The Road Goes Sver On

“Leaving” by Alberto Gordillo

Virtual Set 1 is finally official! It’s been three years of hard work and painstaking forum discussions since play
testing began in May 2006. Now the set is done and the card texts are unlikely to change. We hope Councils
and players will consider accepting our new expansion—7he Road Goes Ever On—in all tournaments and
casual play.

Virtual Cards are a way to produce Virtual expansions for the Middle-earth card game
without needing to publish new cards. To @V s 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 Virtual Cards represent a second version of the same card, but you
may continue to use the original versions in  [ROJE5(9t:| any Virtual Card deck. The goal of the
Virtual Cards is to enhance cards that rarely |83 [EPHIS see play, strengthen weak deck types and

limit powerful ones, as well as introduce
decks to the seldom-visited corners of

fresh thematic strategies that will take your
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Expansion Size: 50 New Cards

Expansion Name: The Road Goes Ever On
Designed By: The Virtual Cards Development Team (Joe Bisz, Mark Alfano, Jamie Pollock, Marcos Caceres, Eric Dane,
Ben Sorensen, Bert Claessen, Dominik Schonleben, and others). Brought to you by the Council of Elrond.

For More Information and to Download this Set: Visit the “Virtual Cards Showcase” forum at
http://www.councilofelrond.org/forum/.

Please read these special documents in the above forum: “Rulings and Clarifications for Virtual
Cards,” “Ground Rules for Using Virtual Cards In Game Play” (tourney rules, how to obey
uniqueness rules with originals, notification that the German 9 Promos are legal for use with this
set), “Introducing the Virtual Cards” (for history), “Suggesting New Virtual Cards to the
Designers,” and “Updates” (for future set revisions).
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Ancient Stair

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

Armory

‘When 4rmory comes into play, you must place
between three 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 [1] (no more than two minor
items per site per turn). If there are no items
under Armory, you gain 1 marshalling point.

Hero Resources

Anduin River

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, Anovien, Ithilien, Dagorlad,
Lebennin, Harondor. Each of the above regions in i
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.

Cup of Farewell

‘Whenever a hero company splits from a

company with a female character who is not

Arwen or Galadriel, or leaves the same site as

any player’s Arwen or Galadriel, the resource

player may choose for that female character to ’

tap (Arwen or Galadriel do not tap) and place

a minor item from his discard pile or
sideboard with a character in the leaving
company.

Fair Travels in Dark-Domains Fate Of the Ithil-StOIle

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. Cannot be duplicated.

A

Playable on a character. You may tap this card if he bears
and can use a Palantir (or if Aragorn II bearing a Palantir
and Narsil). Make a corruption check and subtract the
corruption points of all Palantiri in play. If still in play,
make a roll, adding his mind (10 if a Wizard) and the
normal MP value 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
player receives -1 hand size (-2 if The Lidless Eye or
Sauron) and +1 hazard limit against his companies.
Cannot be duplicated.

Anduril, the Flame of the West

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 Andiiril on Narsil.

In addition to Narsil’s effects, Anduril gives its bearer k
4 MPs, +4 prowess (to a maximum of 11), and +1 direct
influence. Narsil may now be tapped to return a non-
unique or Nazgil hazard creature to opponent’s hand

(discard creature instead if Narsil is on Aragorn II);
bearer makes a corruption check.

Ent-draughts

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
the character was wounded when this card is ’
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).

First of the Order

Playable on Saruman during the organization

phase. Tap First of the Order to give +2 to a

corruption check for a character in Saruman’s

company bearing a ring or palantir. If hero Saruman

is chosen, discard this card instead of tapping it. If ’

fallen Saruman is chosen, discard this card and a

character in Saruman’s company instead of tapping

it; this may also be done to prevent him from being
eliminated by a corruption check. Cannot be
duplicated.



Horns, Horns, Horns

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 value to the MP
value of this card when it is played (round down total).
Company faces three attacks (may not be cancelled): Orcs
5@12; Animals 3@14; Nazgdl 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 opponent revealed it by a mechanism
of the game, it must be used in lieu of the Nazgil attack.
Place this card in MP pile. Cannot be duplicated.

