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The idea of this document is to provide a list of ringwraith abilities and some comment on the main strategies, including the virtual cards. I will try to update the document from time to time. The normally written text is the text as published on cards on in the MELE rulebook. If I am leaving out anything please inform me. In Italics I add my ideas and comments to each RW and some of the other cards. So feel free to ignore the Italics and use the rest. If we ever get a Middle-Earth wiki as somebody suggested, this would be a good article. The last section is the only part that is really new.

April 25, 2009, Leon Huisman

1 The Witch King

3DI, 9/12 Warrior/Sage/Diplomat Ringwraith

Unique. Manifestation of The Witch-king of Angmar. Can use spirit-magic and shadow-magic. +3 direct influence in Heralded Lord mode. +1 prowess in Fell Rider mode. As your Ringwraith, up to two Ringwraith followers in his company may be controlled with no influence. You may bring these followers into play during separate organization phases. Home Site: Any site in Imlad Morgul 

Unleashed

Short event. Playable on The Witch-king (as your Ringwraith). +5 to his direct influence this turn. Cannot be duplicated on a given turn. 

Unleashed Virtual

Short event. Playable on The Witch-king (as your Ringwraith) at a Ruins & Lairs, Shadow-hold, Dark-hold, 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.

At a darkhaven

The Witch-King is one of the few ringwraiths that has absolutely no advantage if he stays at a dark-haven. For this reason, he better be good as an active Ringwraith.

Active

The Witch-Kings ability is to play up to two followers, and as any Ringwraith can play Uvatha as a follower, that makes for a total of 4 Ringwraiths in a company without other cards. Unfortunately, actively using a Ringwraith company is hard without virtual cards. Riven Gate Virtual gives him the opportunity to act in Fell Rider mode with followers. They Ride Together Virtual allows the construction of a company of all 9 Ringwraiths, but I think The Witch-King does not have enough advantage over the other Ringwraiths in this respect. As it is Heralded Lord and Black Rider are not usable, because followers are discarded if you return to the darkhaven. See section 13 for more about this.

The Witch-King Unleashed as published was a mistake in my opinion. Words of Menace and Deceit has exactly the same effect for the Witch-King, and can even be used by other characters. For this reason the Witch-King Unleashed Virtual was made, which gives him a list of abilities and builds on his normal ability to play followers. All in all, a nice card, but not enough on it's own in my opinion. Read on in section 13.

2 Khamul

4DI, 9/9 Warrior/Ranger/Diplomat Ringwraith

Unique. Manifestation of Khamul the Easterling. Can use sorcery. -2 direct influence in Heralded Lord mode. +1 prowess in Fell Rider mode. -2 to the body of any Elf character targeted by a strike from Khamul. As your Ringwraith, one Ringwraith follower in his company may be controlled with no influence. You may bring this follower into play during your organization phase. 

Home Site: Dol Guldur 

Unleashed

Short event. Playable on any attack against Khamul the Ringwraith's own company (if Khamul is your Ringwraith). The prowess of the attack is modified by -3.Alternatively, playable on any attack by Khamul the Ringwraiths own company (if Khamul is your Ringwraith). You choose defending characters. 

Unleashed Virtual

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

At a darkhaven

Khamul is another Ringwraith that has no effect at a darkhaven.

Active

Khamuls ability is to play one follower can play one follower according to his card text,so a weaker version of The Witch-Kings ability. His Unleashed card also aims for combat with this Ringwraith. I think Khamul Unleashed is an excellent step further on that track. He can start with the card and be in Fell Rider mode all game, to harass your opponent. He can even have followers, one for his ability, one for Khamul Unleashed Virtual and the 1 DI he has left with as Fell Rider and of course always Uvatha. This means it is fairly easy for him to make a company of 4 Ringwraiths, while more is not easy or needed. Remember, he is the only one to have the effect from Fell Rider, the others just are in Fell Rider mode as per their card text. All in all very interesting, and certainly compensating for the fact that he does nothing at a haven.

As a follower

One of his abilities is to lower the body of Elf characters, so he is meant for company versus company combat. This also applies as a follower, and would make Khamul a good choice for a follower if the ability was somewhat more useful. 

