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Rewriting the Tolkien Canon

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
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By Michael Martinez

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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Economic

There has been much discussion on the Middle-earth forum
regarding economic issues. As Australian team captain | 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.

Overview

The general consensus of players |
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

Dark Servants

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.

Strategies

Mike Johncock

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 | 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.

Free Peoples

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. | 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.

Simple Tip

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.
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Games Starting Soon
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]

Grudge Games
The French Nation Teal:
1650, 12 vs. 12

Face to Face Games

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.

The Flagship Challenge Cup

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 | 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 3 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: | 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 | 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 | 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. | will be unable to attack it
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until 1 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 | create 2 new characters for Witch-king
and 1 for Rhudaur. | manage to recruit more
troops for my armies and move my main
Rhudaur army to engage the Noldo Elves at
Rivendell. | 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. | 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. | didn’t manage to increase my tax
rates and my gold reserves are quickly
depleting.

Medium Tip

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.



http://www.flagshipmagazine.com/

The second turn shows the pressure is mounting. My large
Rhudaur force manages to destroy the Noldo army at Rivendell
but | 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 | 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 | 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. |
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 EIf
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. |
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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The Flagship Gaming Awards

Forget the Oscars. Ignore the Baftas. Because the truly earth PBM, you are more than welcome to do so!
important awards are upon us once more — the

Flagship Gaming Awards. Wﬂﬁp \vmﬁf However, even more important than voting for
ﬂ B our game is to vote at all. So if you have a
Flagship have only nominated three games in : moment, please do consider placing your
each of several categories. And, sad to say, £ 5 votes for your favourite games. The full list
Middle-earth PBM is not amongst them this ! N ; of nominations can be found on their website

year. However, in Flagship’s own words: (www.flagshipmagazine.com) or in the
‘Because there are so many good games and forthcoming issue of Flagship, whilst you

only three nominations in each category, we can  vote either by email to
will be operating a “write-in’ system: so if you FLHGSHH) ﬂWﬁﬁEﬁ carol@flagshipmagazine.com, or directly on
want to vote for a game that isn’t nominated, by the website. Which, we are assured, has
all means do so. These votes will be as valid as ZOOS' software to prevent anyone from voting more than
any other.” So if you feel inclined to vote for Middle- once.

Calling All Artists

As you may be aware, we are currently working on a brand new module
for Middle-earth, set during the Kin-strife. The module has many new
characters, and, rather than use character portraits from older modules,

where possible we hope to feature new artwork. If, then, you think you —
or anyone you know — might be interested in helping to create the new

portraits, please do get in touch through any of the usual methods. For a

change, we are in a position to offer financial remuneration!

Game End Information

By Clint Oldridge
The following is my first attempt to collate all the game end information we have on games run from 2001 onwards. Feedback and
comments are welcomed, since the results have thrown up several interesting points and questions.

Fourth Age Games Grudge Game Statistics
Total Games: 16 Average Game Length: 18 turns
At a Glance FP Wins: 9 (56%)  Average Game Length: 20 turns
¢+ The FP win more often than the DS, despite player concerns | DS Wins: 6 (38%)  Average Game Length: 09 turns
about the agent superiority of the DS. No doubt LAS and Neutral Wins: 1 (6%)  Average Game Length: 21 turns

NKA impacted on this.
< Grudge games are considerably more bloody (over faster)  3-Way Grudge Game Statistics

than normal games, ending after an average of 18 turns [ Total Games: 2 Average Game Length: 19 turns
compared to 27 turns. FP Wins: 0 (0%)
o DS Wins: 1 (50%)
Normal Game Statistics Neutral Wins: 1 (50%)
Total Games: 30 Average Game Length: 27 turns
FP Wins: 15 (50%)  Average Game Length: 28 turns Gunboat Game Statistics

DS Wins: 10 (33%)  Average Game Length: 26 turns

Neutral Wins: 4 (13%)  Average Game Length: 29 turns lgt\a,\',ﬁg.m & i (50%) Average Game Length: 27 s
Draws: 1 (6%) DS Wins: 1 (50%)

Neutral Wins: 0 (0%)
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2950 Games

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

Other information (bear in mind small sample size for data)

Nation - Allegiance - Then % - Then %

: Chosen - Chance of : chance of DS

: : FPwinwas - winwas
Corsair i FP | 8/8=100 ! 0

i DS 25 | 15/20=175
Rhun L FP 1 8/17=47 1-8/17=53

i DS | 1-5/7=29 | 5/7=71
Dunlendings | FP | 10/21=48 | 52

. DS | 29 5/7=71
W Wizard . FP 1 817=47 | 53

. DS | 36 L 711=74
Khand i FP | 5/5=100 ! 0

. DS | 22 | 18/23=78

Split of Neutrals: FP Advantage

Total Games: 40
FP Wins: 15
DS Wins: 25

Average Game Length: 25 turns
Average Game Length: 23 turns
Average Game Length: 27 turns

(38%)
(62%)

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

FP/DS : Number : Number :  Total % of games
Split - of FP : of DS : Games Split this way
Wins Wins
50 | 1 | | 1 3
4.0 | 5 '
3.0 i 1 1 3
2.0 1 : 1 3
1:.0 2 1 3 8
4:1 2 2 5
31 1 1 3
2.1 3 1 4 10
32 5 5 10 25
Total | 14 9 23 | 58
Split of Neutrals: DS Advantage
FP/DS : Number : Number :  Total % of games
Split : of FP : ofDS : Games Split this way
Wins Wins
01 ! ! 3 8
1.2 ' 1 1 3
0:2 4 4 10
2.3 | 1 1 3
1.3 1 2 3 8
0:3 ! 5 5 13
1:4
0:4
0:5 | | |
Total | 1 16 17 5 43

Grudge Game (12 vs. 12) Statistics

* 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)

Total Games: 14 Average Game Length: 19 turns
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

All Games Win %
Corsair 58
Rhun 33
Dunlendings 53
White Wizard 43
Khand 58
Overall 49

Total Games: 6 Average Game Length: 22 turns
FP Wins: 1 (17%)  Average Game Length: 14 turns
DS Wins: 5 (83%)  Average Game Length: 24 turns

WotR Grudge Game (12vs. 12 & 11 vs. 11) Statistics

Total Games: 7 Average Game Length: 21 turns
FP Wins: 3 (43%)  Average Game Length: 17 turns
DS Wins: 4 (57%)  Average Game Length: 23 turns

Gunboat Game Statistics

Total Games: 6
FP Wins: 1
DS Wins: 5

Average Game Length: 30 turns
(17%)
(83%)
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1650 Games

At a Glance

The FP are less dependent on neutrals joining them than the
than DS.

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

The Dunlendings nation is the most likely neutral nation to
be on the winning side.

Rhudaur is the second most likely neutral nation to be on
the winning side.

The game is very evenly matched in 2 and 3 week games.
Contrary to popular opinion, the FP take longer to win the
game than the DS.

In an individual game, more neutrals align themselves with
the FP than the DS 32% of the time, whilst more neutrals
allign themselves with the DS 54% of the time. (13% of the
time there is an even split.)

The FP gain a better than 2 neutral nation advantage (a 3: 1
or better split) 14% of the time. DS gain this 29% of the
time.

With regard to the neutral nations chosing an alignment, the
Harad joining the FP best improves the FP chances of
victory. The Dunlendings joining the DS best improves the
DS chances of victory.