Rebuild the Town

Playable on a Border-hold | 1] or Free-hold |+]. Men at
this site have one less mind. During your organization
phase, you may bring into play here a Man character with
a normal mind of 4 of less from your discard pile or hand.
This is in addition to the one character per organization
phase rule, and your Wizard need not be present. If your
Men here possess at least three different skills, you may
tap any of them to take a resource event from your play
deck (reshuffle) into hand that requires one of that Man’s
skills. Discard if you have more than one non-Man
here. Cannot be duplicated on a given site.

Tower Raided

Playable on a company. Automatic-attacks at Minas Morgul,
Cirith Ungol, Barad-dir, Cirith Gorgor, Urlurtsu Nurn, and
Niriag 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 this site
is discarded, place it with Tower Raided. This card gives 2
MPs for cach site attached (3 for Barad-ddr) to a maximum of
6. Against characters in this company, strikes from Nazgdl,
Ores, and Trolls lose prowess equal to the MP value of this
card. Cannot be duplicated on a company. May be played with
a starting company in lieu of a minor item.

A

A

A

Master of Esgaroth

If Brand or Bard is at Lake-town 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.

Reforging

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 k
organization phase as if Reforging was
already stored. Gives 1 marshalling point
on a restored item.

Wondrous Maps

Turn your discard pile face up. Whenever

your company moves to an Under-deeps site

(except Deep Mines), you may draw up to

two extra cards from your play deck or one

card from the top of your discard pile. .k

Cannot be duplicated by a given player. You

may start the game with this card in lieu of a
minor item.

Morannon

Playable on a company at Minas Tirith. Cirith Gorgor is adjacent

to Dagorlad. Tap if Aragorn II, Boromir, Denethor II, Faramir,
Galadriel or Saruman in the company is moving to Cirith Gorgor.
‘When tapped, company may not move outside Udun or Gorgoroth,
and faces attacks at the beginning of their 't phase:
Ores 5@]10, Trolls 3@12, Men 1@13, and attacks from all Nazgil
permanent-events in play. During the site phase at Cirith Gorgor, i

you may replace site with Barad-dur (ignore effects forcing

company to do nothing). If an above character is at Barad-dur

bearing The One Ring and this card is tapped, s/he faces an attack
alone: Maia 1@24. If attack defeated, bearer faces a
corruption check; if check successful, you win the game.
Otherwise, you lose.

Shadowfax

Unigque. Playable only by Gandalf at any
tapped or untapped Border-hold | 1] or

Ruins & Lairs [u]. Tap to cancel a strike

(not from an automatic-attack) against its i
bearer or itself. When Gandalf enters play,

you may bring this card from your discard

pile into your hand.
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Hero and Minion Characters

Bard Bowman

Unique. 1f 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

Legolas

WARRIOR/SCOUT/RANGER ELF

Unique. 7 Mind. +1 prowess against Orcs. +1 direct
influence against Dwarves and Dwarf factions. If in a
company with Gimli, that company cannot be
targeted by Unhappy Blows, your Dwarf factions are
worth +1 MP, and both may take defeated creatures
and minions as trophies (double the prowess bonus ’
given by a trophy). If one of them has less trophy
MPs, he must face the first strike of every attack that

does not choose defenders, regardless of status.

Home Site: Thranduil’s Halls

Snaga

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

Home Site: Any site in Imlad Morgul
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Playable on Adiinaphel (as your Ringwraith).
Discard this card to untap Adanaphel.

Alternatively, tap a lone Adanaphel to place this
card with opponent’s tapped non-avatar, non-minion
character at same site. Dark enchantment: character
may not move or untap as normal during the untap ’
phase (or by Hall of Fire). Discard this dark
enchantment if Adanaphel is wounded or moves.
Adunaphel Unleashed (V) cannot be duplicated.