3 Dwar

5DI, 9/10 Warrior/Scout/Sage Ringwraith

Unique. Manifestation of Dwar of Waw. Can use sorcery. -3 direct influence in Heralded Lord mode. -1 prowess in Fell Rider mode. As your Ringwraith, if at a Darkhaven, he may tap to give +1  prowess and +1 body to all characters in any one of your companies until the end of the turn. 

Home Site: Any site in Udun 

Unleashed

Short event. Playable during the organization phase on Dwar the Ringwraiths company (if Dwar is your Ringwraith). His own company may use region movement this turn. 

Unleashed Virtual

Permanent event. Playable on Dwar 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 (or every two Wolf allies) you have in play. Any character controlling a Wolf ally may be in the same company as Dwar, and all Wolf allies in Dwar’s company gain the ranger skill. Dwar may play Hounds of Sauron and Our Own Wolves. You may discard this card if Dwar is not moving: Dwar’s current region and all adjacent regions change to Dark-domain or Wilderness until your next organization phase.

At a darkhaven

Dwar has a useful ability at a darkhaven, which is supporting one of your companies in combat. Nice.

Active

Dwar is a bit less limited by Black Rider, Fell Rider and Heralded Lord than any of the others, because he can use region movement with his Unleashed card. Experience has shown, though, that this is not enough. Dwar Unleashed Virtual expands on his normal Unleashed to give him region movement and a wolf theme. A large mission card where there can be other characters in his company as long as they control wolves. If you have your Ringwraith and don't have enough in play yet, you can of course always use his support ability. For this reason, the card is not playable in lieu of a starting minor item. Dwar Unleashed Virtual gives Dwar a specialist strategy, and boosts the play of wolf factions at the same time, so I am quite pleased with the virtual card.

4 Indur

5DI, 9/10 Warrior/Diplomat Ringwraith 

Unique. Manifestation of Indur Dawndeath. Can use sorcery and spirit-magic. -1 direct influence in Heralded Lord mode. -3 prowess in Fell Rider mode. As your Ringwraith, at the beginning of each of his end-of-turn phases, he may tap to take a magic card from your discard pile to your hand. 

Home Site: Any site in Udun or Imlad Morgul 

Unleashed

Short event. Playable on any attack against Indur the Ringwraith's own company (if Indur is your Ringwraith). The attack is canceled. Alternatively, playable when Indur the Ringwraith's own company declares an attack (if Indur is your Ringwraith). The attack cannot be canceled. 

Unleashed Virtual

Permanent event. If Indûr is in play (as 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 Indûr’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), Indûr’s company is in Black Rider mode, may contain non-Ringwraith characters, and may attack or be attacked by a Balrog player’s company. Characters with a home site of “Any Dark-hold” have a home site of “Any Under-deeps site” instead. You may start the game with this card in lieu of a minor item.

At a darkhaven

Indurs ability to return magic cards can be useful if your characters depend on magic.

Active

Indur Unleashed seems meant to be used for combat, probably in Black Rider mode, because he is somewhat weak as Fell Rider. Indur Unleashed Virtual goes in a whole new direction, underdeep. This is quite cool and he is the only Ringwraith that can do so. Finally some minion opposition for the Balrog or even the use of the Balrog as a ally. Because his darkhaven ability is not very interesting, Indur can start the game with the Unleashed Virtual card.

5 Akhorahil

3DI, 8/9 Sage Ringwraith

Unique. Manifestation of Akhorahil. Can use sorcery, spirit-magic, and shadow-magic. +3 direct influence in Heralded Lord mode. +1 prowess in Fell Rider mode. As your Ringwraith, when he uses a magic card, return it to the play deck and reshuffle. 

Home Site: Any site in Nurn 

Unleashed

Short event. Playable on Akhorahil the Ringwraith (as your Ringwraith). You may take a magic card from your play deck or discard pile to your hand (reshuffle play deck if searched). 

At a darkhaven

One more of the Ringwraiths that does hardly anything at a darkhaven.

Active

On the other hand, Akhorahil is the one Ringwraith that is already used often actively. His strength lies in playing A Malady Without Healing several times per turn and using his Unleashed to make sure it is in your hand at the right time. He is dangerous.