Normal Game (2 and 3 week turnaround) Statistics

Total Games: 91 Average Game Length: 26 turns
FP Wins: 45 (49%)  Average Game Length: 29 turns
DS Wins: 46 (51%)  Average Game Length: 24 turns

Neutral Statistics for Normal Games

Allegiance chosen by neutral nations (rounded to nearest %)

All Games FP % DS % Neutral % *
Corsair 28 52 20
Harad 30 32 38
Dunlendings 57 31 14
Rhudaur 31 50 19
Easterlings 26 52 22
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 : Then % : Then %

: Chosen  : Chance of  : chance of DS

: : FP winwas © win was
Corsair | FP i 14/25=56 | 44

: DS | 51 | 23/47=49
Harad | FP v 19/27=70 30

| DS | 45 i 16/29=55
Dunlendings 5 FP ¢+ 31/51=61 29

; DS 39 r 17/28=61
Rhudaur ! FP i 18/28=64 | 26

| DS | 44 | 25/45=56
Easterlings i FP I 6/23=26 74

| DS . 55 | 21/47=45
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Split of Neutrals: FP Advantage

Normal Game (1 week turnaround) Statistics

FP/DS : Number : Number :  Total % of games Total Games: 13 Average Game Length: 23 turns

Split of FP of DS Games Split this way FP Wins: 4 (31%)  Average Game Length: 21 turns
Wins Wins DS Wins: 9 (69%)  Average Game Length: 23 turns

5:0 !

4:0 L2 2 2 Grudge Game (12 vs. 12) Statistics

3:0 5 Total Games: 57 Average Game Length: 19 turns

2:0 , 3 1 4 4 FP Wins: 26 (46%)  Average Game Length: 19 turns

1.0 | 2 2 2 DS Wins: 31 (54%)  Average Game Length: 20 turns

4:1 1 1 1

31 4 2 6 7 Grudge Game (10 vs. 10 & 5 neutrals) Statistics

2:1 3 3 3 Total Games: 5 Average Game Length: 13 turns

3:2 .9 2 11 12 FP Wins: 3 (60%)  Average Game Length: 17 turns

Total : 22 7 29 32 DS Wins: 2 (40%)  Average Game Length: 07 turns

Split of Neutrals: No Advantage for DS or FP

Grudge Game (12 vs. 12 neutrals reversed) Statistics

Total

Total Games: 6 Average Game Length: 18 turns

FP/DS - Number - Number - % of games FP Wins: 4 Average Game Length: 20 turns

Split : of FP - of DS : Games | Splitthis way DS Wins: 2 Average Game Length: 14 turns

Wins Wins
OEO ; 1 1 1 Grudge Game (2 player) Statistics
1:1 E 2 2 2 Total Games: 5 Average Game Length: 10 turns
2:2 ; > 4 9 10 FP Wins: 2 (40%)  Average Game Length: 09 turns
Total | 7 S 12 13 DS Wins: 3 (60%)  Average Game Length: 12 turns
Split of Neutrals: DS Advantage Combined Grudge Game Statistics
. H . 0

FP/DS : Number : Number :  Total % of games EPSVV\\//I&SS gg Eggoﬁ; g

Split of FP of DS @ Games Split this way .
01 : Wins i Wins 1 1 Gunboat Game Statistics
12 : 8 8 9 Total Games: 21 Average Game Length: 33 turns
02 | 3 3 3 FP Wl_ns: 10 (48%)  Average Game Length: 28 turns
>3 | 9 | 5 | 14 16 DS Wins: 11 (52%) Average Game Length: 37 turns
1:3 . 5 . 5 1 10 11
0:3 | L2 2 2
4 1 1 . 6 7 8
0:4 | | 2 | 2 2
0:5 ; 1 ; 1 ; 2 2
Total | 16 | 33 | 49 54%

Hall of Fame:
Game Winners
Game 34 Game 25 Game 17
1650 module, Grudge Game, 2950 module, Grudge Game, 1650 module, Grudge Game,
Ended on turn 10, 13/12/06 Ended on turn 13, 17/01/07 Ended on turn 20, 04/01/07
Victory went to the Free Peoples Victory went to the Dark Servants Victory went to the Free Peoples
Dwarves Steve Norlin Witch-King Tim Jones Woodmen Andrew Schultz
Sinda Elves Robert Saponas Dragon Lord Clint Oldridge Northmen Mike Dunn
Noldo Elves Simon Arnold Dog Lord Clint Oldridge Eothraim John Stagoll
Woodmen Bettina Wagner Cloud Lord Sam Roads Arthedain Steve Latham
Northmen Bernie Gaider Blind Sorcerer Mark Jeffries Cardolan Keith Parker
Eothraim Dan Miller Ice King Mark Jeffries Northern Gondor Nick Schouten
Arthedain Chris Abernathy Quiet Avenger Sam Roads Southern Gondor Adrian Sheridan
Cardolan Paul Moreno Fire King Ed Lane Dwarves John Briggs
Northern Gondor Darren Beyer Long Rider Ed Lane Sinda Elves Chris Meyer
Southern Gondor Guy Roppa Dark Lieutenants Tim Jones Noldo Elves Paul Bury
Corsairs Sam Roads Corsairs Mick Johncock
Khand Easterlings  Clint Oldridge Dunlendings Kerry Bridge
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Game 96

1650 module, Gunboat Game,
Ended on turn 38, 15/01/07

Victory went to the Dark Servants

Witch-King Bryn Lloyd
Dragon Lord Henning Rindbaek
Cloud Lord Matt Ashley

Blind Sorcerer Matt Ashley

Ice King Andrew Jones
Quiet Avenger Andrew Jones

Fire King James Ghiotto
Long Rider Alain Deurwaerder
Dark Lieutenants Bryn Lloyd
Corsairs Henning Rindbaek
Rhudaur Alain Deurwaerder
Game 23

2950 module, Individual Game,

Ended on turn 10, 05/01/07

Victory went to the Free Peoples
Khand Easterlings Andrew Jones
Woodmen Ray Ulman
Northmen Laurence Tilley
Riders of Rohan Jonathan Steer

Dunadan Rangers Brian Mason
Silvan Elves Stephen Moore
Northern Gondor Tony Zbaraschuk
Southern Gondor Derek Hall

Dwarves Craig Fischofer
Sinda Elves Mark Somerset
Noldo Elves Laurence Tilley
Game 18

1650 module, Grudge Game,
Ended on turn 18, 29/12/07
Victory went to the Dark Servants

Witch-King Darrel Senior
Dragon Lord Bradden Jenison
Dog Lord John Simpson
Cloud Lord Bettina Wagner
Blind Sorcerer Paul Moreno

Ice King Stuart Milligan
Quiet Avenger John Taylor

Fire King Martin Pfendtner
Long Rider Edward Mills
Dark Lieutenants Michael Grazebrook
Haradwaith John Simpson
Rhudaur Chad Gilbert
Game 38

1650 module, 1 vs. 1 Grudge Game,
Ended on turn 11, 19/01/07

Victory went to the Dark Servants
Witch-King Clint Oldridge

Game 38

1650 module, 1 vs. 1 Grudge Game,
Ended on turn 11, 19/01/07

Victory went to the Dark Servants

All Nations Clint Oldridge

Game 118

1650 Module, Individual Game,
Ended on turn 97, 08/02/07

Victory went to the Dark Servants
Dragon Lord Jim Carson

Dog Lord Jim Carson

Cloud Lord  Drew Carson

Blind Sorcerer Steven Caskey
Quiet Avenger Drew Carson

Long Rider  Jim Carson

Game 19

1650 module, Gunboat Game,
Ended on turn 41, 08/02/07
Victory went to the Dark Servants

Witch-King John Gates

Dragon Lord Stephen Fortson

Dog Lord lan Wood

Cloud Lord Timofey Dvoskin
Blind Sorcerer  lan Wood

Ice King Carroll Joseph Ganier
Quiet Avenger  Timofey Dvoskin
Fire King Timofey Dvoskin
Long Rider Carroll Joseph Ganier

Dark Lieutenants John Gates

Corsairs Stephen Fortson
Rhudaur Jonathan Hijuelos
Game 50

1650 module, Grudge Game,
Ended on turn 7, 12/02/07
Victory went to the Free Peoples

Woodmen Kim Andersen
Northmen Kenneth Weed
Eothraim Kim Andersen
Arthedain Marcin Dylewski
Cardolan Marcin Dylewski

Northern Gondor Mike Sankey
Southern Gondor Mike Sankey

Dwarves Kim Andersen
Sinda Elves Kim Andersen
Noldo Elves Kenneth Weed
Corsairs Mike Sankey
Dunlendings Marcin Dylewski
Game 7

