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DEMONS/WOLVES

40f

C
7
Udûn
I
7
Iron Mts
F
7
vs. Alatar
A
4
Demons of Old
M
2

K
5
Secret Forces


RESOURCE DECK/HAZARD DECK
40 cards in R. deck, 25 cards in sideboard, 13 characters in deck, 8 starting cards- 96 total cards

40 cards in H. deck, 15 cards in sideboard, 0 creatures- 75 total cards

RESOURCES(40/20)

3 
Iron Crown

3
Hammer of the Underworld

1 

Iron Shield of Old

2 

Black Mace
1 

Black-mail coat
1

blasting fire
1

liquid fire

2 

foul-paste

1 

strange rations

*

strange rations

* 

whip

1 

Orcs of the Barl Syrnac-8-2
1 

Orcs of the Barl Syrnac-8-2
2

Snow Trolls

3
Wargs of the Tundra-9+2

4 
Wind-Horde

1
Itangast Roused-15-7g
1

Gostir Roused-12-6g
1

Abomination Nursed in Darkness

1 
Eägoth

3
Eloeklo

1
Dark Forges

2

Maker’s Map

14/8

2

Threats
W

3 

Bold Thrust***
W
3 

Crept Along Carefully
R
3 

Down Down to Goblin Town



2
Roam the Waste

3

Voices of Malice 
Sa

1

Skis and Furcoats


2
Conjure the Tempest

2

I’ll Be At Your Heels
L
2

Memories of Old Torture

1

Going Ever Under Dark

1
World Gnawed by the Nameless

3
Angband Revisited


3 

Weigh Things to A Nicety

3

Dark Tryst

1
Swift Onset
fac


1
Feast on Flesh
faction


1
Flung into the Fray
sp-fac


1
They Bring Fire

26/12


HAZARDS(40/20)

1

Ando-anca At Home

1

Lomaw At Home

1

Gondring Ahunt

1

Angurth Ahunt

3 

Itangast, Thorkmaw, Gostir
2

Lassaraukar
e7
2 

Wild Fell Beast

3 

Stirring Bones***
2 
1
Trolls from the Mountains


3 

Assassin

2

Fell Bear

19c…21/2
2 

Doors of Night


1
Twilight
e10
2 
1
Despair of the Heart
e6

2
Bitter Heirlooms - MEGW

1
1
Dragon Desolation
e9


2
From the Pits of Angband
a1, a6
2 
1
Summons From Long Sleep
e8

2
Parsimony of Seclusion
a3, a5
2 

Known to An Ounce

3

Worn and Famished


3
Something Has Slipped
e3,4,5
2 
1
One Foe to Breed a War
e2
2 
1
Rats
e1

1
Raid the Hoards-MEGW


2
Heedless Revelry
a2, a4
3 

An Unexpected Outpost

19/18
SITES
Az
Shapal Udun



IH
Iron Hill Dwarf-H


IH
Barak Shathur
m*, M*, ring
dwarf
Dy
Olyvaud
Info, m, M
traps, men
Dark Forges


Lo
Elyamu
Info, m, M
men

Dy
Yjuvit
m, ring
men
Orcs of Barl Syrnac
US
Lothragh Camp
m
men
Orcs of Barl Syrnac
Fo
Logath Camp
m
men
Wind Horde


WH
Gold Hill
hoard, G
dragon
Itangast

HU
Shoreless Isles
m
bears
Snow Trolls
TO
Collarmount
hoard, G
dragon (1/13)
Iron Crown
BS
Hollow Spire
hoard, G 
dragon (1/14)
Gostir
BS
Mirror Halls
m, M, ring
traps

Lh
Númenóreans Tomb
m, M
traps, undead
Wargs
Az
Tol Ringurthur
Info, m, M
spirits
Eloeklo
MF
Zayandaur
Info, mh, M
spirits
Maker’s Map


Fo
Lar-huz
m, M
men
Broad-headed Spear
Fo
Nan Morsereg
Info, m
men


KK
Adan Tomb
m, M
traps


du
Ilpar-Karam
m, M, G, ring
undead




Adan Tomb (0)

UD
Ruins of Kheledkhizdin
m, M, G, ring
traps, drake,(sea)



Halls-0, Grop-6, Rust-8, Utumno-7
UD
Ancient Maze
m, M, G, ring
spawn, (drake, spawn)



Pend-0, Pits-8, forges-6, Grop-9
UD
Rusted-Deeps
m, M
drake, (shadow)
Iron Shield



Ironhill-8, Wind-9, Khel-8

UD
Ancient Deep hold


Hammer




US
Lugdruong
m, M
orcs
Blackmail-coat, tech
UD
Vaults of Utumno
m, M, G
traps (spawn)
Abomination, Eägoth