6 Hoarmurath

3DI, 8/9 Scout/Ranger/Sage Ringwraith

Unique. Manifestation of Hoarmurath of D’r. Can use sorcery. +1 direct influence in Heralded Lord mode. +2 prowess in Fell Rider mode. As your Ringwraith, if at a Darkhaven, you may keep one more card than normal in your hand. 

Home Site: Any site in Udun 

Unleashed

Short event. Playable on Hoarmurath the Ringwraith (as your Ringwraith). Cancel an attack against any one of your companies. 

At a darkhaven

Hoarmurath is simply the best sitting Ringwraith of them all. His ability to keep one card more than normal and the Unleashed to cancel attacks are very good. He is even a sage, so he can play Voices of Malice

Active

Hoarmurath is so good at sitting in a darhaven, that nobody will even consider using him actively, except as a follower or perhaps in a sealed game. He does what he does best, and for moving there are other guys.

7 Adunaphel

4DI, 8/10 Warrior/Scout/Diplomat Ringwraith 

Unique. Manifestation of Adunaphel. Can use spirit-magic. +2 direct influence in Heralded Lord mode. -2 prowess in Fell Rider mode. As your Ringwraith, if at a Darkhaven, she may tap to cancel one hazard creature attack not played at a site against any one of your companies. 

Home Site: Urlurtsu Nurn 

Unleashed

Short event.

Playable on any attack against Adunaphel the Ringwraith (as your Ringwraith) if she is the only character in her company. The number of strikes of the attack is reduced to one and the attacks body is modified by -2. Alternatively, playable on any attack by a lone Adunaphel the Ringwraith (as your Ringwraith). You choose defending characters. Any resulting body checks for defending characters are modified by +2. Cannot be duplicated on a given attack 

Unleashed Virtual

Permanent event. Playable on Adûnaphel (as your Ringwraith). Discard this card to untap Adûnaphel. Alternatively, you may tap a lone Adûnaphel to place this card with opponent’s tapped non-Wizard, non-minion character at the 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 Adûnaphel is wounded or moves. Cannot be duplicated on Adûnaphel or in an opponent’s company.

At a darkhaven

Adunaphels ability to cancel attacks sounds quite useful, and is so especially in sealed games. However, in constructed most people favour Hoarmurath and his Unleashed.

Active

It seems Adunaphel is meant to attack alone, both with the normal and virtual Unleashed cards. I have not seen this in play yet and do not have enough ideas about it to estimate how useful this is.

8 Ren

4DI, 8/10 Sage/Diplomat Ringwraith

Unique. Manifestation of Ren the Unclean. Can use sorcery and shadow-magic. -2 direct influence in Heralded Lord mode. +2 prowess in Fell Rider mode. As your Ringwraith, if at a Darkhaven, he may tap during your organization phase to modify all corruption checks made this turn by minions in any one of your companies by +2. 

Home Site: Any site in Gorgoroth 

Unleashed

Short event. Playable on Ren the Ringwraith (as your Ringwraith). All characters at the same site as Ren must make a corruption check modified by -2. 

At a darkhaven

Ren is keyed to corruption and protects your companies while at a darkhaven. Often he is chosen as a Ringwraith, because he can start in Barad-Dur and play Helm of Fear and Creature of an Older World without needing a mode card first.

Active

As the other side of the coin, Ren can force characters near him to corruption checks. Though this sounds fairly useful, I have not seen it in play. It fits the theme though.

9 Uvatha

5DI, 9/9 Warrior/Scout/Ranger Ringwraith

Unique. Manifestation of Uvatha the Horseman. Can use spirit-magic. -3 direct influence in Heralded Lord mode. -1 prowess in Fell Rider mode. He may join another Ringwraith's company during your organization phase and requires no influence to control. As your Ringwraith, if at a Darkhaven, he may tap during your organization phase to move one resource event card from your discard pile to your play deck and reshuffle. 

Home Site: Any site in Khand 

Unleashed

Short event. Playable on Uvatha the Ringwraiths own company (if Uvatha is your Ringwraith) at the end of his movement/hazard phase. His company may move to an additional site this turn. A site card may be played and another movement/hazard phase immediately follows for his company. 

Unleashed Virtual

Short event. 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.