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

Game 49

Fourth Age module, Individual Game,
Ended on turn 11, 14/02/07

Victory went to the Dark Servants
North Kingdom  Gordon Aitchison

Night Watch John Bonadio
Baal Brotherhood Didier Le Priol
Voodoo Trolls  Mike Barber
Fire Brands John Wall

Moosa Loothfe  Charles Crooks
Cragarak’s Folly Jeffrey Young

Swertings Frederick Young
Novo Kavorran  lan Koxvold
Worldcrackers ~ Michael Donovan
Iron League Mike Grundy
Stormbrood Gavin Kenny
Dawn Traders ~ Nick Symons

Game 36

1650 module, 1 vs. 1 Grudge Game,
Ended on turn 12, 22/02/07

Victory went to the Dark Servants
Witch-King John Folz

Game 111

BOFA module, Beginner’s Game,
Ended on turn 10, 20/02/07
Victory went to the Free Peoples
Elves Paul Moreno

Dwarves Martin Sirois

Men Francois Lavoie

Game 29

2950 module, Gunboat Game,
Ended on turn 50, 01/03/07
Victory went to the Dark Servants

Witch-King Scott Moyes
Dragon Lord Chris Geggus
Dog Lord David Crane
Cloud Lord Chris Geggus
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

Gollum!

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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A-Z of Tolkien...
Taken from tolkiengateway.net

Tom Bombadil.

In the first book of Tolkien's fantasy
epic The Lord of the Rings, Frodo and
his company meet Bombadil in the
Old Forest. He is a quite mysterious
figure living far from any settlement
with his wife, Goldberry, "Daughter
of the River". He speaks in stress-
timed metre. His appearance is brief,
but behind Bombadil's simple facade
there are hints of great knowledge —
he can see the Ring-bearer when
invisible and is unaffected by wearing
the Ring himself. Gandalf later says
that this is because the Ring has no
power over him.

As to the nature of Bombadil, Tolkien
himself said that some things should
remain mysterious in any mythology,
hidden even to its inventor. He placed
the fate of the Entwives in this
category, as well as the Cats of Queen
Beruthiel, although hints of the latter
story have emerged in posthumously
released materials.

It is clear, though, that Bombadil was
not in Tolkien's conception part of
Middle-earth from the start; he was
invented in honour of a Dutch doll
belonging to his children, to whom
Tolkien told stories about Tom
Bombadil. These predate the writing
of film and radio adaptations of the
story, Bombadil is notable by his
absence, possibly because nobody
knows quite what to do with him.

The Adventures of Tom Bombadil, a
book of verse published in 1966,
purported to contain a selection of
The Hobbit poems, two of which
were about Tom Bombadil. See also:
The Letters of J.R.R. Tolkien, with
special reference to Letters 144 and
153.

Tom Bombadil's Nature

Tom Bombadil's mythological origins
in the cosmology of Middle-earth
have puzzled even erudite fans.
Speculative ideas about his true
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 llGvatar in
J.R.R. Tolkien's mythology. Tolkien
explicitly denied this last possibility.
Tom seems to have unlimited power
inside the boundaries that he set for
himself. The most common theory is
that Bombadil is a Maia, and perhaps
the reason of why he has such powers
might be the fact that he set himself
limits in which he is master. "Eldest,
that's what | 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

Dragon Lord, 1650:
Are you Ready for a Challenge?

I've always been intrigued by this position
because | like ‘edge of your seat” nations, the
fact that every order you write has a huge
impact on whether you live, dive or thrive. No
other position can lose a MT and your capital
with absolutely nothing you do can prevent,
given competent competition. So why even
bother to play a position where you can easily
be the first nation eliminated, and even if you
do survive and the Dark Servants win, you
cannot finish in top 3? Well, for me that is my
reason for playing it. | love a challenge.

Strengths
So what are Dragon Lord’s strengths? In a
word, characters: extremely versatile

characters, and powerful mages. You have
double recon with your agents, and this alone
will get you the assistance you need to
survive, since the Long Rider and the Cloud
Lord both want you in the game to recon for
them.

Khamul has 30 skill in every ability including
stealth. Simply put he is the best artifact
retriever in the game. The DS should locate
the RoW and send Khamul to get it
Celedhring has 125 challenge supported by a
2000 combat artifact, which keeps the FP
refusing personal challenges in the face of
every army they encounter. He's also a 30
agent and a 50 mage. You also have a Regent,
Duran, leading your strongest force at 2715 in
most games. He is also a 20 emissary and a 20
mages. Lhachglin is also versatile, but not as
powerful, being only a 20 agent, 10 emissary
and 40 mage. Then you have Maben, a 20
emissary 50 mage with weakness spell:
another mage very adept at artifact recovery.
Orduclax, another straight 50 mage: at least
this guy could be used for typical mage roles,
with Locate Artifact True or even Spirit
Mastery work-up. Yet | have also found that
he's extremely useful for casting defensive
spells when teamed with Celedhring, so that
they can take towns with troops of Light or
less. Then there are Urgubal and Wordurisak:
30 and 40 commanders with 10 emissary skill.

Most characters have emissary skill, and that
is by design, as it gives the Dragon Lord a real
chance to survive, and just maybe make a
powerful comeback in the game after turn 10.

All of which said, it should be noted that you
only have four commanders, and your early
role is very military-based, at least until 2715
falls.
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By Terry Wilson, aka HolyAvenger

Weaknesses

The weaknesses for the Dragon Lord are
huge. No, let me rephrase that: HUGE.
Surrounded by enemies with no chance of
out-recruiting them, the Dragon Lord can
lose both Goblin Gate and Dol Gudur on
turn 3. With competent competition,
neither you or the DS team can do
anything other than delay this until turn 4.
Then, the same powerful characters that
are your strength also weaken you
economically. Your 12K deficit per turn at
game start means that you have no choice
but to attack in order to reduce this debt
and increase your tax and resource base.
Your starting resource base is simply
terrible, and will get worse because you
will lose half your PCs by turn 4. So even
your dismal starting production will get
worse.

Strategy

Strategy for the Dragon Lord is simple.
Play to survive, by planning on rebuilding
your nation at game start. Provide your
Team with agents and recons when you
can. Most DS teams will support you if
you have a plan that does not require a
gold transfer every turn. So acquire new
PCs with military forces, and by
posting/creating camps and improving
them to at least villages. Also try to get
your hidden town at 2809 improve to a
Major Town as soon as possible!

Military Strategy

Military strategy at game start. | have
three very solid options: all good, but
none perfect.

Plan A.

Attack the Woodmen.The choice target
here is 2711. You could actually take
2711 on turn 2 by having the Goblin Gate
army recruit 400 HI and move to 2711,
with the second commander recruiting
400 HI, transferring everything but 100
troops into Duran's army, having
Celedhring join Duran and marching on
2711. If the Woodmen do not block you —
and that is a huge if — you could take
2711 with your combined forces, even
with both Woodmen armies still at 2711
recruiting 400 HI of their own. This is an
attack right through the defending troops,
which if successful means you have a



came from Outside." The Dark Lord
that Bombadil refers to is probably
Melkor and not Sauron. But in that
case, Tom was already there even
before the Valar entered the world,
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
the Ring have no effect on him, Tom
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

Gandalf calls Tom Bombadil the
eldest being in existence; this is also
evident by his Sindarin name larwain
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
contradiction.

Inspiration

Tom Bombadil may have been
inspired by the character
Vaindmaoinen (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/Bomb
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

town, and have also crippled the Woodmen.
On the negative side, you have practically
given Give Goblin Gate away to Dwarves
through a possible threat!

Note: | would use this tactic only when | am
extremely confident in the Mordor players’
experience in the game, and their commitment
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
both Dol Gudur and Goblin Gate on the same
turn again.

Note: | would use this tactic when there are
only a couple of players on my side that | am
confident are committed to keeping Dragon
Lord in game.

Plan C. Attack Northern Gondor.

