
Brought to you by the Council of Elrond and designed by Joe Bisz and Mark Alfano, Virtual Cards are an
exciting way to produce expansions for the Middle-earth card game without needing to print physical card sets.
To use, simply cut out the text boxes below and place them over the text boxes of the original cards. (Double-
sided poster tape works well.) These 43 Virtual Cards represent a second version of the same card—you may
continue to use the original versions in any deck that uses Virtual Cards. The goal of the Virtual Cards is to
enhance cards that rarely see play, strengthen weak deck types and limit powerful ones, as well as introduce
fresh thematic strategies that will take your decks to the seldom-visited corners of Middle-earth.

Hero Resources

    Alert the Folk      Ancient Stair     Anduin River

  

Anduril the Flame of the West    Armory        Cup of Farewell 

  

       Ent-Draughts         Fair Sailing   Fair Travels in Dark-Domains

  

First
Virtual
Card Set
*
Version
0.81

Playable on a company. If the company
moves to a surface site of an Under-deeps
site, the company may move again to the
related Under-deeps site. May be played with
a starting company in lieu of a minor item.

If Brand or Bard is at Laketown or Dale, you may tap
a character in their company to take a hoard item
from your discard pile or play deck (reshuffle) into
your hand. Each time you play an item at a Dragon’s
Lair, you may untap Dale, Lake-town, or a company
at these sites. Dragons may be keyed to these sites.
You may start the game with this card in lieu of a
minor item. Your second starting minor item may be
       a non-unique hoard minor item.

  PERMANENT-EVENT

Unique. Playable during the movement/hazard
phase immediately after cards are drawn if you
moved through at least two of these regions: Wold
and Foothills, Rohan, Anorien, Ithilien, Dagorlad,
Lebennin, Harondor. Each of the above regions in
the company’s site path is replaced by a Coastal Sea
[ ]. Bring up to one resource or character from your
discard pile to your play deck (reshuffle) for each
         region replaced (one card may be taken into
         hand). Remove this card from the game.

Unique. Sage only during the site phase at an untapped site
where “Information” is playable. Tap the sage and site. If
stored at a Haven, discard a stored Reforging to place Narsil
from your play deck (reshuffle) or hand with a character at
Rivendell and Anduril on Narsil.
   In addition to Narsil’s effects, Anduril gives its bearer 4
marshalling points, +4 prowess (to a maximum of 11), +1 direct
influence, and one more corruption point. Narsil may now be
tapped to return a non-unique or Nazgûl hazard creature to
opponent’s hand (discard creature instead if Narsil on Aragorn
          II); bearer makes a corruption check.

When Armory comes into play, you must place
between two and four non-hoard minor items
(except Cram) from your sideboard under Armory.
These minor items are playable at tapped and
untapped Free-holds [ ] and Border-holds [ ] (no
more than two minor items per site). If there are no
items under Armory, you gain 1 marshalling point.

PERMANENT-EVENT

Playable on a non-Wizard character at
Wellinghall during the site phase. Cancels any
stage resources on the character. +1 mind, +1
body (maximum 11), +1 direct influence, and if
he was wounded when this card was played, he
is now healed. During your end-of-turn phase,
you may tap Ent-Draughts to take Ent-Draughts
into your hand from your play deck; reshuffle.

If target company’s site path has at least two
Coastal Seas [ ]: you may reveal the top
eight cards of your discard pile, select one
resource to take into your hand, and discard
the rest.

If a company’s site path has at least one
Dark-domain [ ]: one hero character in that
company can tap to target and cancel the play
of one hazard event before the event resolves.
This cannot be used against on-guard cards.

          LONG-EVENT

Whenever a hero company splits off from a
company with a female character (or leaves
the same site as any player’s Galadriel or
Arwen), the resource player may choose for
that female character to tap (Galadriel or
Arwen do not tap) and place a minor item
from his discard pile or sideboard with a
       character in the leaving company.

• Alert the Folk (V)            Playtest Version 0.8          Council of Elrond 2007 • Ancient Stair (V)              Playtest Version 0.8        Council of Elrond 2007 • Anduin River (V)         Playtest Version 0.8        Council of Elrond 2007

• Anduril the Flame of the West (V)    Version 0.8    Council of Elrond 2007 • Armory (V)             Playtest Version 0.8           Council of Elrond 2007 • Cup of Farewell (V)        Playtest Version 0.8        Council of Elrond 2007

• Ent-Draughts (V)            Playtest Version 0.8        Council of Elrond 2007 • Fair Sailing (V)              Playtest Version 0.8        Council of Elrond 2007 • Fair Travels in Dark-Domains (V)   Version 0.8      Council of Elrond 2007

  PERMANENT-EVENT
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Fair Travels in Free-domains  Fate of the Ithil Stone  First of the Order

  

  Horns, Horns, Horns I Know Much About You    Morannon

  

 Rebuild the Town Reforging              Tower Raided

  

 Wondrous Maps

If target company has at least one Free-
domain [ ] in its site path: for each Free-
domain [ ] your hand-size is increased by
one until the end of the site phase this turn.