Black Numenoreans

Playable at Gobel Mirlond, 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 Dinadan 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 in
Anorien, a Coastal Sea [w], or a region adjacent to
a Coastal Sea [w].

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

in lieu of a minor item.

Riven Gate

Playable during the organization phase on your non-
Balrog Ringwraith’s company at a Darkhaven. When
this card is played, you may play up to two additional Orc
or Troll characters of 3 mind or less from the discard pile
here (up to four characters at Minas Morgul). If company
is in Fell Rider mode and at or moving to a Free-hold [*]
or Darkhaven [¥], it may contain non-Ringwraith ’
characters. If company is at a tapped Free-hold [*]
during the site phase, tap this card: you may take Terror
Heralds Doom into hand from play deck (reshuffle). This

card never untaps. Cannot be duplicated by a

given player.

Minion Resources

Adtnaphel Unleashed An Untimely Whisper

Rotate this card 90° each time your opponent plays

an EIf 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 there 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.

Black Rider

During your organization phase (or immediately

after a ring is played), you may place a Black Rider

or Black Horse from your sideboard with this card.

Such cards may be played as if in hand. If at least

half your Ringwraiths control a Black Horse, their
company is in Black Rider mode and may move to k
non-Darkhaven sites. You may start the game with

this card in lieu of a minor item.

Khamiil Unleashed Open to the Summons

Balrog Specific. Playable only at the start of a game in
lieu of a minor item. Y ou may play Baduila in your
starting company. Place this card with Baduila if he is in
play: +1 to his mind and body. If this card is in your pool,
you may include Man factions in your deck. Such factions
can only be influenced by a character at Baduila’s site.
Baduila cannot be brought into play as a character except
through this card’s effect. During the end-of-turn phase,
you may tap Baduila to take Swag, Tidings of Death, or
The Misty Mountain Deeps into hand from your discard
pile or play deck (reshuffle).

Swag

As a short event, one item or trophy (except The One
Ring) can be transferred to another character in the same
company without a corruption check. The item must be
transferable and the new bearer must be able to bear it.
Also playable as a permanent-event on a minion

company. Once during your organization phase, tap a
character in this company to place a non-unique minor ’
or major weapon/shield/helmet/armor item from your
sideboard with this card. If a character in this company
plays a Man faction successfully, an item may be

immediately played from this card in licu of a

free minor item.

Black Horse

Playable by a character in a covert company at a

tapped or untapped: Border-hold [1] in Rohan,

Southern Rhovanian, 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 [ 4 ], your

hand size increases by one until the end of your site
phase. You may only play one Black Horse per
site per turn. 1 MPI]

Indir Unleashed

If Inddr is your Ringwraith, his company may use Under-
deeps movement (+2 to movement rolls) and he can play
The Balrog as an ally. Tap this card at the end of Indir’s
movement/hazard phase to allow his company to move
again using Under-deeps movement. When using Under-
deeps movement (or at an Under-deeps site or its surface
site), Indr’s company is in Black Rider mode, may conlai'ﬁ
non-Ringwraith characters, and may attack or be attacked
by a Balrog player’s company. Your characters with a
home site of “Any Dark-hold” say “Any Under-deeps site™

instead. You may start the game with this card in

lieu of a minor item.

Orc-mounts

Playable at any tapped or untapped site with a Wolf
automatic-attack (if you have a Wolf faction in play) or an

Orc automatic-attack if the influence check is >10. Standard
modifications: +3 if Dwar is your Ringwraith or Saruman is

your Fallen-wizard. Unique Wolf factions gain “Standard
modifications: +2 for each Wolf in company.”

Tap to transfer a Wolf ally. If the Wolf is moving you may k
untap the new controller or heal the Wolf. Once during your
end-of-turn phase, you may take Our Own Wolves or Hounds
of Sauron from your discard pile into hand. Our Own Wolves

no longer creates an attack against your companies.

[1 MP]

Terror Heralds Doom

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 at a hero Haven by a
Ringwraith’s company is worth +2 MPs (+4 at Grey Havens).
All hero Havens: Any EIf, Dunedain, or Maia hazard creature
may be keyed here (Elves only at Lérien), and such creatures
may be keyed regardless of resource effects in play.
Edhellhond: Automatic-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.