The choice target is 2617. This is simple:
Duran increases the tax rate to 60 and moves
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 | 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: | 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 | was thinking
when | suggested the transfer!)
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The absolute best thing the DS team can
do for the Dragon Lord to help prevent the
need for gold shipments to him in the
future is for the Dark Lieutenants to
transfer their emissary artifact to the
Dragon Lord on turn 2, so the Dragon
Lord can have that character post a camp
and move to 2809. With the extra skill and
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
other hand, are for your own survival!
Yes, 30 emissaries will create camps at
30, but you must name them the first 2
turns, which means that should have a 40
emissary by turn 4. Also note that | 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. Every
character must support your attempt to
grow your economic tax base and
resource base: hopefully faster than the FP
can reduce it, in particular by taking Dol
Gudur and Goblin Gate. You need to Gain
15Kk in tax base just to make up for those
two alone. Speaking of which, do not fret
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.



Player Ratings

For more information on how these ratings are calculated, and what each means, please take a look at our website:
www.middleearthgames.com

Valar Rating Ainur Rating Council of the Wise —
Ranking | Rating | Player Ranking | Rating | Team Name Or Individual Player
1 2070 John Seals Captain Ranking | Votes | Player
2 1849 Mike Sankey 1 1806 David Ruzic 1 26 Ernest Hakey
3 1797 Andrew Jones 12 1790 GM 2 25 Ricard Pitarque
4 1794 Steven Johnston 3 1788 Aussie 3 21 Brad Brunet
5 1767 Sam Roads 04 1760 us 2 4 20 Clint Oldridge
U6 1758 Clint Oldridge 45 1755 The Sarumen — 5 17 Michael Welsch
37 1725 Robert Turkot Retired 1=6 16 Derren Beyer
8 1713 John Stagoll 6 1753 John Simpson =6 16 Harry
49 1712 Jason Vafiades 07 1711 Andraste Nikokavouras
810 1709 Richard Wilson U8 1704 Us1i = 14 David Holt
9 1688 Jerry Mellerick = 14 Matt Ashley
Maia Rating 10 1675 Marc =10 |13 John Gates
Ranking | Rating | Player Pinsonneault =10 13 Jeffrey Horne
1 1951 | Ernest Hakey _ _ =10 13 Jesper Lyster
42 1856 Andrew Jones Council of the Wise -— =10 13 Simon Tvede
03 1841 | Alan Jeffrey Enemy Player
04 1838 John Briggs Ranking | Votes | Player Council Of the Wise —
=5 1832 Jeff Glover 1 11 Michael Reisfeld Team Player
=5 1832 Alain 2 8 Ricard Pitarque Ranking | Votes | Player
Deurwaerder =2 8 John Briggs =1 22 Ricard Pitarque
7 1830 Clint Oldridge 4=4 7 R Kevin Given =1 22 Ernest Hakey
18 1828 Michael Mulka =4 7 Guy Roppa =3 21 Manolis Perakis
49 1826 Mike Barber U=4 7 Paul Brandon =3 21 Brad Brunet
410 1822 Randall Brady =4 7 Perry Carlson 45 20 John Briggs
4=4 7 Clint Oldridge 36 18 Michael Welsch
Istari Rating =9 6 Matt Ashley 7 17 Mike Barber
Ranking | Rating | Player 8=9 6 Steve Muller 4=8 16 David Holt
1 2372 | Steven Mcabee 0=8 16 lan Etchells
72 2098 | Phillip Vogel 0=10 |14 Matt Ashley
3 2053 | Ernest Hakey =10 |14 Panayatois
04 2033 | Clint Oldridge Mertikopoulos
5 1971 Mike Sankey
16 1961 Chelsey
Coughlin
o7 1956 Andrew Jones
48 1909 Frederick
Young
49 1900 Kim Andersen Complex Tip
10 1826 Jesper Lyster Artefacts.
Moving them around can take a
lot of time and co-ordination,
Nazgul Rating but can be extremely effective -
Ranking | Nazgul | Player Games | Games | Games especially for nations that don't
Played | Won Dropped start with anything powerful. A
1 100% | James Adams 7 7 quick surprise challenge with a
=2 100% | Rober Turkot 7 7 Northman commander and the
=2 100% | David Ruzic 7 7 Long Rider cavalry becomes
4=4 100% | Tom Woestman 6 6 toast. Noldo start with way too
©=4 | 100% | Michael Childs | 6 6 many fems 10 be effectively
=4 100% | Rick Halvorsen 6 6 used (as does the Witch King,
=7 100% | Marcin Dylewski | 5 5 aintel [Ligty aivel, el 1 © fu
©=7 | 100% | Adrian Sheridan | 5 5 e ST
s Tom [Wiesmiey [ 1 e
10 92% Sam Roads 12 11 2 simple? You tell me... :-)
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EVERYONE HAS QUESTIONS
ABOUT J.R.R. TOLKIEN'S

VISUALIZING

Where did Aragorn's people live? What
was life like in Bree? Did Balrogs have

MIDDLE-EARTH wioger D Bnge o7 Whst e

What will the upcoming movies be like?

Some researchers just make up their facts
and tell you what they think Middle-earth
should be like. Tolkien fans on the Web
know that Michael Martinez takes the time
to read all the books.

Turgon at TheOneRing.Net says: "He has

a chatty, opinionated and engaging style
that makes you feel like you've pulled up a
chair to his table at a pub...."

Another reviewer writes: "If you...are
fascinated by Middle-earth[s...] incredibly
detailed pseudo-history,...this book is a

. = _ must have."

MICHAEL MARTINEZ

ISBN: 0-7388-3408-4

Available through most booksellers.

Articles Wanted!
Got something to say about playing a nation?

Disagree with advice you have read in this
newsletter?

Either way, if so we would like to hear from you!

Tolkien Gat Eway We are looking for articles of advice for all nations in
Emc yC LUT.IEb 1A 8l all modules. So if you think you can help, please get
j in touch: bree@middleearthgames.com

The web’s fastest growing Tolkien wiki site.
Be a part of it at http://tolkiengateway.net

Contact ME Games Ltd

w: www.middleearthgames.com Telephone

e: me@middleearthgames.com Phone Times: 10am-6:30pm UK Time (BST); 5am-1.30 (EST)
UK: 029 2091 3359 (029 2062 5665 can be used if main engaged)

Postal Address (Dial 011 44 29 2091 3359 if in the US)

UK: 340 North Road, Cardiff CF14 3BP UK UK Fax: 029 2062 5532 (24 hours)

