On my middle earth decks, similar to the intermediate challenge decks

I started composing some deck lists recently because I had some spare time on my hands and I want to make several decks to play with my girlfriend now that we have played the challenge decks for some time. Somehow the number of decks got a bit high as I explored different tactics etc, so I do not know how many of these I will actually build. 

Each deck has a certain area and race it is based upon and often a large mission if all goes well. The hazard decks are based upon a creature theme and gaps in playability should be filled up with the sideboard. For example the wolves deck features: Doors of Night, Wake of War, Fell Winter, Pierced By Many Wounds, of course all wolves, Warg-Riders, Dwar of Waw, Monstrosity of Diverse Shape, Landroval and an Unexpected Outpost. Straightforward and easy. 

I do not want all extremely useful cards in every deck, so only a man deck features Assassin or Mouth of Sauron, Nazgul are only in a Nazgul or Scimitar deck and Daelomin at Home is in a dragon or King Under the Mountain deck. I plan to change and balance the decks after some play. Hazards for hero and minion are the same by the way

If I really deemed it necessary I used virtual cards, proxies or rule changes I make up. The most important ones: Trouble on All Borders V and The Great Goblin V that I posted on the forum. A proxy for Chill Them With Fear since that card should have been uncommon and I want to use it in multiple decks. I play Sauron versus minions and let the Balrog have the same rules on characters as any other alignment. I will tell my girlfriend the real rules again if we visit a tournament.

There are certain cards I do not like and therefore leave out: fallen wizards do not play the White Tree and the Balrog does not play Stinker or Ancient Black Axe. I want risk, combat etc before you get reward.

All decks feature Smoke Rings and An Unexpected Outpost, but I leave out Dark Tryst. Decks should be able to make 25 mps generally and 40+ if left undisturbed. I do not play the One Ring or Rolled Down to the Sea, so ring based decks are possible. See for yourself what you want with all this information, it ended up as a whole story somehow.
If both play the same wizard the second to have him out switches him with an alternative upon play, with the balrog having a twin brother.
Decks and themes

Hero

1: Flatter a Foe
Characters: Elrond, some scouts and diplomats

Area: Southeast borderholds

Wizard: none

Resources: large factions, horse allies and home side pop up

Hazards: influence destruction 

2: Mallorn

Characters: Hobbits and Strider

Area: Eriador freeholds, borderholds and ruins

Wizard: Gandalf

Resources: stealthy, Mallorn, fill in yourself

Hazards: DoN, orc and uruk lieutenant, scimitars of steel.

3: Pass the Doors of Dol Guldur

Characters: Hobbits

Area: central north freeholds, shadowholds and darkholds

Wizard: Gandalf
Resources: stealthy, Palantiri, Gollum, Pass the Doors of Dol Guldur, Ents

Hazards: Men

4: Houses of Healing

Characters: Galadriel, elf diplomats and sages
Area: Lorien, Eagles Eyrie and Wellinghall

Wizard: Gandalf

Resources: Hour of Need, Fireworks, Ent allies, factions, Elf Path

Hazards: DoN automatic attack Eye of Sauron

5: Reforging Anduril

Characters: elf sages

Area: Eriador ruins and borderholds

Wizard: Alatar

Resources: Riddling Talk, Anduril V, Secret Passage

Hazards: DoN dragons

6: Sentinels of Numenor
Characters: dunedain warriors without Aragorn

Area: Gondor freeholds and Mordor darkholds

Wizard: Alatar

Resources: GoM Sun, Tower Raided V, Sentinels of Numenor

Hazards: Chilled elf creature and agents with
7: Return of the King
Characters: Aragorn, Arwen, elf en dunedain scouts
Area: Minas Tirith and Eriador

Wizard: Saruman
Resources: stealthy, Aragorn and Arwen to Minas Tirith and rest in Eriador

Hazards: DoN wolves

8: Riders of Rohan

Characters: men warriors

Area: central borderholds and ruins and lairs

Wizard: Saruman

Resources: Horse allies and factions, Horns Horns Horns V

Hazards: DoN undead

9: Mithrill

Characters: elf warriors

Area: Anduin Vales

Wizard: Pallando

Resources: Glorfindel and Gildor for Vein of Arda, others factions and later Mithrill