Khel-7



MINIONS-9
2 Fankil
10/5/4/9
R/Sa/D
demon
sp
2
Rakodsaol
10/4/6/9
W/Sc/Sa
demon
so

3 Ologong
9/0/7/9*+
W/Sc/D
Troll
L
Shapal Udûn
+5DI.o,t; +5DI.O/T
2
Bertok
5/1/5/8+
W/Sc
Man
2 Troll-Chief
6/0/6/9
W
troll
L
2
Orc-Captain
5/0/5/8+
W
orc
L

+3DI.o,t; O/T

1
Old troll
4/1/5/9
W
troll

x
+1DI.o,t; O/T

1
Hill troll
3/0/5/7+
W
troll
1
Hill troll
3/0/5/7
W
troll


Veteran
2/0/4/8*
W
orc

Maggot
1/0/3/7*
W
orc

Miner
2/0/2/7
W
orc

UD or surface site Orc-hold, +1P.dwf


Miner
2/0/2/7+
W
orc

UD or surface site Orc-hold, +1P.dwf

1 Ice-troll
3/0/5/9*
W/R
troll

Ruins in NW
+1P.dwf, -1/-2 xNW1 1 Ice-troll
3/0/5/9
W/R
troll

Ruins in NW
+1P.dwf, -1/-2 xNW1
 
Crooked
2/0/3/7+
W/R
orc
1
Shaman
4/0/3/7
W/Sa
uruk
sp
orc-hold
+2CC.magic

starting company: at Dol Guldur
3 Ologong
9/0/7/9
W/Sc/D 
whip

Maggot
1/0/3/7
W

1 Ice-troll
3/0/5/9
W/R
1
Shaman
4/0/3/7
W/Sa


Veteran
2/0/4/8
W
***********************************
10/20 GI
#1  Hunters
[kill Alatar] Udeeps +5
Rakodsaol
10/4/6/10
W/Sc/Sa
0


Hill troll
3/0/8/10
W
2
mace, coat
Orc-Captain
5/3/5/9
W
0
whip, Heels


Crooked
2/0/3/8
W/R
2
ironshield, map

+Miner
2/0/2/8
W
-1


#2 Whispers of the North  

[factions]
Fankil
10/9/4/10
R/Sa/D
4 
crown

Eloeklo
4/0/9/10
R
x
x


Ologong
9/9/12/10
W/Sc/D
3
underworld, Forges, Heels
Bertok
5/1/5/8
W/Sc/R
-2
Skis
Summary

OVERVIEW
Your focus is on Alatar and destroying the haven. You need 15 MP to make your Warlord deck.
DECK MANAGEMENT


This deck is unique that the Ringwraith and minions have specific missions to provide an order progression of playing resources (play resources-attack Alatar). The weakness of this deck is getting the Ringwraith in play and tapping him to access the sideboard, at the same time moving in Fell Rider mode to wield his 12 prowess. This requires drawing lots of cards.

Dark Tryst will get you to draw cards fast. Try to always move a company to draw cards. He needs to bring 20 resources from his SB. 

There is a scheme to know which resources are being taken from the sideboard. He will tap thrice to bring 15 to the DP, tap 5 times to bring resources to the PD. This will require the RW to tap 8 times and his RW card will untap him 3 times. This leaves him tapped for 5 turns for the first deck. Every play of Fell Rider leaves the RW tapped for CvCC. He can tap for one of the above actions when moving back to the Darkhaven (having an 11 prowess). 

HOARMUATH & SHAPAL UDUN


The Ice-king is a good roaming and squatting Ringwraith. He has Scout and Ranger skills for moving and Sage for squatting. He will be moving and squatting throughout the game. While moving, give him Fell Rider to boost his prowess to 12. When not moving, he will be at Shapal Udûn giving you an extra card to hold and playing Voices of Malice. He will not likely face combat from the rarity of heroes moving to the Far North. So play Fell Rider on him and wait until an opportunity presents itself. 

The Unleash resource cancels any attack. This is good for the dragon attacks his minions will face. It will be random turns that see him move. This is ok. He will play Voices of Malice if no one else can. Three copies of Voices of Malice are good for a squatting RW and the expected hazards that will stall the resource strategy as in influence hazards and dragon aHunts.


Hoarmuath’s action’s need to be well coordinated with tapping and CvCC. If played properly, his strategy can lay Rhûbar in ruins and Alatar dead.
CHARACTERS AND COMPANIES


Hoarmûath has a host of orcs and trolls to bring destruction on the few inhabitants of the North. He has many Scouts and Rangers, one Diplomat and two Sages. Expect many of the minions to die in combat. He will have two main companies with a leader in each. Orders from Lugburz will give corruption support to troll followers and allow the two leader-lead companies to join. He will use 14 of his 25 points of GI for his two overt companies.