US: 73 Edgewood Terrace, South Bound Brook NJ 08880, USA

Contact News from Bree
bree@middleearthgames.com

News from Bree 33 Copyright © 2007 ME Games Ltd, all rights reserved
All articles submitted to News from Bree will be assumed to grant copyright for publication and non-exclusive republication by ME Games Ltd,
unless otherwise agreed. The views expressed by contributors do not necessarily represent the views of ME Games Ltd or any of the staff.
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Adanedhel, Adelard Took, Adorn, Adrahil captain to Ondoher, Adrahil father of Imrahil, Aduial, Addnaic, AdGnakhér, Adurant, Aeglos, Aeglos, Aegnor, Aelin-uial, Aeluin, Aerandir, Aerin, Afterborn, Aftercomers, Afterlithe, Afteryule, Agarwaen, Aghan, Aglarond, Aglon, Aiglos, Ailinel, Ainulindalé, Ainur, Music of the Ainur,
Aiwendil, Akallabéth, Akallabéth, Alatar, Alatariel, Alcarin, Alcarin, Alcarinqué, Alcarondas, Aldamir, Aldarion, Aldarion, Erendis, Aldaron, Aldburg, Aldéa, Aldor, Alfirin, Algund, Almaida, Almaren, Almarian, Almiel, Alqualondg, Altariel, Aman, Mountains of Aman, Amandil, Amarié, Amdir, Amlach, Amlaith of Fornost, Amon
Amarth, Amon Anwar, Amon Darthir, Amon Din, Amon Ereb, Amon Ethir, Amon Gwareth, Amon Hen, Amon Lanc, Amon Lhaw, Amon Obel, Amon Radh, Amon Sal, Tower of Amon Sal, Amon Uilos, Amras, Amrod, Amroth, Cerin Amroth, Anach, Pass of Anach, Anaddné, Anar, Anardil of Gondor, Anardil of Ntmenor, Anarion
son of Elendil, Anérion son of Ancalimé, Anborn, Ancalagon, Ancalimé, Andor, Andram, Andrast, Andrath, Andrg, Androth, Anduin, Ethir Anduin, Mouths of Anduin, Vales of Anduin, Andnié, Bay of Anddnié, Lord of Andnie, Anddril, Andustar, Andwise Roper, Andy Roper, Anemones, Anfalas, Anfauglir, Anfauglith,
Angainor, Angamaité, Angband, High-captain of Angband, Siege of Angband, Angbor, Angerthas, Anghabar, Anglachel, Angle Eriador, Angle Lérien, Angmar, Angren, Angrenost, Angrist, Angrod, Anguirel, Annael, Annatar, lydh, . Sceptre of Stone of , Anor, Flame of Anor, Minas
AAnor, Andrien, Anor-stone, Apanénar, Appledore, Ar-Abattérik, Arador, Ar-Addnakhor, Araglas, Aragorn Elessar, Aragorn |, Aragost, Arahad |, Arahad |1, Arahael, Araman, Aranarth, Arandor, Arandur, Aranel, Aranrith, Arantar, Aranuir, Aranwé, Aranwion, Araphant, Araphor, Arassull Aratan, Ala'ar Arathorn 1, Arathorn |1,
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 11, Ar-Gimilzor, Argonath, Gates of Argonath, Argonui, Arien, Ar-Inziladdin,
Arkenstone, Armenelos, Arminas, Arnor, Ddnedain of Arnor, King of Arnor, King of Gondor and Arnor, Arod, Aros, Fords of Aros, Arassiach, Ar-Pharazon, Ar-Sakalthér, Artamir, Artanis, Artano, Arthedain, King of Arthedain, Arvedui Last-King, Arvegil, Arveleg |, Arveleg II, Arvernien, Arwen Evenstar, The Tale of Aragorn and
Arwen, Ar-Zimraphel, Ar-Zimrathon, Ascar, Asfaloth, Ash Mountains, Ashen Mountains, Asphodel, Astron, Atalanté, Atanalcar, Atanamir, Atanatar I, Atanatar 11 Alcarin, Atanatéri, Atani, Atarinya, Athelas, Athrad Angren, Aulé, Aulendil, Avalléng, Tower of Avalléng, Avari, Avathar, Awakening of Men, Axantur, Azaghal,
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-ddr, Downfall of Barad-dr, Fall of Barad-dr, Lord of Barad-dr, Siege of Barad-ddr, Baragund, Barahir grandson of Faramir, Barahir son of Bregor, Ring of Barahir, Barahir son of Hador, Baran, Baranduin, Baranor, Baraz, Barazinbar, Bard I, Bard I1, 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 Andunié, 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, Driedain 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, Béor, House of Béor, People of Béor, Beorn, Beornings, Bereg, Beregar, Beregond Steward of Gondor, Beregond soldier of Gondor, Beren Erchamion, Beren of Gondor, Bergil, Bert, Berdthiel, Cats of Queen Berdithiel,
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 Ntmenéreans, 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, Fally Bolger, Filibert Bolger Fredegar Bolger