Hazards: awakened plant with some booster V

10: Into Dark Tunnels

Characters: warriors

Area: in and under Mordor

Wizard: Pallando

Resources: The Undergalleries, greater items, Pallando in Grey Havens, Easterlings from sb

Hazards: DoN drakes, ahunt and roadblock

11: The Dwarves Are Upon You

Characters: dwarves

Area: northwest shadowholds

Wizard: Radagast

Resources: An Unexpected Party, Alliance with Angmarim, greater items, stolen knowledge

Hazards: Chilled dwarf creatures and agents, maia

12: King Under the Mountain

Characters: dwarves and men

Area: dragonland borderholds and ruins
Wizard: Radagast

Resources: Alert the Folk V, King Under the Mountain

Hazards: DoN wildernis trolls

Minion

1: Come By Night Upon Them

Characters: men

Area: borderholds

Avatar: Sauron

Resources: agent home site pop up, Hillmen, Dunlendings

Hazards: DoN undead

2: not yet defined

Characters: men

Area: borderholds around Mordor

Avatar: The Witch-King

Resources: factions, heralded lord, untap borderholds

Hazards: shadowland troll Angmar Arises etc

3: Khamul Unleashed

Characters: orcs

Area: Mordor

Avatar: Khamul

Resources: Mordor shuffle, Khamul Unleashed V

Hazards: DoN dragons

4: Far Below the Deepest Delvings

Characters: Lieutenant of Angmar with orcs

Area: underdeeps

Avatar: Dwar of Waw

Resources: Where There’s a Whip, Balrog ally, Ancient Black Axe

Hazards: Chilled region based elf and dunedain creatures with Trouble on All Borders V

5: Words of Menace and Deceit

Characters: Golodhros and men

Area: dragonland

Avatar: Indur

Resources: Perfect Gold Ring, Black Rain, dragon factions

Hazards: detainment men with Trouble on All Borders V

6: Black Numenoreans
Characters: dunedain

Area: Gondor and Harondor

Avatar: Akhorahil

Resources: Malady, rings, Black Horse V

Hazards: undead corruption

7: News from the Shire

Characters: dwarves and elves
Area: Eriador

Avatar: Hoarmurath

Resources: freeholds, Kill All But Not the Halflings

Hazards: DoN orc rain with the Great Goblin V

8: Orc Stealth

Characters: orc scouts

Area: Moria and other shadowholds

Avatar: Adunaphel

Resources: stealthy, Orc factions, untap Moria and Goblin Gate for the allies

Hazards: DoN animals

9: We Have Come to Kill

Characters: trolls and orcs

Area: Eriador ruins

Avatar: Ren

Resources: Wolf factions and allies, palantirs and The Iron Crown

Hazards: DoN giants

10: Smoke on the Wind

Characters: The Grimburgoth with men

Area: Gondor freeholds

Avatar: Uvatha

Resources: sorcery, Smoke on the Wind

Hazards: DoN spiders

11: Lord and Usurper

Characters: orcs

Area: underdeep ruins

Avatar: the Balrog

Resources: dwarfhold missions, underdeep stuff

Hazards: men thieves

12: Great Army of the North

Characters: trolls

Area: dragonland ruins

Avatar: the Balrog

Resources: Ice-Orcs, Smaug Roused, weapons

Hazards: DoN nazgul
Fallen Wizard (not finished)

1: Chambers in the Royal Court

Characters: dunedain

Area: Gondor

Avatar: Gandalf

Resources: Await the Onset, factions

Hazards: ???

2: The Great Hunt

Characters: elf and dunedain warriors

Area: coastal sea ruins

Avatar: Alatar

Resources: dragon factions, weapons, perhaps Star of High Hope

Hazards: ???

3: The White Hand

Characters: men

Area: around Isengard

Avatar: Saruman

Resources: Riders of Rohan, The White Hand, halforcs

Hazards: ???

4: Gatherer of Loyalties

Characters: woses and scouts

Area: The White Towers and wose sites

Avatar: Pallando

Resources: stealthy, wose factions, halforcs

Hazards: ???

5: Delvers Harvest

Characters: dwarves

Area: Rhosgobel and Deep Mines
Avatar: Radagast

Resources: Girdle of Radagast, underdeep items, Radagast in CVCC

Hazards: ???
