Der HERR der RINGE

DAS DUELL

[Translation by Steve Cox,  December 2002]

GAME THEME

In the subterranean halls of Moria Gandalf and the Balrog contend with each other.  A fantastical duel on a narrow bridge over a deep abyss begins.  The duel is waged with the help of cards that have symbols on their right and left edges for their available strength. When two cards are placed next to each other, their attack and defence strengths come into contention: Each symbol that is not cancelled causes a loss of energy.

OBJECT OF THE GAME

Whoever has more energy available after a duel, moves upwards on the bridge.  At the conclusion, after three duels and a final, whoever is higher on the bridge wins the battle.

GAME CONTENTS

1 gameboard, 1 bridge in parts, 1 grey Gandalf piece, 1 red Balrog piece, 2 energy tokens, 54 cards.

PREPARATION

· Before the first game carefully separate the pieces of the bridge from the frame and assemble the bridge as shown in the sketch.

· Place the board between the players with the narrow edges facing them.

· Position the bridge over the abyss.

· One player takes on the role of Gandalf, and the other the Balrog.

· Each player takes his playing piece and places it in front of the first step of the bridge.

· Each player takes his energy token and places it on the start space, marked with a white cross, on the energy track.

· Gandalf gets his 27 Gandalf cards, and the Balrog his 27 Balrog cards.

· Each player shuffles his cards and places them face down as a draw pile.

THE COURSE OF THE GAME

The game consists of three duels one after the other, and a final.  Each player takes nine cards into his hand for the first duel from his face down stack.  From these nine cards six are played during the duel, and three are kept back for the final.

Gandalf begins the first duel.

THE DUEL

First exchange of blows: playing cards

· Gandalf selects one of his 9 cards and places it face up next to the board as the first card (see the illustration on page 1 [of the German rules]).

· The Balrog then selects a card in reply and places it to the right of Gandalf's card.

Note: Since the Balrog is a creature of smoke and flame, his cards might seem to have no correct orientation.  However this is not the case.  It is best if the players study the cards briefly before the game begins.  If there is any doubt have a quick look at the design on the back of the card.

First exchange of blows: the result

The players compare the strength points on the two adjacent cards.  The attack strength is always on the right hand edge of a card, and the defense strength is on the left hand edge.  In each row check whether there is a strength point on the attacker's card and on the defender's card.

· If there is a strength point in a particular row on both cards, these neutralise each other.  They therefore inflict no damage.

· If in a particular row there is a strength point on only one card, the owner of the other card (without a strength point) suffers one damage.  He must move his energy token down one space on the energy track, in the direction of the negative spaces.

Example:

In this exchange, Gandalf inflicts 2 hits (one in the first and one in the fourth row).

The Balrog inflicts 1 hit in the second row.

Gandalf's attack point in the third row is blocked by the Balrog's defense point.

As a result Gandalf's energy token is moved 1 space and the Balrog's 2 spaces downwards.

The next exchange of blows

The card that the Balrog has just used to defend against Gandalf's attack is at the same time his attack card.  Now it is Gandalf's turn to defend.  He places one of his remaining cards next to the one the balrog played last.  Thesecond exchangeof blows occurs immediately.  Once again the two cards are inspected and scored.

The example continues:

The Balrog inflicts 2 hits (one in the third and one in the fourth row), but must suffer 1 hit from Gandalf (in the second row).  This time Gandalf's energy token is moved 2 spaces downwards, and the Balrog's 1 space.

Blow now follows upon blow, until the first duel is over.

Note: After 6 cards have been played it is best to start a new row of cards beneath the first (see illustration on page 1).

Difference of 3 or more:

If, following an exchange of blows, there is a gap of at least 3 free spaces on the energy track between the energy tokens, the player whose token is higher may immediately look at his opponent's hand of cards.

Special cards

Some of the cards have text on them.  When such a card is played, the strength points are first compared and then the text is actioned [not true for many cards!], according to the description on the card and the explanations at the end of these rules.

Gandalf's and the Balrog's trance

On two of the cards without text there are no strength points at all.  Playing these cards makes the combatants too weak to inflict blows.  Tip: One should try if possible to avoid using these cards, since they represent so to speak the low point in a duel.
[It is not clear to me whether playing one of these cards affects both combatants or only the player of the card.  I suspect the latter, but this makes the advice to avoid their use rather unnecessary.]

THE END OF A DUEL

A duel ends,

· when each player has played six of his cards

or

· if the energy token of one or both players reaches the negative region.

Special case:

If the energy tokens of both players are in the same space in the negative region, and one or both players still has more than 3 cards in his hand, they must play on.  The duel then ends as soon as the energy token of one player is clearly further into the negative region, or if both players have only 3 cards.

If a duel (or the final) ends [ie. a necessary condition is met] following the comparison of strength points, and the last card was a special card, the text is not actioned.