Odovacar Bolger, Ruby Bolger, Rudigar Bolger, Bombadil, Bombur, Bonfire Glade, Book of Mazarbul, Bér, Borgil, Borin, Borlach, Borlad, Boromir of Ladros, Boromir son of Denethor I, Boromir son of Denethor 11, Boron, Borondir, Borthand, Bowman, Bowman Cotton, Hugo lia da-
mm Brand Brandagamba, Kalimac Erandagamba Branda-nin, Brandir, Brandy Hall, Master of the Hall, Celandine Gorbadoc Gorhendad Gormadoc Marmadas Melilot Mentha Meriadoc Merlmas
old Rory mula Rorimac Saradoc ine 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 -dim, Bridge of Mitheithel, Bridge 0' Slonebows Bridgefields, Brilthor, Brithiach, Ford of Brithiach, Brithombar, Brllhun 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, Bundushathdr, Bungo Baggins, Burérum, 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, Caragdr, Caranthir, Dor Caranthir, Caras Galadhon, Carc, Carcharoth, Carchost, Cardolan, Carl Cotton, Carn Dim, Carnen, Carnil, Carrock, Castamir, Cats, Cats of Queen Bertithiel, Caves of Androth, Caves of the Forgotten, Cave-trolls, Cedars, Celandine Brandybuck, Celduin,
Celebdil, Celeborn Lord of Lérien, Celeborn White Tree, Celebrant, Battle of the Field of Celebrant, Field of Celebrant, Celebrian, Celebrimbor, Celebrindal, Celebrindor, Celebros, Celegorm, Celepharn, Celon, Celos, Cemendur, Ceorl, Cerin Amroth, Cermié, Chamber of Mazarbul, Chamber of Records, Chetwood, Chica Chubb,
Chief, Chieftain of the Dinedain, Chieftain of the North, Children of Aulé, Children of Harin, Tale of the Children of Harin, Children of llivatar, Children of the Sun, Chubb, Chica Chubb, Chubb-Baggins, Falco Chubb-Baggins, Poppy Chubb-Baggins, Circles of the World, Cirdan the Shipwright, Ciril, Cirion, Cirith Ddath, Cirith
Gorgor, Cirith Ninniach, Cirith Ungol, Stairs of Cirith Ungol, Tower of Cirith Ungol, Cirth, Ciryaher, Ciryandil, Ciryatur, Ciryon, Citadel of Gondor, Guards of the Citadel, City of Gondor, City of the Kings, Clayhanger, Lalia Clayhanger, Closed Door, Cloudyhead, Cock-robin, Coiré, Cold-drakes, Coldfells, Combe, Common Speech,
Company of the Ring, Coranar, Cordial of Imladris, Cormallen, Corn, Corollairé, Corsairs of Umbar, Cotman, Cottar, Bowman Cotton, Carl Cotton, Farmer Cotton, Holman Cotton, Jolly Cotton, Long Horn Cotton, Mrs. Cotton, Nibs Cotton, Nick Cotton, Rose Cotton, Tolman Cotton junior, Tolman Cotton senior, Tom Cotton junior,
Tom Cotton senior, Wilcome Cotton, Council of Elrond, Council of Gondor, Council of the Sceptre, Council of the Wise, Cracks of Doom, Cram, Crebain, Crickhollow, Crissaegrim, Crossing of Poros, Crossings of Teiglin, Cross-roads, Crown of Gondor, Cuiviénen, Culumalda, Curufin, Curufinweé, Curumo, Curunir, Nan Curunir,
Ciithalion, Daeron, Dagnir Glaurunga, Dagor Aglareb, Dagor Bragollach, Dagor Dagorath, Dagorlad, Battle of Dagorlad, Dagor-nuin-Giliath, Déin I, Dain Il Ironfoot, Daisy Gamgee, Daisy Gardner, Dale, Battle of Dale, King of Dale, Lord of Dale, Men of Dale, Damrod, Dark Country, Dark EIf, Dark Elves, Dark Land, Dark Lord,
Dark Mountains, Dark Plague, Dark Power, Dark Throne, Dark Tower, Dark Years, Darkening of Valinor, Darkness, Great Darkness, Daystar, King of the Dead, Paths of the Dead, Dead Marshes, Dead Men, Déagol, Deathless, Deep Elves, Deepdelver, Deephallow, Deeping, Deeping Wall, Deeping-coomb, Deeping-stream, Deer's
Leap, Demons, Denethor 1, Denethor 11, Denethor of the Nandor, Déor, Déorwine, Derndingle, Dernhelm, Derufin, Dervorin, Desolation of the Dragon, Diamond of Long Cleeve, Dimbar, Dimholt, Dimrill Dale, Dimrill Stair, Dimrost, Din, Dior of Doriath, Dior of Gondor, Dirhael, Dirhavel, Dis, Disaster of the Gladden Fields, Dol
Amroth, Lord of Dol Amroth, Prince of Dol Amroth, Dol Baran, Dol Guldur, Dolmed, Dome of Stars, Doom of Mandos, Doom of Men, Doomsman of the Valar, Door of Night, Doors of Durin, Doors of Felagund, Dor Caranthir, Dor Daedeloth, Dor Dinen, Dor Firn-i-Guinar, Dora Baggins, Dor-Carthol, Dor-en-Ernil, Dori, Doriath,
Elves of Doriath, King of Doriath, Queen of Doriath, Ruin of Doriath, Dorlas, Dor-Iémin, Dragon-helm of Dor-Iémin, Lady of Dor-Iémin, Lord of Dor-Iémin, Men of Dor-Iémin, Dor-nu-Fauglith, Dorthonion, Men of Dorthonion, Dorwinion, Downfall of Barad-dar, Downfall of Nimenor, Downfallen, Dragon of Erebor, Desolation of
the Dragon, Dragon-helm of Dor-lémin, Dragons, Father of Dragons, Green Dragon, Dragon-spell, Dramborleg, Draugluin, Dread Helm, Drengist, Drogo Baggins, Drél, Driiadan Forest, Driath, Dréiedain, Driedain of Beleriand, Drig-folk, Drughu, Drigs, Dréiin, Driwaith laur, Dry River, Dudo Baggins, Duilin, Duilwen, Duinhir,
Dunadan, Diinedain, Chieftain of the Déinedain, Kingdoms of the Dinedain, Dtnedain of Amnor, Dinedain of the North, Dinedain of the South, Dunharrow, Dinhere, Dunland, Dunlendings, Dunlendish, Durin | the Deathless, House of Durin, Durin 111, Doors of Durin, Durin V1, Durin VII, Durin's Bane, Durin's Day, Durin’s Folk,
King of Durin's Folk, Durin's Tower, Durthang, Dwalin, Dwarf-road of Beleriand, Dwarf-road of Mirkwood, Dwarf-tongue, Dwarrowdelf, Fathers of the Dwarves, Petty-dwarves, War of the Dwarves and Orcs, Dwarves of Belegost, Dwarves of Erebor, Dwarves of Khazad-d(m, Dwarves of Moria, Dwarves of the Iron Hills,
Dwimmerlaik, Dwimorberg, Dwimordene, E4, Eadig, King of Eagles, Lord of Eagles, Eambar, Earendil of Gondor, Earendil the Mariner, Star of Edrendil, Earendur King of Arnor, Earendur Lord of Anddnié, Earendur son of Tar-Amandil, Earnil I, Eamil 11, E4rnur, E4rrameé, Edrwen, East Beleriand, East Bight, East Road, East Wall of
Rohan, Eastemnet, Easterlings, Eastfarthing of the Shire, First Eastfarthing Troop, Eastfold, East-gate of Moria, Eastlands of Middle-earth, Eastlands of Nimenor, Eastmarch of the Shire, East-mark, Marshal of the East-mark, East-victor, East-West Road, Echoing Mountains, Echoriath, Echuir, Ecthelion 1, Tower of Ecthelion,
Ecthelion 11, Ecthelion of the Fountain, Edain, First House of the Edain, Third House of the Edain, Three Houses of the Edain, Edhellond, Edhil, Ednew, Edoras, Muster of Edoras, Edrahil, Egalmoth, Egladil, Eglador, Eglantine, Eglantine Banks, Eglarest, Eilenach, Eilenaer, Eithel Ivrin, Eithel Sirion, Ekkaia, Elanor, Elanor Gardner,
Elatan, Elbereth, Eldacar of Amor, Eldacar of Gondor, Eldalié, Eldalondé, Eldamar, Bay of Eldamar, Eldar, Eldarin, Eldarion, Elder Children of Ilivatar, Elder Days, Elder Kindred, Elder King, Eldest, Eledhwen, Elemmakil, Elemmiré (EIf), Elemmiré (star), Elend, Elendil, Heir of Elendil, House of Elendil, Mound of Elendil, Star of
Elendil, Sword of Elendil, Tomb of Elendil, Elendili, Elendilmir, Elendur King of Amor, Elendur son of Isildur, Elenna, Elentéri, Elentirmo, Elenw, Elephants, Elessar of Aragorn, Elessar of Eérendil, Elestimé, EIf-friend, Elf-friends, Three Houses of the Elf-friends, Elfhelm, Elfhild, Elfstan Fairbaim, Elfstone, Elfwine, Elladan,
Elmo, Elms, Elostirion, Elrohir, Elrond, House of Elrond, Elros, House of Elros, Line of Elros, Elu Thingol, Eluchil, Eluréd, Elurin, Elvenesse, Elvenhome, Elvenking, Elven-rings, Elven-smiths, Elven-tongue, Elven-tree, Fair Elves, Green-elves, Grey-elves, High Elves, High King of the Elves, Light-elves, Sea-elves, Silvan Elves,
‘Wood-elves, Elves of Beleriand, Elves of Doriath, Elves of Eregion, Elves of Eresséa, Elves of Lindon, Elves of Lérien, Elves of Middle-earth, Elves of Mirkwood, Elves of Nargothrond, Elves of Ossiriand, Elves of Sirion, Elves of the Falas, Elves of the Havens, Elves of the Light, Elves of the Twilight, Elves of the Wood, Elves of
Thranduil, Elves of Valinor, Silvan Elvish, Elwé Singollo, Elwing, Emeldir, Emerié, Emerwen Aranel, Empty Lands, Emyn Amen, Lord of Emyn Arnen, Emyn Beraid, Emyn Duir, Emyn Muil, Emyn Uial, Emyn-nu-Fuin, Enchanted lsles, Enchanted River, Encircling Mountains, Encircling Sea, Enderi, Endless Stair, Endor, Endére,
Enedwaith, Enemy, Enerdhil, Engwar, Ennor, Ent-draughts, Ent-houses, Entings, Entish, Entmoot, Ents, Entulessé, Entwade, Entwash, Mouths of Entwash, Entwives, Entwood, Envinyatar, Eohers, E6I, Eomer Eadig, Eomund of Eastfold, E6nwé, Eoreds, Eorl, House of Eorl, Oath of Eorl, Ride of Eorl, Sons of Eorl, Eorlingas,
Eorlings, Eothain, Eothéod, Lord of the Eothéod, Men of the Eothéod, Eowyn, Ephel Brandir, Ephel Duath, Eradan, Erchamion, Erebor, Dragon of Erebor, Dwarves of Erebor, Gate of Erebor, Quest of Erebor, Ereborian Cirth, Erech, Hill of Erech, Stone of Erech, Ered Engrin, Ered Gorgoroth, Ered Lindon, Ered Lithui, Ered Lémin,
Ered Luin, Ered Mithrin, Ered Nimrais, Ered Wethrin, Eregion, Elves of Eregion, Lord of Eregion, Ereinion Gil-galad, Erelas, Erellont, Erendis, White House of Erendis, Eresséa, Elves of Eresséa, Erestor, Eriador, Erkenbrand, Ernil i Pheriannath, Eru, Eruhantalé, Eruhini, Erui, Erukyerme, Eryn Lasgalen, Eryn Vorn, Esgalduin,
Esgaroth, Esmeralda Took, Esté, Estel, Estella Bolger, Estelmo, Estolad, Ethir, Ethir Anduin, Ethraid Engrin, Ethring, Ethuil, Ettenmoors, Evendim, Hills of Evendim, Evendim Lake, Evenstar, Everard Took, Evereven, Everholt, Boar of Everholt, Evermind, Evernight, Ever-young, Exile of the Noldor, Exiles of Gondolin, Exiles of
Namenor, Realms in Exile, Eye of Mordor, Eye of Sauron, Ezellohar, Faelivrin, Faerie, Fair Elves, Fairbaim, Elfstan Fairbaim, Falas, Elves of the Falas, Falastur, Falathar, Falathrim, Falco Chubb-Baggins, Fall of Barad-ddr, Fall of Fingolfin, Fall of Gil-galad, Fall of Gondolin, Fall of Nargothrond, Fall of the Noldor, Fallohides, Falls
of Rauros, Falls of Sirion, Falmari, Fang, Fangorn, Forest of Fangor, Fangorn Forest, Fanuidhol, Far Downs, Far Harad, Faramir son of Denethor 11, Faramir son of Ondoher, Faramir Took I, Farewell Party, Farin, Farmer Cotton, Farmer Maggot, Farthings, Far-wanderer, Fastolph Bolger, Fastred of Greenholm, Fastred of Rohan,
Father of Dragons, Father of the Isle, Fathers of Men, Fathers of the Dwarves, Fatty Bolger, Fatty Lumpkin, Feanor, House of Féanor, Oath of Féanor, Sons of Feanor, Féanorian, Féanorian Lamps, Féanturi, Felagund, Doors of Felagund, Finrod Felagund, Felaréf, Fell Winter of the Third Age, Fellowship of the Ring, Fen Hollen, Fen
of Serech, Fengel, Fenmarch, Fens of Sirion, Ferny, Bill Ferny, Ferumbras Took 11, Ferumbras Took 111, Field of Celebrant, Battle of the Field of Celebrant, Field of Cormallen, Fiery Mountain, Fili, Filibert Bolger, Fimbrethil, Finarfin, House of Finarfin, Findegil, Finduilas of Dol Amroth, Finduilas of Nargothrond, Finglas, Fingolfin,
Fall of Fingolfin, House of Fingolfin, Fingon, Finrod Felagund, Finwé, Fire of Iluvatar, Fire-drakes, Firefoot, Fire-mountain, Firiel, Firien Wood, Firienholt, Firimar, Firith, First Age, First Battle, First Battle of the Fords of Isen, First Eastfarthing Troop, First Homely House, First House of the Edain, First Marshal of the Riddermark,
Firstborn, Firth of Drengist, Fladrif, Flambard Took, Flame Imperishable, Flame of Anor, Flame of the West, Flame of Udan, Flets, Flight of the Noldor, Floating Log, Foam-flower, Foe-hammer, Folca, Folco Boffin, Folcred, Folcwine, Folde, Folk of Haleth, Followers, Ford of Brithiach, Ford of Bruinen, Fords of Aros, Fords of Isen,
Battles of the Fords of Isen, First Battle of the Fords of Isen, Second Battle of the Fords of Isen, Fords of Poros, Forelithe, Forest, Forest of Brethil, Forest of Fangorn, Forest of Neldoreth, Forest of Region, Forest River, Forest Road, Foreyule, Forgoil, Forlindon, Forlond, Forlong, Formenos, Forn, Fornost, Amlaith of Fornost, Battle of
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Otho Sackville-Baggins, Sador, Saeros, Salmar, Sam Gamgee, Sammath Naur, Samwise Gamgee, Sancho Proudfoot, Sandheaver, Sandyman, Sandyman the miller, Ted Sandyman, Sangahyando, Saradoc Brandybuck, Sam Athrad, Samn Ford, Sam Gebir, Saruman, Sauron, Eye of Sauron Mouth of Sauron, Wolf-Sauron, Sauron's Isle,
Scary, Scatha, Scattergold, Sceptre, Council of the Sceptre, Sceptre of Anniminas, Sceptre of Numenor, Scroll of Isildur, Sea of Numen, Sea of Rhan, Sea-elves, Seal of the Stewards, Second Age, Second Battle of the Fords of Isen, Second Marshal of the Riddermark, Second People, Secret Fire, Seeing-stones, Self-cursed, Serech,
Seregon, Serindg, Serni, Serpents, Seven Rings, Seven Rivers of Ossir, Seven Sons of Féanor, Seven Stars, Seven Stones, Seventh Gate, Shadow, Shadow of the Wood, Shadowfax, Shadowy Mountains, Shadowy Seas, Shagrat, Sharbhund, Shards of Narsil, Sharkey, Sharkey’s Men, Sharka, Shathdr, Sheen, Sheep, Shelob, Shelob's
Lair, Shepherds of the Trees, Ship of Long-foam, Ship-king, Shipwright, Shire, Eastfarthing of the Shire, Eastmarch of the Shire, Herblore of the Shire, Hobbits of the Shire, Mayor of the Shire, Northfarthing of the Shire, Southfarthing of the Shire, Thain of the Shire, Westfarthing of the Shire, Westmarch of the Shire, Shire Calendar,
Shirebourn, Shire-folk, Shire-hobbits, Shire-reckoning, Shire-thain, Shirriffs, Sickle of the Valar, Siege of Angband, Siege of Barad-ddr, Sigismond Took, Silent Hill, Silent Street, Silmarién, Silmarillion, Quenta Silmarillion, Silmarils, Quest for the Silmaril, Silvan Elves, Silvan Elvish, Silverlode, Silvertine, Simbelmyng, Simple,
Sindar, Sindarin, Singollo, Sir Angren, Sir Ninglor, Loeg Ningloron, Sirannon, Siril, Sirion, Eithel Sirion, Elves of Sirion, Falls of Sirion, Fens of Sirion, Gates of Sirion, Havens of Sirion, Mouths of Sirion, Pass of Sirion, Tol Sirion, Vales of Sirion, Siriondil, Sirith, Skinbark, Skin-changers, Slinker, Smallburrow Robin, Smaug,
Sméagol, Smials, Smith, Snaga, Snails, Snakes, Snowbourn River, Snowmane, Snowmen of Forochel, Snowthorn, Snow-trolls, Solmath, Sons of Eorl, Sons of Féanor, Sorontil, Soronto, Sorontimé, South Downs, South Gondor, South Ithilien, South Lane, South Undeep, Southern Army, Southern Star, Southfarthing of the Shire,
South-kingdom, Southrons, South-victor, Spear of Gil-galad, Spiders, Spring of Arda, Springle-ring, Spyhill, Squirrels, Staddle, Stair Falls, Stairs of Cirith Ungol, Standelf, Star of Erendil, Star of Elendil, Star-glass, Starkhorn, Starmoon, Star-spray, Starwards, Steadfast, Steelsheen, Sterday, Steward of Gondor, House of the Stewards,
Ruling Steward, Seal of the Stewards, Stewards' Reckoning, Sting, Stinker, Stock, Stock-brook, Stone of Anntiminas, Stone of Erech, Stone of Orthanc, Stone of Osgiliath, Stone of the Hapless, Stone-giants, Stonehelm, Stone-houses, Stones of Seeing, Stone-trolls, Stonewain Valley, Stoors, Stormcrow, Straight Road, Straight Way,
Strangers, Strawberries, Strawheads, Strider, Strongbow, Stunted People, Stybba, Salimé, Stlimo, Summerfilth, Tower of the Setting Sun, Sundering Seas, Surlnn Swanfleet, Swanhaven, Haven of me Swans, Sweet Galenas, Swertings, Sword of Elendil, Swordsman of the Sky, Sword-that-was-Broken, Symbelmyné, Talans, Talath