Playable on Saruman. Tap First of the Order
to give +2 to a corruption check for a
character other than Saruman in Saruman’s
company. Cannot be duplicated.

Playable on a character. May tap this card if he bears and
can use a palantir (or if he is Aragorn II bearing a palantir
and Narsil). He makes a corruption check and subtracts the
total corruption points of all palantiri in play. If he is still
in play, make a roll, adding his mind (10 if a wizard) and 3
for each palantir you have in play. If result is >17, invert
this card and opponent must reveal hand. If inverted, Bane
of the Ithil Stone cannot be played and is discarded, this
card gives 1 MP, and a minion opponent receives -1 hand
          size (-2 if Sauron, -3 if Lidless Eye) and +1 hazard
          limit against his companies. Cannot be duplicated.

Playable on a company moving from a site in Rohan to
Minas Tirith if any character in that company has a home
site of Edoras. Your Riders of Rohan (and any character with
“Edoras” as a home site, Noble Steed, Great Shield of Rohan,
or Red Arrow in this company) add half their MP to the MP
value of this card when it is played (round down). Company
faces three attacks (may not be cancelled): Orcs 5@12;
Animals 3@14; Nazgûl 1@20. The prowess of these attacks is
decreased by the MP value of this card. If Witch-King of
Angmar is in play, or if your opponent revealed it to you by a

      mechanism of the game, it must be used as the Nazgûl
          attack. Cannot be duplicated.

Cancel any hazard creature attack (or any
hazard effect that requires tapping an agent
or any agent attack) by revealing from your
hand a hazard creature or agent with the same
title. Discard the revealed creature or agent.

Playable during the organization phase on a company at
Minas Tirith. The company must move to Barad-dûr this turn
(site path     ). At the beginning of the movement/
hazard phase, the company faces 3 attacks: Orcs 5@10, Trolls
3@12, Man 1@13, and attacks from all Nazgûl permanent
events. During the site phase the company must enter the site
(ignore effects preventing them). At the end of the site phase,
if Saruman, Aragorn II, Boromir, Faramir, Denethor II, or
Galadriel is at Barad-dur and bearing the One Ring, s/he faces
an attack alone: Maia 1@24 (otherwise, discard this card). If
        attack is defeated, bearer faces a corruption check; if check
        is successful, you win the game. Otherwise, you lose.

Playable on a Border-hold [ ] or Free-hold [ ]. Man
characters at this site have one less mind. During your
organization phase you may bring into play at this site a
Man character with a normal mind of 4 or less from your
discard pile. If your man characters at this site possess at
least three different skills, you may tap a man character
at this site to take a resource event into hand from your
play deck that requires one of that man’s skills. Discard
if more than one non-man character here. Cannot be
         duplicated on a given site.

Turn your discard pile face up. Whenever
your company moves to an Under-deeps site
(except Deep Mines), you may draw up to 2
extra cards from the play deck or one card
from the top of the discard pile. Cannot be
duplicated by a given player. You may start
the game with this card in lieu of a minor
       item.

Playable on a company. Automatic-attacks at Minas Morgul,
Cirith Ungol, Barad-dûr, Cirith Gorgor, Urlurtsu Nurn, and
Nûrniag Camp may not be cancelled by you. During the site
phase at an above site, a character in this company may tap to
tap Tower Raided. Tap the site if still untapped. When the site is
discarded, place it with Tower Raided. This card gives 2 MPs
for each site attached (3 if Barad-dûr) to a maximum of 6.
Characters in this company receive a prowess bonus equal to
the MP value of this card against strikes from Nazgûl, Orcs,
Trolls, Men, and Spiders. Cannot be duplicated on a company.
          May be played with a starting company in lieu of a minor
           item.

PERMANENT-EVENT

Sage only at a site where “Information”
is playable. Tap the sage and site. If you
have an item in any company that can be
‘restored,’ (e.g., Belegennon) you may
place this card with that item during your
organization phase as if Reforging was
already stored. Gives 1 MP on a restored
      item.

