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ge if Ranger Cache is in play.
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" While Staddle is the active location all other
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Response: When Staddle is explored heal one
hero of all his wounds.
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The fellowship stopped at Gammy Bogg’s farm for a warm

meal and a soft bed before traveling on.
i e
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Cache.
Immune to player card effects.

Travel: Exhaust Dunedain Key to travel here.

Forced: When Ranger Cache leaves play as

an explored location the first player searches the
discard pile and encounter deck and places one
Dragon L11y into te staging area.
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Each player searches the discard pile then encounter deck for one Midge and

Ranger Cache into the staging area. Remove all Hill Trolls from the game.
adds it to the staging area. (These cards are not Revealed).

Put Celemir into play with Neeker-Breeker Swarm engaged with him. Put
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"Midgewater! There are more midges than water!"”

- Peregrin Took

@ CELEMIR
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Creature. Midge.
Neeker Breeker Swarm can not be optionally
engaged.

Forced: At the start of the Combat Phase Neeker
Breeker Swarm attacks Celemir. Deal it a shadow
card as normal. Celemir must defend against it.

Tilus. Unknown

Item. Attachment.

Guarded.

Action: Claim this objective if it has no
encounters attached.

Action: Exhaust Dunedain Key to look at the
top card of the encounteter deck. Discard it if
it it not an objective card.

Sylvan. Ally.

Celemir can not be healed except by Dragon Lily effects.
‘When Celemir enters play place one wound on him.

Forced: If Celemir has no wounds and is unguarded
the first player takes control of Celemir.

If Celemir leaves play, the players are defeated.




