| SAURON ALLIES

Move the Nazgil 1 space
ﬂ on the Quest of the Ring track
/ OR place 1 Unit in any region.
Move the Nazgdl 1 space
@ on the Quest of the Ring track
AND place 1 Unit in any region.

Place the used Power token on top
of any stack of Alliance tokens.

For the rest of the game,
your opponent cannot take or look
at these tokens.

Discard 1 Alliance token from your
opponent’s play area.




[ URUK-HAI CHIEF |

Place the used Power token
on an available Landmark.
Your opponent cannot take
this Landmark.

Take an available Landmark
and play it without paying the cost.

Place the used Power token

on a connection between two
regions on the central board.

Your opponent can no longer
follow this connection when moving
their Units.

Apply the enter effect of this card
with one of the used tokens AND
remove, if possible, 1 of your
opponent’s Units from both regions
connected to this Power token.
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Randomly choose one

of your opponent’s unrevealed

Ally cards. Your opponent must
immediately reveal and place it

in front of them, without discarding
a Power token or applying its enter
effect (the effect is lost).

Choose an Ally card in front of

your opponent. Apply its exit effect,
to your benefit, without setting it
aside (your opponent can still apply
this Ally’s exit effect).

CAVE-TROLL

Discard 1 Grey card from your
opponent’s play area.

Take 1 Grey card from your
opponent's play area and place it
in your play area.



Notes:

Choose 1 available card in the
central play area. Instead of their
turn, your opponent must take
this card and play it OR discard it
to take as many Coins from the
reserve as the current chapter.

Choose 1 available card in the
central play area. Instead of their
turn, your opponent must take
this card and discard it to take

as many Coins from the reserve
as the current chapter.

* Your opponent may still call upon an Ally

if they wish.

* The effect of this Alliance token
may be applied.
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