• Fair Travels in Free-domains (V)     Version 0.8     Council of Elrond 2007 • Fate of the Ithil Stone (V)     Playtest Version 0.8     Council of Elrond 2007 • First of the Order (V)       Playtest Version 0.8        Council of Elrond 2007

• Horns, Horns, Horns (V)      Playtest Version 0.8      Council of Elrond 2007 • I Know Much About You (V)        Version 0.8       Council of Elrond 2007 • Morannon (V)            Playtest Version 0.8          Council of Elrond 2007

• Rebuild the Town (V)      Playtest Version 0.8        Council of Elrond 2007 • Reforging (V)               Playtest Version 0.8          Council of Elrond 2007 • Tower Raided (V)           Playtest Version 0.8        Council of Elrond 2007

• Wondrous Maps (V)       Playtest Version 0.8        Council of Elrond 2007

   PERMANENT-EVENT



Hero and Minion Characters

  Bard Bowman     Legolas  Snaga

  

Minion Resources

Adûnaphel Unleashed     An Untimely Whisper    Black Horse

  

  Black Númenóreans     Dwar Unleashed       Indûr Unleashed

  

 Khamul Unleashed  Open to the Summons          Riven Gate

  

Unique. If bearing Black Arrow and facing a
Dragon or Drake attack, Black Arrow’s
modifiers are changed to -3/-3. Bard may
untap Black Arrow at the end of his
movement/hazard phase. He may only bear
one Black Arrow.

       Home Site: Lake-town

Unique. 7 Mind. +1 prowess against Orcs.
+1 direct influence against Dwarves and
Dwarf factions. +2 direct influence against
the Wood-elves faction. If in a company with
Gimli, that company cannot be targeted by
Unhappy Blows and your Dwarf factions are
worth +1 MPs.

Home Site: Thranduil’s Halls

Unique. Uruk-hai.
Snaga must face the first strike of every
attack, regardless of his status. Discard on
a body check result of 11.

       Home Site: Any site in Imlad Morgul
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Playable by a character in a covert company at a
tapped or untapped: Border-hold [ ] in Rohan,
Southern Rhovanion, Khand, Dorwinion, Horse
Plains, or Harondor; or at opponent’s site if he has
a Noble Steed (discard Noble Steed in that case and
do not tap the site). If a Black Horse moves through
one of the above regions or a Shadow-land [ ], your
hand-size increases by one until the end of your site
         phase.                   [1 MP]

Playable at Gobel Mírlond, even if tapped, if the
influence check is >10. Cannot be duplicated.
Alternatively, playable as a short-event even if
this faction is in play. Search your play deck
(reshuffle) or discard pile for a Dunadan character
or card with “Corsairs” in title. Until the end of
the turn, all minion characters in a Dunadan’s
company receive +2 prowess (maximum) while at
        a site matching the home site of a character
        in the company.

Balrog Specific. Playable only at the start of a
game in lieu of a minor item. You may play
Baduila in your starting company. Place this card
on your Baduila if he is in play. +1 to his mind,
+1 to his body. If this card is in your pool, you
may include Men factions in your deck. Such
factions can only be influenced by a character at
Baduila’s site. Baduila cannot be brought into
        play except through this card’s effect.

PERMANENT-EVENT

Rotate this card 90° each time your opponent plays
an Elf or Maia hazard. Creatures keyed by name to
Lorien, Rivendell, Grey Havens, or Edhellond cannot
be cancelled. At each of these sites, a number of
items or information played does not tap it. Not
rotated: 1 item/info. Rotated once: 2 items/info.
Rotated twice or more: 3 items/info. Discard this card
when any item or information is played that taps the
           site. Cannot be duplicated by a given player.

Playable during the organization phase on your Ringwraith at
a Darkhaven. You may play up to two additional Orc or Troll
characters of 3 mind or less from the discard pile in the
Ringwraith’s company the turn this card is played (up to four
characters at Minas Morgul). If the Ringwraith’s company is
in Fell Rider mode and at or moving to a Free-hold [ ] or
Darkhaven, you may have non-Ringwraith characters in his
company. If the Ringwraith’s company is at a tapped Free-hold
[ ] during the site phase, tap this card: you may take Terror
Heralds Doom into your hand from your play deck; reshuffle.
          This card never untaps. Cannot be duplicated by a given
           player.

   PERMANENT-EVENT

Playable on a tapped Adûnaphel the
Ringwraith (as your Ringwraith). Untap
Adûnaphel. In addition, you may tap
Adûnaphel to tap up to two non-Wizard,
non-Ringwraith, non-female characters in
opponent’s company at same site. Those
characters do not untap during their
controller’s next untap phase.