After a duel the result is established:

THE OUTCOME OF A DUEL

Each player puts his three remaining cards to one side face down.  These cards (nine altogether after the three duels) will be used at the end in the final.  If a player still has more than three cards left (this happens if an energy token reaches the negative region prematurely), he chooses three of them for the final.  Excess cards are returned to the box face down.

The winner of a duel is the player whose energy token is higher on the energy track.  This player now moves his playing piece higher on the bridge; and by an amount that depends on the separation between the two energy tokens:

· by one step for zero, one or two free spaces,

· by 2 steps for three or four free spaces,

· by 3 steps for five or more free spaces.

If both energy tokens are on the same space, it is a draw.  In this event the start player of the duel always loses (thus in the first duel this is Gandalf).  The winner moves his piece 1 step higher.

After the duel the cards played are gathered together and put in the box face down.  These cards are out of the game.

DUELS 2 AND 3

Before the start of a new duel, the energy tokens are replaced on the start space.  The playing pieces remain in their places on the bridge.

Each player takes the next nine cards from his face down deck.

After looking at his cards, the loser of the last duel decides who will begin the next one.  Play then proceeds as described above.

After the end of the third duel (all cards having then been used) the final follows.

THE FINAL

Except for some small differences, the final is played in the same way as the preceding duels.

· Each player takes the nine cards that he put aside during the preceding three duels.  With these he will contest the final.

· For the final, the players have more energy at their disposal.  The two energy tokens are therefore placed on the orange coloured start space at the top of the energy track.

· The player whose piece is further down on the bridge decides who will start the final.  If both pieces are at the same level, the player who lost the last duel decides who will start.

· The final ends when an energy token [German says 'a playing piece'] reaches the negative region, or when both players have used all of their cards.  In the final there are no cards [deliberately] left over.

· The winner of the final moves his piece one, two or three steps higher, depending on his score.

THE END OF THE GAME

After the final, the winner is the player whose piece is higher on the bridge.  If both are at the same level, the winner is the player who won the final.

A game can sometimes also end before the final.  This happens if one of the pieces reaches the top step of the bridge after the second or third duel.  The owner of the piece wins immediately.

Variant: longer game

Two complete games are played one after the other.  After the first game the roles are reversed.

Points are awarded after each game:  if a player's piece is on step 1 he gets 1 point; for step 2 he gets 2 points, and so on.

After two games the points are added.  Whoever has the highest total wins the game.  In the event of a tie, the player who was Gandalf in the second game wins.

Special card meanings:

The text on the cards does not need to be read before the first game [oh yes it does!].  In case of doubt look for the relevant card below.  If two special cards are involved, it is best to read both explanations.

Balrog's Feint [Finte]:

[Card text: The Balrog plays one of his already played cards again (not a special card).  The Feint card goes in the gap.]

The Balrog player puts the Feint card on the table.  Then he chooses one of his own already played cards (not special cards) from the display and places it at the end of the row of cards.  The Feint card goes in the gap.  After this the cards are scored as usual.

· Should the Balrog have played only special cards up to this point, the Feint card is placed at the end of the display and scored.  The Feint card has no attack or defence value.

· If the Feint card is played in reply to Gandalf's Mirror, it does not lose its special power, since it is not placed immediately next to the Mirror.

· If the Feint card is played in reply to a Gandalf's Rage card that is still in force, the special function of the Feint can nevertheless be used.  The Feint is simply not placed in the row afterwards.  Gandalf's Rage remains in force.

Balrog's Strength [Kraft]:

[Card text: The Balrog takes Gandalf's answering card from his face down hand.]

If the duel should end when this card is being scored (left edge), the special function is lost.

Balrog's Power [Macht]:

[Card text: The pieces on the bridge move the energy tokens: Balrog higher than Gandalf -> Balrog +1; Balrog same level as Gandalf -> Balrog +1/Gandalf -1; Balrog lower than Gandalf -> Balrog +2/Gandalf -1]

The positions of the pieces on the bridge determine how far the energy tokens are moved down towards the negative region of the track or up away from it (but no higher than the start space for the duel or final).

· If the Balrog piece is on a higher step than Gandalf, the balrog gains energy.  He places his energy token 1 space back [ie. higher].  Gandalf's token remains where it is.

· If both pieces are at the same step height, the Balrog moves his token 1 space higher and Gandalf moves his 1 space lower, so he loses energy.

· If the Balrog is on a lower step than Gandalf, the Balrog moves his energy token 2 spaces up and Gandalf moves his 1 space down.

· The start spaces for the pieces in front of the bridge count as steps here.

· If a duel or the final ends when the strength points [on this card] are scored, the special power does not take effect; neither does it take effect if it would move an energy token further into the negative region.