Dimnen, Tale of Aragor and Arwen, Tale of Grief, Tale of the Children of Hurin, Tale of Years, Taniquetil, Tanta bl , Tar-Alcarin, Tar-Ald: , dil, Tar-Anarion, T: i , Tar-Anducal, Tarannon Falastur, Tar-Ardamin, Taras, Taras-ness, Tar-Atanamir the Great, Tar-Calion, Tar-Calmacil,
Tamll Talclryan Tar-Ciryatan, Tar-f Elendll Tar Elestirne, Tar-Falassion, Tar-| Herunumen Tar-Hostamir, Térion, Tarkil, Tarks Tarlang's Neck, Tarmenel, Tar Meneldur Tar-Minastir, Tar-| Mmyalur Tar-Miriel, Tam Aeluin, Tarondor of Amnor, Tarondor of Gondor, Tarostar, Tar-Palantir, Tar-Surion, Tar-Telemmaité, Tar-Telperién,
Idé, Tasarinan, T Nd: I Faroth, Taur-im-Duinath, Taur-nu-Fuin, Taur-nu-Fuin, Tauron, Tawarwaith, Ted Sandyman, Teeth of Mordor, Towers of the Teeth, Tehtar, Teiglin, Crossings of Teiglin, Ravines of Teiglin, Telain, Telchar, Telco, Telcontar, Telemnar, Teleporno, Teleri, Telerin, Telperion,