Playable during the organization phase if
Indur the Ringwraith is your Ringwraith.
Indur’s company may use Under-Deeps
movement even without a mode card. +2 to
his company’s rolls to move between Under-
Deeps sites if in Black Rider mode (-3 if in
Fell Rider mode). Cannot be duplicated.

Playable during the organization phase if Dwar is your
Ringwraith. Even without a mode card, Dwar’s company
may use region movement equal to 1 region plus an
additional region for every Wolf faction in play or every
two Wolf allies in play (no maximum). Any non-
Ringwraith character with a Wolf ally may be in his
company. You may discard this card to add a bonus to
prowess (maximum +7) equal to the number of regions
Dwar is moving to all Wolf allies in his company until
         the end of the turn. Cannot be duplicated.

PERMANENT-EVENT

If Khamul the Ringwraith is in play as your
Ringwraith: Fell Rider does not discard or
prohibit the play of followers under Khamul,
and your Fell Rider can never be discarded
unless Khamul is removed from play. You may
tap this card to play one allowed Ringwraith
follower from the discard pile under Khamul;
this card never untaps. You may start the game
        with up to one copy of this card in lieu of
        a minor item.

 • Bard Bowman (V)         Playtest Version 0.8        Council of Elrond 2007  • Legolas (V)              Playtest Version 0.8            Council of Elrond 2007  • Snaga (V)              Playtest Version 0.8            Council of Elrond 2007

 • Black Horse (V)          Playtest Version 0.8        Council of Elrond 2007 • Adûnaphel Unleashed (V)    Playtest Version 0.8    Council of Elrond 2007  • An Untimely Whisper (V)   Playtest Version 0.8     Council of Elrond 2007

 • Dwar Unleashed (V)        Playtest Version 0.8       Council of Elrond 2007  • Indûr Unleashed (V)       Playtest Version 0.8      Council of Elrond 2007 • Black Númenóreans (V)       Playtest Version 0.8     Council of Elrond 2007

 • Open to the Summons (V)    Playtest Version 0.8     Council of Elrond 2007  • Riven Gate(V)                Playtest Version 0.8         Council of Elrond 2007 • Khamul Unleashed (V)      Playtest Version 0.8       Council of Elrond 2007

    PERMANENT-EVENTSHORT-EVENT OR FACTION

   −/+1

   PERMANENT-EVENT
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Terror Heralds Doom The Witch-King Unleashed They Ride Together

  

Umbarean Corsairs  Usriev of Treachery   Ûvatha Unleashed

  

Fallen-Wizard Stage Resources

      Never Refuse            Plotting Ruin

  

Warrior only: +1 prowess (+2 against Elves). Covert
Diplomat only: if bearer at same site as opponent’s
company during any site phase, he may tap to transfer
Usriev of Treachery (invert this card) to any character
in opponent’s company with a mind less than 6. If
Usriev of Treachery is inverted, it cannot be
transferred again, and its bearer attacks his company
at the end of each of his untap phases. This card gives
          1 MP to the card’s owner (3 MP if stored).
           [1(3) MP]

Unique. Playable at Gobel Mírlond  if the roll is >3 by a
Dunadan or Man only. May not be influenced by opponent.
All versions of this site become Shadow-holds [ ].
   Your companies with a Dunadan character may move from
Gobel Mírlond to a new site in a Coastal Sea or region adjacent
to a Coastal Sea, or vice-versa. The site path is [   ] and
the hazard limit is decreased by one to a minimum of three.
Also, if the Dunadan’s company moves to Gobel Mírlond, it
may drop off and pick up characters there, and move again
using this card’s special movement ability. You may store
          resources and items at Gobel Mírlond as if it were a
          Darkhaven.

Place on your Fallen-wizard if he is in play,
and you may take one spell or magic card
into hand from your sideboard or discard pile.
His company cannot be returned to its site of
origin due to any hazard effect. This card
gives 1 Stage point and 1 corruption point.  

SP: 1            CP: 1

Playable if you have at least 7 SP. All your
Burning Rick Cot and Tree and Smoke on the
Wind are worth full points.

