry Carlson 
=4 7 Clint Oldridge 
=9 6 Matt Ashley 
=9 6 Steve Muller 

 

CCoouunncciill  ooff  tthhee  WWiissee  ––  
IInnddiivviidduuaall  PPllaayyeerr  
Ranking Votes Player 
1 26 Ernest Hakey  
2 25 Ricard Pitarque  
3 21 Brad Brunet 
4 20 Clint Oldridge 
5 17 Michael Welsch 

=6 16 Derren Beyer 
=6 16 Harry 

Nikokavouras 
=8 14 David Holt 
=8 14 Matt Ashley 

=10 13 John Gates 
=10 13 Jeffrey Horne 
=10 13 Jesper Lyster 

=10 13 Simon Tvede 
 
CCoouunncciill  OOff  tthhee  WWiissee  ––  
TTeeaamm  PPllaayyeerr  
Ranking Votes Player 
=1 22 Ricard Pitarque  
=1 22 Ernest Hakey  
=3 21 Manolis Perakis 
=3 21 Brad Brunet  

5 20 John Briggs 
6 18 Michael Welsch 
7 17 Mike Barber 
=8 16 David Holt 
=8 16 Ian Etchells 
=10 14 Matt Ashley 
=10 14 Panayatois 

Mertikopoulos 
 
 

 
NNaazzgguull  RRaattiinngg
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anking Nazgul Player Games 

Played 
Games 
Won 

Games 
Dropped 

1 100% James Adams 7 7  
=2 100% Rober Turkot 7 7  
=2 100% David Ruzic 7 7  

man =4 100% Tom Woest 6 6  
=4 100% Michael Childs 6 6  

 =4 100% Rick Halvorsen 6 6  
=7 100% Marcin Dylewski 5 5  

 Sheridan =7 100% Adrian 5 5  
9 92% Mike Sankey 13 12  
1  Roads 0 92% Sam 12 11 2 

CCoommpplleexx  TTiipp

art with anything powerful.  A 

  
Artefacts. 
Moving them around can take a 
lot of time and co-ordination, 
but can be extremely effective - 
especially for nations that don't 
st
quick surprise challenge with a 
Northman commander and the 
Long Rider cavalry becomes 
toast.  Noldo start with way too 
many items to be effectively 
used (as does the Witch King, 
and Dog Lord, whilst the Cloud 
Lord in many situations will 
always end up with more). Why 
is this under complex not 
simple?  You tell me... :-)   
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aw: www.middleearthg mes.com
e: me@mid amdleearthg es.com
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 340 No , C P UK 
 Edg err rook  08880, A 
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one Times: 10am-6:3 ) 

UK: 029 2091 3359 (02 aged) 
(Dial 011 44 29 2091 33
UK Fax: 029 2062 5532

CCoo

ress 
UK: rth Road ardiff CF14 3B
US: 73 ewood T ace, South Bound B  NJ  US

Te
Ph 0pm UK Time (BST); 5am-1.30 (EST

9 2062 5665 can be used if main eng
59 if in the US) 
 (24 hours) 
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ee@mid leearthgames.combr d   
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unle

 News from Bre  assu o gra lusive republication by ME Games Ltd,
ME Games Ltd or any of the stad. The views ex y con ors d

cclleess  WWaanntteedd!!  
Got something to say about play tion
 
Disagree with advice you have r is 
newsletter? 
 
Either way, if so we would like t hear from you! 
 
We are looking for articles of advice for all nations in 
all modules. So if you think you can help, please get 
in touch: bree@middleearthgames.com

ing a na ?  