At a darkhaven

Uvatha's ability to return resource is average and I would consider him a backup Ringwraith.

Active

Uvatha Unleashed allows extra movement. This is not as useful as it might sound, because Ringwraiths are limited to starter movement. Also, he does not have a specific goal, so why move? The Virtual Unleashed allows you to harass your opponent more effective with your hazards, if you are also doing so with Uvatha. This has potential.

As a follower

I think this is where Uvatha's purpose lies. Any Ringwraith can play him as a follower, and if Ringwraiths become more active, he will see more play.

10 Existing rules

Revealing your Ringwraith

You may play a Ringwraith card if you do not have one in play. This is called "Revealing your Ringwraith." You may not reveal a Ringwraith if your opponent has already revealed that Ringwraith. You must place your Ringwraith at his home site or at Minas Morgul. You need not control a Ringwraith with influence - he represents you, the player. While revealing your Ringwraith is an advantage, it also carries with it the danger of losing the game by having your Ringwraith eliminated.

Ringwraith Effects
After being revealed, a Ringwraith operates like any other character except that it may only be in a company with other characters if it is at a Darkhaven. There are several other special effects:
· Any gold ring in the Ringwraith's company is automatically tested at the beginning of the end-of-turn phase. Any ring test in a Ringwraith's company has a modification of -2.
· A Ringwraith may carry items (including rings) but may not use them (i.e., an item has no effect on a Ringwraith's company or on his attributes and abilities).
· Ringwraiths never make corruption checks and corruption cards may not be played on Ringwraiths.
· The movement of Ringwraiths is restricted

Moving your Ringwraiths company
The company containing your Ringwraith may freely move from Darkhaven to Darkhaven and from a non-Darkhaven site to a Darkhaven. However, in order to move from a Darkhaven to a non-Darkhaven site, a Ringwraith must have a special resource card: a Black Rider card, a Fell Rider card, or a Heralded Lord card (i.e., the Ringwraith must be in Black Rider mode, in Fell Rider mode, or in Heralded Lord mode).

Limitations on company composition

Unless at a Darkhaven, your Ringwraith's company may only contain your Ringwraith and Ringwraith followers.

Ringwraith followers

If the following conditions are met, you may bring another (different) Ringwraith character into play at your Ringwraith's site - such a character is called a "Ringwraith follower."
· Your Ringwraith is already in play.
· Your Ringwraith is at a Darkhaven or he is at the Ringwraith follower's home site.
· You have the card of the additional Ringwraith in your hand.
· Your opponent does not have the Ringwraith already in play and the Ringwraith has not been eliminated.
· You have the card or ability allowing a Ringwraith follower to be played (e.g., They Ride Together, The Witch-king's ability).
A Ringwraith follower must always be under the control of your Ringwraith and may move to non-Darkhaven sites with your Ringwraith. Your Ringwraith must use 1 point of direct influence to control each Ringwraith follower. Your Ringwraith follower may not be influenced away by your opponent. A Ringwraith follower may not use any of its special abilities. Ûvatha's ability to automatically join another Ringwraith's company is an exception to this. When you reveal your Ringwraith, your opponent must discard any identical Ringwraith card that has been played as a Ringwraith follower.

11 Existing support cards

Bade to Rule

Permanent event. Playable at a Darkhaven during the organization phase on your Ringwraith. -2 to his direct influence. +5 general influence. You may discard this card during any of your organization phases. Discard this card if your Ringwraith moves. Alternatively, playable if your Ringwraith is not in play. +5 general influence. Place this card with your Ringwraith when he comes into play. Cannot be duplicated by a given player. 

While the Yellow Face Sleeps

Permanent event. Playable during the organization phase on your Ringwraith at a Darkhaven. You may keep one more card than normal in your hand. Discard this card if your Ringwraith moves. Cannot be duplicated by a given player. 

If you do not plan to use your Ringwraith actively, both Bade to Rule and While the Yellow Face Sleeps are good cards and are used often. Bade to Rule has the advantage that it can already be played if you have not seen your Ringwraith yet.