The Witch-king Unleashed They Ride Together Umbarean Corsairs

Playable on The Witch-king (as your Ringwraith) at
a Ruins & Lairs ], Shadow-hold [4], Dark-hold
[R], or Darkhaven [%]. You may take a Ringwraith
from your sideboard or discard pile and immediately
play it as a Ringwraith follower. Additionally, The
Iron Crown affects The Witch-king this turn and if
The Witch-king’s company is not at a Darkhaven [¥%],
you may tap one Ringwraith to take The Fiery Blade
or Morgul Blade from your discard pile into
your hand.

You may play any number of Ringwraith followers in
your organization phase. If you have six or more
Ringwraiths in a company in Black Rider mode and

at least half of them control a Black Horse, they may
use region movement and you may tap this card when
they move to a Ruins & Lairs [k], Border-hold [ ¥], ’
or Free-hold [+] to move them again. If tapped, this
card is worth 1 marshalling point for every 3
Ringwraiths you have in play.

[(3) MP]

Unique. Playable at Gobel Mirlond by a Dinadan or Man only
if the influence check is >3. May not be influenced by an
opponent. All versions of this site become Shadow-holds [d].
Your companies with a Diinadan character may move from
Gobel Mirlond to a new site in a Coastal Sea [w] or region
adjacent to a Coastal Sea [w ], or vice-versa. The site path is
[w w w] and the hazard limit is decreased by one to a ’
minimum of three. Also, if the Dénadan’s company moves to
Gobel Mirlond, you may reorganize it with your company there
and move again using this card’s special movement ability. You
may store resources at Gobel Mirlond like a Darkhaven [%].

Usriev of Treachery Uvatha Unleashed Hounds of Sauron

Weapon. Warrior only: +1 prowess (+2 against Elves).
Tap a covert diplomat during any player’s site phase to transfer
Usriev (invert this card) to a character in opponent’s company
at the same site with a mind <6. If Usriev is inverted, it cannot
be transferred, and each untap phase bearer is attacked by a
non-Hobbit character in his company with a mind <6 (resource
player’s choice): if bearer gets wounded, attacker takes control
of Usriev. Only one inverted Usriev may be in play per player.
Usriev gives this card’s owner 3 MPs if inverted (2 if stored).
If inverted and bearer is removed from play, this card is stored.

[1(2)(3) MP]

A

Playable on Uvatha 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 i
could be keyed to Uvatha’s company’s site
path or current site.

Spirit of Draugluin. Playable by a tapped or untapped Dwar (as
your Ringwraith) at a Darkhaven (%] or Ruins & Lairs k], if
you discard a Wolf ally from hand or any company. Cannot be
attacked. Treat like Black Horse for Black Rider (V). Only non-
Ringwraith characters may be in Dwar’s company and only
during the site phase. Tap to take Dwar Unleashed or any Wolf
into hand from discard pile or play deck (reshuffle), or if not
moving to tumn its region (and one adjacent region for cach
unique Wolf faction in play) into a Dark-domain [ K] until your
next organization phase. This ally may play Our Own Wolves
and Hounds of Sauron. Spirit of Draugluin cannot be duplicated.
“an awful werewolf.../ the old grey lord/ of wolves and beasts

of blood abhorred” -Sil
[1 MP]

Fallen-Wizard Stage Resources

Never Refuse

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.

[1SP]
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Plotting Ruin

Playable if you have at least 5 stage points.
Your Burning Rick, Cot, and Tree and Smoke
on the Wind are worth full marshalling points.
If you have at least one Burning Rick, Cot,

and Tree, you must use minion site cards for k

Border-holds [ 1], Free-holds [+] and hero

Havens. If you have at least one Smoke on the
Wind in play, all your companies are
considered overt.