ead in th

o 
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Adanedhel, Adelard Took, Adorn, Adrahil captain to Ondoher, Adrahil father of Imrahil, Aduial, Adûnaic, Adûnakhôr, Adurant, Aeglos, Aeglos, Aegnor, Aelin-uial, Aeluin, Aerandir, Aerin, Afterborn, Aftercomers, Afterlithe, Afteryule, Agarwaen, Aghan, Aglarond, Aglon, Aiglos, Ailinel, Ainulindalë, Ainur,  Music of the Ainur, 
Aiwendil, Akallabêth, Akallabêth, Alatar, Alatáriel, Alcarin, Alcarin, Alcarinquë, Alcarondas, Aldamir, Aldarion, Aldarion, Erendis, Aldaron, Aldburg, Aldëa, Aldor, Alfirin, Algund, Almaida, Almaren, Almarian, Almiel, Alqualondë, Altáriel, Aman, Mountains of Aman, Amandil, Amarië, Amdír, Amlach, Amlaith of Fornost, Amon 
Amarth, Amon Anwar, Amon Darthir, Amon Dîn, Amon Ereb, Amon Ethir, Amon Gwareth, Amon Hen, Amon Lanc, Amon Lhaw, Amon Obel, Amon Rûdh, Amon Sûl, Tower of Amon Sûl, Amon Uilos, Amras, Amrod, Amroth, Cerin Amroth, Anach, Pass of Anach, Anadûnê, Anar, Anardil of Gondor, Anardil of Númenor, Anárion 
son of Elendil, Anárion son of Ancalimë, Anborn, Ancalagon, Ancalimë, Andor, Andram, Andrast, Andrath, Andróg, Androth, Anduin, Ethir Anduin, Mouths of Anduin, Vales of Anduin, Andúnië, Bay of Andúnië, Lord of Andúnië, Andúril, Andustar, Andwise Roper, Andy Roper, Anemones, Anfalas, Anfauglir, Anfauglith, 
Angainor, Angamaitë, Angband, High-captain of Angband, Siege of Angband, Angbor, Angerthas, Anghabar, Anglachel, Angle Eriador, Angle Lórien, Angmar, Angren, Angrenost, Angrist, Angrod, Anguirel, Annael, Annatar, Annon-in-Gelydh, Annúminas, Sceptre of Annúminas, Stone of Annúminas, Anor, Flame of Anor, Minas 
Anor, Anórien, Anor-stone, Apanónar, Appledore, Ar-Abattârik, Arador, Ar-Adûnakhôr, Araglas, Aragorn Elessar, Aragorn I, Aragost, Arahad I, Arahad II, Arahael, Araman, Aranarth, Arandor, Arandur, Aranel, Aranrúth, Arantar, Aranuir, Aranwë, Aranwion, Araphant, Araphor, Arassuil, Aratan, Aratar, Arathorn I, Arathorn II, 
Araval, Aravir, Aravorn, Araw, Kine of Araw, Ar-Belzagar, Archet, Arda, High King of Arda, High Ones of Arda, King of Arda, Lord of the Breath of Arda, Powers of Arda, Spring of Arda, Ard-galen, Aredhel Ar-Feiniel, Ar-Feiniel, Argeleb I, Argeleb II, Ar-Gimilzôr, Argonath, Gates of Argonath, Argonui, Arien, Ar-Inziladûn, 
Arkenstone, Armenelos, Arminas, Arnor, Dúnedain of Arnor, King of Arnor, King of Gondor and Arnor, Arod, Aros, Fords of Aros, Arossiach, Ar-Pharazôn, Ar-Sakalthôr, Artamir, Artanis, Artano, Arthedain, King of Arthedain, Arvedui Last-king, Arvegil, Arveleg I, Arveleg II, Arvernien, Arwen Evenstar, The Tale of Aragorn and 
Arwen, Ar-Zimraphel, Ar-Zimrathôn, Ascar, Asfaloth, Ash Mountains, Ashen Mountains, Asphodel, Astron, Atalantë, Atanalcar, Atanamir, Atanatar I, Atanatar II Alcarin, Atanatári, Atani, Atarinya, Athelas, Athrad Angren, Aulë, Aulendil, Avallónë, Tower of Avallónë, Avari, Avathar, Awakening of Men, Axantur, Azaghâl, 
Azanulbizar, Battle of Azanulbizar, Azog, Bag End, Baggins, Balbo Baggins, Belba Baggins, Bilbo Baggins, Bingo Baggins, Bungo Baggins, Dora Baggins, Drogo Baggins, Dudo Baggins, Fosco Baggins, Frodo Baggins, Largo Baggins, Lily Baggins, Linda Baggins, Longo Baggins, Mad Baggins, Mungo Baggins, Pansy Baggins, 