By the Ringwraiths Word

Permanent event. Playable during the organization phase on one of your other characters at the same Darkhaven as your Ringwraith. The character: becomes a leader (if not already), receives +4 direct influence against characters in his company, and cannot be discarded by a body check. Discard at any time if there is a character in his company with a higher mind. Cannot be duplicated by a given player. 

Not as much of a no-brainer good card as the above two, but still useful. If your companies are in the same area as your Ringwraith, this is a nice card to increase direct influence and even turn a high mind man or so into a leader.

Creature of an Older World

3 mind, 1 MP 5/8 Warrior Ally. Unique. Playable on your Ringwraith at a tapped or untapped Barad-dûr (does not tap the site). Your Ringwraith receives +2 prowess. If your Ringwraith is the only character in his company, the company is in Fell Rider mode and may move freely (using starter movement). Tap this ally to: cancel a strike against your Ringwraith or to assign your Ringwraith's strikes against a hero company as you choose before hero strikes are assigned. Return your Ringwraith to your hand if this ally leaves active play. 

The disadvantage of Creature of an Older World is that most Ringwraiths cannot move to Barad-Dur without a mode card first. For this reason this card is mainly played on Ren.

Black Horse

2 mind 4/6 warrior ally. Playable on a Ringwraith at a Darkhaven (does not tap the site). Each Black Horse in your Ringwraith's company allows you to play one Ringwraith follower who requires no direct influence to control. If each Ringwraith in a company has a Black Horse, the company is in Black Rider mode and may freely move (using starter movement). You may include up to nine copies of this card in your play deck and sideboard combined. Return its controller to your hand if Black Horse leaves active play. 

An interesting card, but too hard to play without virtuals. The drawback I see about the card is the fact that the controlling character is returned to your hand if the horse leaves play. This is annoying for followers, but disastrous for your Ringwraith, because the whole company can be blown apart and the ally hardly has any body.

Fell Rider

Permanent event. Fell Rider mode. Playable at a Darkhaven during the organization phase on your Ringwraith's own company. +2 prowess, -3 direct influence to your Ringwraith. Discard all allies and Ringwraith followers in the company; none may join the company. Your Ringwraith may move to a non-Darkhaven site. Discard this card during any of your following organization phases the company is at a Darkhaven. Cannot be duplicated on a given company. 

Black Rider

Permanent event. Black Rider mode. Playable at a Darkhaven during the organization phase on your Ringwraiths own company. The company may move to a non-Darkhaven site. Discard this card and any other Ringwraith followers in the company during any of your following organization phases the company is at a Darkhaven. Cannot be duplicated on a given company.

Heralded Lord

Permanent event. Heralded Lord mode. Playable on your Ringwraith's company at a Darkhaven during the organization phase. -2 prowess, +3 direct influence to entire company. His own company may move to a non-Darkhaven site. Discard this card and any other Ringwraith followers in the company during any of your following organization phases the company is at a Darkhaven. 

Fell Rider, Black Rider and Heralded Lord suffer from the same problems. The cards are discarded if you return to a darkhaven and even if you stay there. For Fell Rider Khamul Unleashed solves this problem. Black Rider and Heralded Lord are real one-shot cards though, because even Ringwraith followers are discarded. Of course Black Horse can be used to get to black rider mode, but I still think some changes here are called for. See section 13 for more on this.

They Ride Together

Short event. Playable only at a Darkhaven during the organization phase on your Ringwraiths company. You may bring any Ringwraith followers into play with your Ringwraiths company as you have in your hand and have direct influence to control. 

The Ring Leaves Its Mark

Short-event Bring one Black Rider, Fell Rider, or Heralded Lord card from your sideboard or discard pile into your play deck and reshuffle. Alternatively, playable on your tapped Ringwraith. Make a roll, if the result is greater than 6, untap your Ringwraith. 

They Ride Together and The Ring Leaves it Mark would be useful, if Black Rider, Fell Rider and Heralded Lord were useful. As it stands, they are not.

Morgul Blade

Permanent event. Playable on your Ringwraith or a Ringwraith follower. Each strike against the Ringwraith receives -1 body and -1 prowess. Discard Morgul-blade after a strike against the Ringwraith fails. Cannot be duplicated on a given Ringwraith. 