Telumehlal Telumsmar Umbardacil, TEmar TEngwar Thain of the Shire, Thain's Book, Thalion, Thalos, Thangail, Thangorodrim, Tharbad, Thargelion, Tharkdn, The Lord of the Rings, The Fellowship of the Ring, The Two Towers, The Return of the King, Thengel, Théoden, Théodred, Théodwyn, Thingol, Thingol's Heir, Third
Age, Third Clan, Third House of the Edain, Third Marshal of the Riddermark, Third Ring, Thistle Brook, Thistlewool, Thorin and Company, Thorin 1, Thorin Il Oakenshield, Thorin 111 Stonehelm, Thorondir, Thorondor, Thorongil, Thousand Caves, Thréin 1, Great Hall of Thréin, Thrain I1, Thranduil, Elves of Thranduil, Three Houses
of the Edain, First House of the Edain, Third House of the Edain, Three Houses of the Elf-friends, Three Keepers, Three Kindreds, Three Rings, Keepers of the Three Rings, Three-Farthing Stone, Thrihyme, Thrimidge, Thrér, Ring of Thrér, Thuringwethil, Tighfield, Tilion, Timeless Halls, Tincotéma, Tindéme, Tindémiel, Tindrock,
Tintallé, Tinaviel, Tirion, Tobold Hornblower, Togo Goodbody, Tol Brandir, Tol Eresséa, Elves of Eresséa, White Tree of Tol Eresséa, Tol Falas, Tol Fuin, Tol Galen, Tol Morwen, Tol Sirion, Tol Uinen, Tolfalas, Tol-in-Gaurhoth, Tolman Cotton junior, Tolman Cotton senior, Tolman Gardner, Tom Bombadil, Tom Cotton junior,
Tom Cotton senior, Tomb of Elendil, Took, Adelard Took, Bandobras Took, Belladonna Took, Esmeralda Took, Everard Took, Faramir Took I, Ferumbras Took 11, Ferumbras Took |11, Flambard Took, Fortinbras Took I, Fortinbras Took 11, Gerontius Took, Hildifons Took, Hildigrim Took, Isengar Took, Isengrim Took I1, Isengrim
Took 111, Isumbras Took I, Isumbras Took 111, Isumbras Took IV, Mirabella Took, Old Took, Paladin Took II, Pearl Took, Peregrin Took I, Pervinca Took, Pimpernel Took, Reginard Took, Sigismond Took, Tookbank, Tookland, Torech Ungol, Torog, Tower Hills, Tower of Amon Sil, Tower of Avalléné, Tower of Cirith Ungol,
Tower of Ecthelion, Tower of Guard, Tower of Orthanc, Tower of Sorcery, Tower of the King, Tower of the Moon, Tower of the Rising Moon, Tower of the Setting Sun, Towers of the Teeth, Trahald, Treebeard, Trees of Silver and Gold, Hill-trolls, Mountain-trolls, Snow-trolls, Stone-trolls, Trollshaws, Truesilver, Tuckborough,
Tuilé, Tuiléré, Tulkas, Tumhalad, Battle of Tumhalad, Tumladen, Tumunzahar, Tana, Tunnelly, Tuor, Turambar King of Gondor, Turambar surname of Turin, Turgon King of Gondolin, Turgon Steward of Gondor, Tdrin I, Tdrin I, Tdrin Turambar, Turnips, Turuphanto, Twilight Meres, Twilit Meres, Two Captains, Two Kindreds,
Two Kingdoms, Two Trees of the Valar, Two Trees of Valinor, Years of the Trees, Two Watchers, Tyeller, Tyelpétema, Tym Gorthad, Udan stronghold of Melkor, Flame of Udtin, Uddn valley in Mordor, Ufthak, Ugliik, Uilos, Amon Uilos, Uinen, Tol Uinen, Uinendili, Uinéniel, Ulairi, Ulbar, Uldor the Accursed, Ulfang the Black,
Ulfast, Ulmo, Ulrad, Ulwarth, Umanyar, Umarth, Umbar, Haven of Umbar, Umbardacil, Undeeps, North Undeep, South Undeep, Underhill family, Underhill village, Undertowers, Undémé, Undémiel, Undying Lands, Undying Realm, Ungoliant, Union of Maedhros, Unnumbered Tears, Battle of Unnumbered Tears, Unwilling, Urimg,
Uruk-hai, Uruks, Uruléki, Urwen, Usurper, Usurpers, Uttermost West, Utumno, Vairé, Valacar, Valacirca, Valandil of Amor, Valandil of Namenor, Valandur, Valaquenta, Valar, Doomsman of the Valar, Lamps of the Valar, Lords of the Valar, Sickle of the Valar, Valaraukar, Valaréma, Vale of Narog, Vales of Anduin, Men of the
Vales of Anduin, Vales of Sirion, Valiant, Valier, Valimar, Valinor, Darkening of Valinor, Elves of Valinor, Hound of Valinor, Valinorean, Valmar, Vampires, Vana, Vanyar, Varda, Vardamir Nolimon, Variags, Vasa, Véantur, Venturers, Vidugavia, Vidumavi, Vilya, Vingilot, Vinitharya, Vinyalonde, Vinyamar, Vinyarion, Viressé,
Vision of Ilivatar, Voronda, Vorondil, VVoronwe EIf of Gondolin, Voronwé surname of Mardil, Wain, Wainriders, Walda, Wall's End, Walls of Moria, Walls of Night, Walls of the World, Wandlimb, War of the Dwarves and Orcs, War of the Last Alliance, War of the Ring, War of Wrath, Warden of the Houses of Healing, Warden of
the Keys, Warden of Westmarch, Wargs, Wars Uf leerlam‘] Watcher in the Water, Watchful Peace, Water of Awakening, Waybread, Waymeet, Waymoot, Wayward, Weather Hills, Wedmath, . West Beleriand, West of the World, Lord of the West, Lords of the West, West over
Sea, Westemnet, Western Sea, of the Shire, Westfold, Westfold-men, West-gate of Bree, West-gate of Moria, Westlands of Middle-earth, Westlands of Numenor, Westmansweed Westmarch of lhe Shire, Warden of Westmarch, West-mark, Westron, West-wings, Wetwang, White
Council, White Downs, White Hand, White Hnrse, Whlle House of Erendis, White Lady of Gondolin, White Lady of Rohan, White Mountain, White Mountains, White Rider, White Ship, White Tower, White Tree of Minas Tirith, White Tree of Namenor, White Tree of Tol Eresséa, White Tree of Valinor, White Wolves, Whiteskins,
Whitfoot, Will Whitfoot, Whitfurrows, Whitwell, Widfara, Wilcome Cotton, Wild Men, Wild Men of the Woods, Wilderland, Wildman of the Woods, Will Whitfoot, William Huggins, Willowbottom, Willows, Land of Willows, Wilwarin, Windfola, Windlord, Window of the Eye, Winged Nazgal, Winged Shadows, Wingfoot,
Winterfilth, Wise title of Saruman, Wise Wizards and Elves, Wiseman Gamwich, Witch-king of Angmar, Withered Heath, Withywindle, Wolf Carcharoth, Hunting of the Wolf, Wolf Maggot's Dog, Wolfriders, Wolf-Sauron, Elves of the Wood, Wood of Greenleaves, Wood-elves, Wooden Whale, Woodhall, Woodmen, Woodwose,
‘Woody End, Worm of Morgoth, Great Worm, Wormtongue, Woses, Wraiths, Wraith-world, Wulf, Yale, Yavanna, Yavannié, Yavié, Yaviéré, Year of Lamentation, Years of the Sun, Years of the Trees, Yellow Face, Yéni, Yestaré, Young, Younger Children of IlGvatar, Yrch, Yule, Yuledays, Yuletide, Zamin, Zaragamba, Zirak,

it 1he 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.
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