Choking Shadows

All Awakened Plant attacks are doubled. One character
can tap to cancel one of these attacks. Any Awakened
Plant creature can be played against a company that
has defeated an Awakened Plant creature during its
current movement/hazard phase. Awakened Plant
creature attacks at Shadow-holds [4] attack normally,
not as detainment. Discard this card at the end of any
movement/hazard phase in which an Awakened Plant
attack is defeated. Cannot be duplicated.

Half an Eye Open

When this card is played, take up to four hazards from your
discard pile or sideboard and place them face down with this
card. If an “at Home™ event is in play, you may play non-
unique hazard events placed with this card that mention a
named Dragon or the word “Dragon” in their game text or
title as if in hand (not on-guard). There must be three “at
Home™ events in play in order to play From the Pits of
Angband, Long Dark Reach, Prowess of Age, or Parsimony
of Seclusion in this manner. Twice per turn, a hazard played
from this card during a unique Dragon attack does not count

against the hazard limit. Discard when your play

deck is exhausted.

Unique. Maia. Manifestation of Radagast. Two strikes.
Detainment and -3 prowess against hero companies.
Discard this card if Radagast comes into play. As a
creature, may also be played keyed to Southern
Mirkwood, Western Mirkwood, Woodland Realm,
Heart of Mirkwood, or Rhosgobel. ’
As a permanent-event, each player at the end of each
turn may bring one Awakened Plant, Animal or Wolf
creature from his discard pile to his hand.
Discard when any play deck is exhausted.

Playable on an Orc, Man, Troll or Mivmak creature strike
(or strike at the company’s new site) if you reveal a
Nazgiil from hand. A strike without body gains 6 body
and the Nazgil cannot be played as an event this
movement/hazard phase. The next Nazgil attack against
the company this turn cannot be cancelled, chooses
defending characters, and resulting body checks for the
Nazgil and character(s) are modified by +1. In addition,
the Nazgil attack may be keyed to Weathertop, Minas
Tirith, or a site (non-hero Haven) with Eye of Sauron.
Cannot be duplicated on a given turn.

Hazards

Dwar of Waw

Unique. Nazgil (3"). One strike. 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.

Eye of Sauron

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 the 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.

In Darkness Bind Them Nature’s Revenge

Unigque. Playable on The Will of Sauron
or a non-envir t, non-unique hazard
long-event. The first attempt to discard the
targeted hazard event discards this card
instead.

Unique. Orc. One strike. As a creature, may be played keyed
to High Pass, Goblin-gate, or The Under-grottos.

As a permanent-event, tap The Great Goblin (counts as one
against the hazard limit) to modify any non-detainment Orc
creature attack of normally more than one strike: +2 prowess
and the first successful strike does not harm the character but
takes him prisoner at Goblin-gate.

If there are prisoners with this card, each movement/hazard
phase one Orc creature does not count against the hazard limit.
Rescue attack: this card as a creature. Discard if The Great

Goblin’s modified attack is defeated or his prisoners are
rescued.

Words of Power and Terror

A

Bring an eliminated Awakened Plant creature (or trophy)

into play if it could attack the company. The creature

immediately attacks (not counting against the hazard

limit), receives -4 body (and +1 strike if Huorn), and

chooses defending characters. If the creature was a

trophy, the bearer of the trophy must be assigned a strike. i

If the creature is defeated, place Nature’s Revenge in

opponent’s marshalling point pile and he receives

1 marshalling point. Discard Nature’s Revenge and the
creature if it is not defeated.

Radagast the Tamer The Great Goblin The Nazgil Are Abroad

When this card is played, take up to four cards from your
discard pile or sideboard and place them face down with
this card. If there is a Nazgil in play, you may play non-
creature hazards placed with this card that have the word
“Nazgl” in their game text as if in hand (not on-guard).
You must discard two Nazgil events from play in order to ’
play Fury of the Iron-crown, Long Dark Reach, Morgul-
horse, or Scimitars of Steel in this manner. Once per turn,
a hazard played from this card during a Nazgal attack does
not count against the hazard limit. Discard when your
play deck is exhausted.
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