Peony Baggins, Polo Baggins, Ponto Baggins, Porto Baggins, Posco Baggins, Rosa Baggins, Bagshot Row, Bain, Balan, Balar, Bay of Balar, Balbo Baggins, Balchoth, Bald Hill, Baldor, Balin, Balrogs, Lord of Balrogs, Bamfurlong, Ban of the Valar, Banakil, Bandobras Took, Bane of Glaurung, Banks, Eglantine Banks, Barach, Barad 
Eithel, Barad Nimras, Barad-dûr, Downfall of Barad-dûr, Fall of Barad-dûr, Lord of Barad-dûr, Siege of Barad-dûr, Baragund, Barahir grandson of Faramir, Barahir son of Bregor, Ring of Barahir, Barahir son of Hador, Baran, Baranduin, Baranor, Baraz, Barazinbar, Bard I, Bard II, Bardings, Bar-en-Danwedh, Bar-en-Nibin-noeg, 
Barliman Butterbur, Barrel-rider, Barrow-downs, Barrows, Barrow-wights, Bats, Battle of Azanulbizar, Battle of Bywater, Battle of Dagorlad, Battle of Dale, Battle of Five Armies, Battle of Fornost, Battle of Greenfields, Battle of Nanduhirion, Battle of Sudden Flame, Battle of the Camp, Battle of the Field of Celebrant, Battle of the 
Hornburg, Battle of the Peak, Battle of the Pelennor Fields, Battle of the Plains, Battle of the Powers, Battle of Tumhalad, Battle of Unnumbered Tears, Battle Plain, Battles of the Fords of Isen, First Battle of the Fords of Isen, Second Battle of the Fords of Isen, Bauglir, Bay, Bay of Andúnië, Bay of Balar, Bay of Belfalas, Bay of 
Eldamar, Bay of Eldanna, Beacons of Gondor, Bears, Beater, Beechbone, Beeches, Bees, Belba Baggins, Belecthor I, Belecthor II, Beleg of Arthedain, Beleg Strongbow, Belegaer, Belegorn, Belegost, Dwarves of Belegost, Belegund, Beleriand, Drúedain of Beleriand, Elves of Beleriand, Ruin of Beleriand, Wars of Beleriand, West 
Beleriand, Belfalas, Bay of Belfalas, Bell Goodchild, Belladonna Took, Belthil, Belthronding, Béma, Bent World, Bëor, House of Bëor, People of Bëor, Beorn, Beornings, Bereg, Beregar, Beregond Steward of Gondor, Beregond soldier of Gondor, Beren Erchamion, Beren of Gondor, Bergil, Bert, Berúthiel, Cats of Queen Berúthiel, 
Berylla Boffin, Bifur, Big Folk, Big People, Bilbo Baggins, Bilbo Gardner, Bill, Bill Ferny, Bill Huggins, Bingo Baggins, Birches, Bird-tamer, Birthday Party, Biter, Black, Black Captain, Black Chasm, Black Gate, Black Hand, Black Land, Black Númenóreans, Black Pit, Black Riders, Black Serpent, Black Shadow, Black Speech, 
Black Sword, Blackroot, Blackroot Vale, Bladorthin, Blanco, Blessed Realm, Bloodstained, Blotmath, Blue Mountains, Blue Ring, Blue Wizards, Boar of Everholt, Boars, Bob, Bodo Proudfoot, Boffin, Berylla Boffin, Folca Boffin, Bofur, Bolg, Bolger, Estella Bolger, Fastolph Bolger, Fatty Bolger, Filibert Bolger, Fredegar Bolger, 
Odovacar Bolger, Ruby Bolger, Rudigar Bolger, Bombadil, Bombur, Bonfire Glade, Book of Mazarbul, Bór, Borgil, Borin, Borlach, Borlad, Boromir of Ladros, Boromir son of Denethor I, Boromir son of Denethor II, Boron, Borondir, Borthand, Bowman, Bowman Cotton, Bracegirdle, Hugo Bracegirdle, Lobelia Bracegirdle, Bralda-
hîm, Brand, Brandagamba, Kalimac Brandagamba, Branda-nîn, Brandir, Brandy Hall, Master of the Hall, Brandybuck, Celandine Brandybuck, Gorbadoc Brandybuck, Gorhendad Brandybuck, Gormadoc Brandybuck, Marmadas Brandybuck, Melilot Brandybuck, Mentha Brandybuck, Meriadoc Brandybuck, Merimas Brandybuck, 