The starting company will be at Shapal Udûn with Ologong, the Iron Troll. Ologong will have a whip to control Tracker (W/R). Troll-chief and Lyli are starting too. Lyli provides the sage skill. This company should play as many resources as possible with no regard on wounded minions. Once the main minions are in play shift the focus on wise movement and CvCC.

The Hunters have Ologong with Thong of Fire, I’ll Report You and By the Ringwraith’s Word. He has Old Troll (W) and Snow-troll as followers. Both followers have corruption worries. Old Troll carries a Black Mace for 9 prowess and Snow-troll has Piercing All Shadows. Ologong has 3 CP and 9 prowess. This trio has a big 1-2 punch for CvCC. Piercing All Shadows prevents hazards stopping the company moving to attack a vulnerable hero company. They will attack Alatar. Troll-chief, Snow-troll and  Old Troll are the back-ups.

The Keepers of the North will play factions. Araudagul is the leader and will be the minion to influence factions. He carries a Broad-headed Spear and whip. His followers are Ulduin (Sc/Sa) and Brawler (W). Ulduin is the sage with Iron Shield of Old. He will face the big strikes. Tracker and Troll-chief will back-up the other two minions.
ITEMS AND ALLIES


There are 13 items in the playdeck. The items support a fighting resource strategy. There are not many safe sites to play the items. Items range from short effects to table cards. Coupled with resource events, a minion company can safely play items or strike a blow to a hero company.


Two greater items will be dangerous to find. Eight are minor items. A greater hoard item (Thong of Fire) will most likely be played at Shab Arch. The Black Mace will be played at Iron Hill Dwarf-hold. Iron Shield of Old is great against a big strike and can be played in the Under-deeps. Broad-headed Spear will boost prowess. 


Poison will help killing heroes in CvCC. Foul-paste will heal minions to allow moving to a site from a non-haven site, which the minion was first wounded. Strange Ration untaps minions and can allow 5 regions to surprise a hero company. Whip allows control over weak minions. Liquid Fire will help in killing creatures with a high body.

Bold Thrust is good when you need to fight creatures, but is there for CvCC. Additionally, there are two 

There are 3 allies. Regiment of Black Crows will cancel nasty creatures that choose defending characters. This ally can be played at many sites. Two-headed Trolls are tougher to play, but they are strong and will be useful in combat.


Discard Black Mace in the first deck to play the dragon faction; play it again in deck 2.
MOVEMENT IN THE IRON AND GREY MOUNTAINS


The moving in the Northern Waste is long and dreadful. The Ice-King will move in double wildernesses, shadow-lands and worm country. Most of your movement to engage in CvCC will be through a minimum of four wildernesses. This is because a minion company will have to travel south through Barl Symac and Forrhun. There are resources to help.

Hidden Ways will prevent wilderness creatures from attacking. A Ranger needs to tap to play it. Down Down to Goblin-town will prevent region creatures from attacking when moving to a Ruins or Lairs. Most of the sites the Ice-kings needs are these types. This resource also prevents the aHunts, drake and Dragon creatures. Crept Along Carefully will cancel most of the attack types the minions will face. 
FACTIONS


Factions are key for Hoarmûath. He is the only Black player influencing dragon factions. Three of the factions are near the Darkhaven Shapal Udûn. The other two are quite a distance away. Iron Mountain Goblins, Lothragh and Sled-horde are vital in the mission. Sled-horde is a strong faction. Ice-Orcs may be played by a Dragon-Lord – influence it last.

Threats is in the playdeck to influence the Ice-Orcs and Sled-horde; it will give Araudagul +6 to the influence check. You have a good chance to get the dragon factions on your side. Play Threats for +6 to the influence attempt and discard your Black mace for +8. This will automatically get you the faction.
WAR


Hoarmûath will move his factions and attack Rhûbar. When the Ringwraith is called to Barad-dûr, his minions should be in good position to attack the haven. There should be enough time to destroy the elf haven.


The Enemy is moving allows faction movement. It should be played in the beginning of the second deck. Then move all the factions towards Barl Symac. Combine the factions in that region and move south towards Rhûbar. Alatar will try to stop you. Form another company to attack the wizard. There should be enough GI to do so.

WIZARDS, DWARVES AND DRAGONS


Even in a desolate region, there will be enemies. The Blue Wizard Alatar is the biggest threat. He will venture in the far north to spoil the Ringwraith’s plans. Any movement of the minions south of Barl Symac will be targeted. A little bit to the west lies the Dragon-Lord Lomaw. The worm wants all the Northern Waste to be his domain and will not tolerate rivals. A little bit to the southwest live Smaug and Dain II. Both will attack vulnerable minions. Hoarmuath’s movement must be planned a few turns in advance to prevent the minions from CvCC and tough creatures. 
Keep in mind that all of the minions are not expected to play in p32 – they are expendable. Do not both the dwarves or dragons unless an attack will surely give positive results. 