The Fiery Blade
Permanent-event. Playable on your Ringwraith or a Ringwraith follower. Each strike against the Ringwraith receives -1 body (-2 body and -2 prowess against The Witch- king). Discard The Fiery Blade after a strike against the Ringwraith fails or if the Ringwraith has Morgul-blade. Cannot be duplicated. 

Morgul Blade and the Fiery Blade have the disadvantage that they are one-shot and an opponent can often force a discard by feeding your Ringwraith some creature before you get to company versus company combat. The Witch-King Unleashed Virtual can give these cards some more play though.

Helm of Fear

Special Item Unique. Playable at a tapped or untapped Barad-dûr and only on your Ringwraith (does not tap the site). This item affects a Ringwraith. Tap this item to cancel an attack against the Ringwraith's company. May not cancel combat with a hero company. All body checks against the bearer are modified by -1. 

Helm of Fear, like Creature from an Older World, is playable at Barad-Dur and could be used to support an active strategy or just for the points.

12 Virtual support cards

Riven Gate Virtual

permanent event. Playable during the organization phase on your non-Balrog 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.

Terror Heralds Doom Virtual

permanent event. 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 Elf, Dúnedain, or Maia hazard creature may be keyed here (Elves only at Lórien), 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 Dúnedain or Maia hazard creature from the discard pile on any company moving here.

As soon as you have an active Ringwraith with Fell Rider, Riven Gate Virtual and Terror Heralds Doom Virtual open up a huge strategy to attack the hero free-holds and havens. Time consuming, but an interesting mission.

They Ride Together Virtual

Permanent event. 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

you have all nine Ringwraiths are in a company together you may tap this card at the end of the company’s movement/hazard phase to allow them to move again; this card gives 3 MPs when tapped. You may start the game with this card in lieu of a minor item. [(3) MP]

This card allows both Black Rider and Black Horses to be played far more easily. Furthermore, it encourages to play all nine Ringwraiths and ride across the world with them. Good ideas, but I think this should have been two separate cards and I will post my ideas to this extent in the next section

13 New card ideas

Short overview of abilities

The Witch-King → active leader

Khamul → Fell Rider

Dwar → wolves

Indur → underdeeps

Akhorahil → magic (Malady)

Hoarmurath → sitting

Adunaphel → lone attack?

Ren → corruption

Uvatha → follower

I think in this list The Witch-King is still under-appreciated, even with the virtual cards. These are my suggestions

Black Rider Virtual

Permanent event. Black Rider mode. Your Ringwraiths company may move to non-Darkhaven sites. Any number of otherwise playable followers may be played during your turn in addition to any other one character normally playable. Additionally, during your organization phase (or immediately after opponent plays a ring), you may place a Black Horse from your sideboard with this card. You may play such cards as if they were in your hand. You may start the game with this card in lieu of a minor item. [85 words]

I want to word it in such a way that other cards are still needed to play Ringwraith followers: The Witch-Kings ability, Uvatha, They Ride Together, Black Horse. Here, your Ringwraith does not need a Black Horse himself, so that the risk of discarding the whole group is smaller. Also, I want to encourage using Black Horse, but do not think it is necessary to play nine of them.

They Ride Together Virtual (new version)

Permanent event. There is no limit to the size of your Ringwraith’s company. If at least half the number of Ringwraiths in the company (fractions rounded up) have a Black Horse, the company may move with region movement. If you have at least six Ringwraiths in a company together you may tap this card at the end of the company’s movement/hazard phase to allow them to move again to a site not in or adjacent to Gorgoroth; this card gives 1 marshalling point for every three Ringwraiths in the company when tapped. [93 words]

In this way Black Rider allows movement and followers and They Ride together gives an improvement and a large mission. You start with Black Rider, move around, play some followers and as the company and the number of horses grows you can play They Ride Together somewhat later in the game.

Heralded Lord Virtual

Permanent event. Heralded Lord mode. Playable on your Ringwraith's company at a Darkhaven during the organization phase. -2 prowess, +3 direct influence to entire company while not at a darkhaven. His own company may move using starter movement. 

I believe this circumvents the main reasons not to use Heralded Lord. Followers and the card itself are no longer discarded, but the extra influence only works at non-darkhaven sites so it has no use for cheese as far as I can see.