Balrog's Trick:

[Card text: The Balrog takes a card from Gandalf's hand and puts it aside as one of the three cards for the final.]

The Balrog can look at the card after it is taken [presumably blind] from Gandalf's hand.

· If the Trick card is played in the final, it loses its special power but retains its strength points.

Balrog's Defence [Wehr]:

[Card text: Gandalf's last card is played again in answer to this one.  Gandalf puts a card of his choice from his hand in the gap.]

The card that is put in the gap is obviously not scored.

· If a special card is played again as the answering card, only its strength points are scored again - its special power is ignored.  Only Gandalf's mirror retains its power.

Gandalf's Balance:

[Card text: The energy tokens are adjustedon the track: Gandalf in front of balrog -> Gandalf +1; Gandalf level with Balrog -> Gandalf +1/Balrog -1; Gandalf behind balrog -> Gandalf +2/Balrog -1]

The positions of the energy tokens on the track determine how far the energy tokens are moved down towards the negative region or up away from it (but no higher than the start space for the duel or final).

· "In front" means: Gandalf has more energy than the Balrog, that is, his energy token is further from the negative region than the balrog's.  In this case, Gandalf places his energy token 1 space back [ie. higher].  The Balrog's token remains where it is.

· "Level with" means: Both energy tokens are on the same space of the track.  In this case, Gandalf moves his token 1 space higher and the Balrog moves his 1 space lower.

· "Behind" means: Gandalf's token is nearer to the negative region than the Balrog's.  In this case, Gandalf moves his energy token 2 spaces up and the Balrog moves his 1 space down.

· If a duel or the final ends when the strength points [on this card] are scored, the special power does not take effect; neither does it take effect if it would move an energy token further into the negative region.

Gandalf's Cunning [List]:

[Card text: The Balrog must play with his cards open to view until the end of this duel.]

If Gandalf's Spell is played after the cards are laid face up, the Balrog takes his cards back into his hand, shuffles them and lets Gandalf take one.  Afterwards the Balrog must lay his cards out face up again.

· Should Gandalf succeed in opening up a gap of 3 free spaces with his energy token, he naturally loses the possibility of looking at his opponent's hand of cards.  [Am I missing something, or is this point superfluous?  I'm pretty sure it's not trying to say that the Balrog loses his chance to look at Gandalf's cards in the opposite situation.]
· The Balrog must choose his three cards for the final openly, so that Gandalf knows what they are.

Gandalf's Magic:

[Card text: Gandalf may place one of the cards the Balrog plays later as one of his three cards for the final.  The Balrog must [then] play a new card.]

Gandalf can choose any of the Balrog's cards that are played after the Gandlaf's Magic card.

· However, Gandalf must make his decision whether to choose a particular card immediately after it is played.

· When Gandalf chooses one of the Balrog's cards, the Balrog plays a new card from his hand.

· If the Balrog does not need to play any more cards in this duel, the special power is lost.

· If the Gandalf's Magic card is played in the final, it loses its special power but retains its strength points.

Gandalf's Mirror [Spiegel]:

[Card text: The Balrog must defend itself against its own last played card.  If he plays a special card, its special power is ineffective.]

The strength points of the last Balrog card (on the right hand edge) are played again.  They act through the Gandalf's Mirror card, so that the Balrog must reply to his own attack.

· Cards with special powers that are used for this lose their special power but not their strength points.  However, the Balrog's Feint card retains its power, because it is not laid directly adjacent to Gandalf's Mirror.

· If the Mirror is replayed as a result of the Balrog's Defence, it has its full effect.

· If the Mirror is played as the last card in a duel (each player having just three cards), the energy tokens are not moved.

Gandalf's Rage [Wut]:

[Card text: The next special card that the Balrog plays in this duel loses its power.  It does not lose its strength points.]

The Balrog's Feint does not lose its power.  The Feint can be exchanged for another already played card.  Gandalf's Rage remains in force.

· If no Balrog cards with special powers are played before the end of the duel, the special power of the Rage card is lost.

· If the Balrog's Trick card is played in the final as the next special card after Gandalf's Rage, the Rage card retains its power.

Gandalf's Spell [Zauber]:

[Card text: Gandalf takes a card [blind] from the Balrog's hand and places it aside face up.  Gandalf decides when the Balrog must play the card.]

After Gandalf takes the card, he places it in easy view of both players.

· Gandalf can decide from now on (thus also for the immediately following card) whether the Balrog must play this card.

· If Gandalf decides not to play this card in the current duel, the Balrog can include it among his three cards for the final.  This is still the case if the Balrog has more than thee cards left over.  The Balrog decides whether to discard the card or to use it in the final.

· If Gandalf's Spell is played in the final and Gandalf decides not to play the set aside card, the card must be played as the last Balrog card, unless the final ends early.
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