For fate; a player can exchange 10 cards (instead of 5) with their sideboard after an exhaustion.


2
Lograth

dp11

2 
Sled-horde 

dp12

1
Iron Mt Goblins

dp13

2 
Lograth

dp14

1
snow-troll

dp15

3
Voices of Malice 

dp22, dp23, dp23

1
Piercing Shadows

dp24



1
Sudden Call

dp25

3
Morgul Blade
tap4
dp31, dp32

1
By the Ringwraith’s Word
tap1


3
Fell Rider
tap2
dp33, dp34


3
Hoarmûath Unleashed
tap3, tap5
dp35
20 resources
10
SB to DP
15
+3
4
SB to PD
5
+5
3
RW card untapping
-
-3

total tap:  5 turns

guide:
dp12 = second resource from first 5 cards which go into the discard pile (tap your RW)

as1 = first resource brought into the play deck when using Ancient Secrets (tap your RW)

tap = bring directly into the play deck (tap your RW)

So if all this is performed in 10 turns and you move when you play Fell Rider, you need

to have your RW in play by Turn 4. Moving with Fell Rider is the least important action.
You may even tap your RW in the organization, then move for CvCC with Fell Rider. You just have 11 prowess.

HAZARD


You are playing a hazard deck to lower prowess and body, tap and then kill with creatures.
CREATURES


There are 23 creatures with 3 dragons as the beasts bringing fear. The creatures are spread over the region map. Only Free-domains and Border-lands escape their notice. A wide swath of northeastern Middle-Earth is covered by these creatures in terms of region playability. When a creature is drawn, either play it that turn or discard it. 


Wild Fell Beast and Trolls From the Mountains will be rare to play, but will slow down any hero company. Stirring Bones and Assassins are high frequency. The Dragons need help from hazard events. Marsh Drake, Axe Men of Rhûn and Kine of Araw will terrorize companies unlucky to be moving through their domain.
Creatures

3
FH:
Assassin

3
BH:
Assassin


3
RL:


Stirring
3
SH:


Stirring
-
DH:


-
UD:



-
FD:


-
BL:



3
W


Stirring
3
WWW

Mountains






6
SL
marsh

Stirring
2
SLSL

Wild Fell


3
DD


Stirring
3
CS
marsh



3
Chy-Orgothraath
Axe




6
Harrhun- kykurian kyn
Axe
Kine


3
Forrhun- Horse Plains

Kine

3
Southern Rhovanion

Kine


3
Reimether 
Axe

4
Grey M Narrows
Axe

Itangast

1
Iron Hills


Itangast
1
Withered Hearth


Itangast

2
Taliath Oiohelka


Itangast
Thorkmaw
1
Taliath Uiechel



Thorkmaw

1
Foroviakain- Dragon Gap



Thorkmaw

1
Azjan-Barl Symac
Gostir

1
Dyr-Ukal Sej
Gostir
HAZARD EVENTS-37
The hazards provide opportunities to weaken heroes by lowering body and making wounded heroes. 13 of the 19 hazard events are high frequency (can be played immediately).
There are 20 hazards in the sideboard. Not all of them will be played. At most 16 will be played (10 exhaust trade, 6 Outpost recycling) so chose wisely of which hazards to exchange.

Base cards-3
You have 2 copies of Doors of Night and one copy of Twilight. 

Corruption-5
Despair of the Heart is ideal for all the wounding the hazards will do. Bitter Heirlooms is good to punish Dwarf-Lords.
Main Theme-11
Your hazard theme is to get Dragons played on heroes. Dragon Desolation with Doors can have a Ruins visited by a Dragon. Summons From Long Sleep can hold onto the rare drakes (Wild Fell Beast, Marsh-drake). 

Two hazards recycle worms. From the Pits of Angband will recycle dragons and drakes. Parsimony of Seclusion can get you a Dragon into your hand. Known to an Ounce will make hoard sites much more dangerous and slow down the opponent’s resource strategy.
Secondary Theme-12
The secondary theme is tap and wound heroes. Worn and Famished is great for heroes not at a safe site, so you can choose defending characters with your creatures. Something Has Slipped is good for a company that gets wounded characters. The penalty is harsh. Rats will wound or discard an item in the company. One Foe to Breed a War is great for companies with a wounded character. Not only will the character be tapped for an extra turn, but you can wound more characters and thus cause more damage with the creatures.
Support Cards-3
Heedless Revelry will tap non-moving characters. Raid the Hoards will make Dragon-Lords sites vulnerable to greedy characters.
Utility-3
Outpost is a staple. Try to recycle the dragons with it. 