Merry Brandybuck, Old Rory Brandybuck, Primula Brandybuck, Rorimac Brandybuck, Saradoc Brandybuck, Brandywine, Brandywine Bridge, Bree, Hobbits of Bree, Men of Bree, West-gate of Bree, Bree-folk, Bree-hill, Bree-hobbits, Bree-land, Bree-landers, Bregalad, Brego, Bregolas, Bregor, Brethil, Men of Brethil, Bridge of 
Khazad-dûm, Bridge of Mitheithel, Bridge of Stonebows, Bridgefields, Brilthor, Brithiach, Ford of Brithiach, Brithombar, Brithon, Brockenbores, Brockenborings, Brockhouse, Brodda, Lily Brown, Brown Lands, Brownlock, Gilly Brownlock, Bruinen, Ford of Bruinen, Brytta Léofa, Bucca of the Marish, Buck Hill, Buckland, Master 
of Buckland, Buckland Gate, Bucklanders, Bucklebury, Bucklebury Ferry, Budgeford, Bullroarer, Bunce, Mimosa Bunce, Bundushathûr, Bungo Baggins, Burárum, Burrowes, Burrows, Milo Burrows, Minto Burrows, Mosco Burrows, Moto Burrows, Myrtle Burrows, Butterbur, Butterflies, Bywater, Battle of Bywater, Bywater Pool, 
Bywater Road, Cabed Naeramarth, Cabed-en-Aras, Cair Andros, Calacirian, Calacirya, Calaquendi, Calembel, Calenardhon, Calenhad, Calimehtar King of Gondor, Calimehtar son of Calmacil, Calmacil, Calmindon, Camellia Sackville, Camlost, Cape Balar, Captain of Despair, Captain of the Southern Army, Captains of the West, 
Captivity of Melkor, Carach Angren, Caradhras, Caragdûr, Caranthir, Dor Caranthir, Caras Galadhon, Carc, Carcharoth, Carchost, Cardolan, Carl Cotton, Carn Dûm, Carnen, Carnil, Carrock, Castamir, Cats, Cats of Queen Berúthiel, Caves of Androth, Caves of the Forgotten, Cave-trolls, Cedars, Celandine Brandybuck, Celduin, 
Celebdil, Celeborn Lord of Lórien, Celeborn White Tree, Celebrant, Battle of the Field of Celebrant, Field of Celebrant, Celebrían, Celebrimbor, Celebrindal, Celebrindor, Celebros, Celegorm, Celepharn, Celon, Celos, Cemendur, Ceorl, Cerin Amroth, Cermië, Chamber of Mazarbul, Chamber of Records, Chetwood, Chica Chubb, 
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, Wall's End, Walls of Moria, Walls of Night, Walls of the World, Wandlimb, War of the Dwarve
, Waybread, h, Wellinghall, Waymeet, Waymoot, Wayward, Weather Hills, Weathertop, Wedmat

ree, West-gate of Moria, Westlands of Middle-earth, Westlands of Núm
Mountain, White Mountains, White Rider, White Ship, White Tower, Wh

n of the Woods, Will Whitfoot, William Huggins, Willowbottom, Wi
Co
Wh
Winterfilth, Wise title of Saruman, Wise Wizards and Elves, Wiseman Gamwich, Witch-king of Angmar, Withered Heath, Withywindle, Wolf Carcharoth, Hunting of th
Woody End, Worm of Morgoth, Great Worm, Wormtongue, Woses, Wraiths, Wraith-world, Wulf, Yale, Yavanna, Yavannië, Yávië, Yáviérë, Year of Lamentation, Year

Zirakzigil, The Hobbit and the names of all other characters events items and places therein are trademarks of The Saul Zaentz Company 
d/b/a Tolkien Enterprises and are used under license by Game Systems International Ltd. 

PPaaggee  1155  ooff  1155  


	Rewriting the Tolkien Canon
	 Economic Strategies
	The Flagship Challenge Cup
	The Flagship Gaming Awards
	Calling All Artists
	Game End Information
	Hall of Fame:
	Game Winners
	Dragon Lord, 165O:
	Player Ratings