During your organization phase (or immediately after
opponent plays a ring), you may place a Black Rider or
Black Horse from your sideboard with this card. You may
play such cards as if they were in your hand and you may
play any number of Ringwraith followers in a turn. There
is no limit to the size of your Ringwraith’s company. If all
nine of your Ringwraiths are in a company together: this
card is worth 2 marshalling points and you may tap the
card at the end of the company’s movement/hazard phase
         to allow them to immediately move again. You may
         start the game with this card in lieu of a minor
         item.       [(2) MP]

Unique. Playable during the organization phase if you have a
tapped Riven Gate in play. Ringwraiths may move to hero
Havens. They may initiate company combat there if the site is
tapped. Smoke on the Wind played on a hero haven by a
Ringwraith’s company is worth +2 MPs (+4 on Grey Havens).
   All hero havens: Any Elf, Dúnedain, or Maia hazard creature
may be keyed here (Elves only at Lorien), and such creatures
may be keyed regardless of resource effects in play.
   Edhellhond: Auto-attacks here cannot be cancelled.
   Grey Havens: Thrice per turn, the hazard player may use one
            against the hazard limit to play one Dunedain or Maia
            hazard creature from the discard pile on any company
            moving here.

Playable on The Witch-King (as your
Ringwraith) during the site phase.  Tap the
Witch-King to untap his current site.
   Alternatively, playable during the
organization phase if The Witch-King is your
Ringwraith and is at Carn Dum. All of your
other characters currently at the same site
       gain +2 prowess and +1 body until the
       end of the turn.

Playable on Ûvatha the Ringwraith (as your
Ringwraith). You may take one or two
hazard creatures (except Mouth of Sauron
and creatures with a * next to MP) into hand
from your discard pile if those creatures
could be keyed to Ûvatha’s company’s site
path or current site.

 • Plotting Ruin (V)           Playtest Version 0.8        Council of Elrond 2007 • Never Refuse (V)       Playtest Version 0.8        Council of Elrond 2007

 • Terror Heralds Doom (V)   Playtest Version 0.8      Council of Elrond 2007  • The Witch-King Unleashed (V) Version 0.8    Council of Elrond 2007  • They Ride Together (V)       Playtest Version 0.8    Council of Elrond 2007

 • Usriev of Treachery (V)     Playtest Version 0.8      Council of Elrond 2007  • Ûvatha Unleashed (V)      Playtest Version 0.8        Council of Elrond 2007 • Umbarean Corsairs (V)    Playtest Version 0.8      Council of Elrond 2007

  PERMANENT-EVENT

+1/−

     PERMANENT-EVENT



Hazards

     Dwar of Waw         Half an Eye Open       The Nazgûl Are Abroad

  

    Eye of Sauron

Unique. Nazgûl (3rd). May be played as a hazard creature
(with one strike) or as a permanent-event.
   As a creature, can also be keyed to [  ] (attacker
chooses defending character) if opponent has killed a
Spider, Animal, or Wolf creature.  
   If tapped during opponent’s movement/hazard phase
(tapping counts against the hazard limit), Dwar of Waw
becomes a long-event: All Spider, Animal, and Wolf
hazard creature attacks with no body have 5 body and do
         not count against the hazard limit.

Playable on a site that contains a hoard or on a Dragon at
home manifestation. When this card is played, take up to three
cards from your discard pile and place them face-down with
this card. You may play short- or permanent-event hazards
(except “at Homes” and Parsimony of Seclusion) placed with
this card that mention a named Dragon or the word “Dragon”
in their game text or title as if they were in your hand. All
hazards targeting unique Dragon creatures do not count against
the hazard limit. Prowess of Age can only be played to give a
prowess bonus. Discard this card if there are no cards with it,
         the card it is played on is removed from play, or when
         any play deck is exhausted.

When this card is played, take up to four cards from
your sideboard or discard pile and place them face-
down with this card. You may play non-creature
hazards placed with this card that have the word
“Nazgûl” in their game text (except Long Dark
Reach and Morgul Horse) as if they were in your
hand. Once per turn, a card played this way does not
count against the hazard limit. Discard this card if
      there are no cards with it, or when any play deck
      is exhausted.

Playable on a site if more than one of
opponent’s characters is there, or on a Haven
if opponent’s Wizard or Balrog is there. At the
start of its site phase, a company here must tap
any one of its untapped characters with the
highest-mind (choose Wizard or any Ringwraith
if possible), or the company may do nothing
during the site phase. Cancels the effects
       of Hall of Fire here. Cannot be duplicated           
       on a site.

CREATURE OR PERMANENT-EVENT           PERMANENT-EVENT

         PERMANENT-EVENT

 • Eye of Sauron (V)       Playtest Version 0.8        Council of Elrond 2007

 • Dwar of Waw (V)         Playtest Version 0.8        Council of Elrond 2007  • Half an Eye Open (V)         Playtest Version 0.8      Council of Elrond 2007  • The Nazgûl Are Abroad (V)  Playtest Version 0.8   Council of Elrond 2007
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