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not a sideboard card.

e 0Old Forest should read "healing effects," not "meptards."
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Part I: Wizard Decks - Deck A

Stewards of Gondor

Challenge Deck A Deck List Total: 110 cards

At Start (7)

Adrazar (with Horn of Anor)
Anborn

Fatty Bolger (with Cram)
Glorfindell 1I

Sam Gamgee

Other Characters (8)
Saruman 3x

Balin

Haldir

loreth

Peath

Théoden

Hazards (30)

Creatures

Bert

Hobgoblins 3x

Little Snuffler

Orc-guard

Orc-lieutenant 3x
Orc-warband 2x

Orc-watch 3x

Tom

William

Events

Alone and Unadvised 2x
An Unexpected Outpost 2x
Choking Shadows

Doors of Night 3x

Minions Stir 3x

Twilight 2x

Two or Three Tribes Present

Resources (30)

MP Sources
Glamdring
Hauberk of Bright Mail 2x

Knights of Dol Amroth

Men of Anfalas

Men of Andrien

Men of Lebennin
Palantir of Orthanc

Rangers of Ithilien

Sapling of the White Tree
Scroll of Isildur
Treebeard

Supporting Resources

And Forth He Hastened

Concealment 3x

Dark Quarrels 2x

Dodge 2x
Great Ship [R]

Halfing Strength 2x
Marvels Told 3x
Smoke Rings
Stealth 3x

Sites (15)
Dol Amroth
Edhellond
Edoras
Glittering Caves
Henneth Anndn
Isengard
Isle of the Ulond
Lond Galen
Lorien

Sites (15)
Minas Tirith
Moria
Pelargir
Rivendell
Tolfalas[R]
Wellinghall

Sideboard (20)
Resources
Alatar
Align Palantir
Many Turns and Doublings
Promptings of Wisdom 2x
Rebuild the Town
Riders of Rohan
The White Tree[R]
Vanishment
Wizard's Laughter
Wizard Uncleed
Hazards
Call of Home
Earcaraxé Ahunt
Incite Defenders
Muster Disperses 3x
Rebel-talk 2x
Twilight

A - STEWARDS OF GONDOR (SARUMAN'S CHALLENGE DECK)

With Saruman's deck, Glorfindel and a group of Habtravel into the civilized confines of Gondooush
of the White Mountains, to rally mannish factiorgainst Sauron's hosts. The deck relies heavilytatka
avoidance. The hazards mix is a pure Orc/Troltsgy

Starting Companies (2) at Rivendell
* Glorfindel 1l controls Anborn.
e Fatty, Sam, and Adrazar form the second comparity Ras Cram and Adrazar has Horn of Anor.

Suggested Sites for Resources

Glamdring - Glittering Caves, Isle of the Ulond, Néoor Tolfalas

Hauberk of Bright Mail 2x - Glittering Caves, Isdé the Ulond, Moria or Tolfalas
Knights of Dol Amroth - Dol Amroth

Men of Anfalas - Long Galen

Men of Anorien - Minas Tirith

Men of Lebennin - Pelargir

Palantir of Orthanc - Isengard

Rangers of Ithilien - Henneth Annun
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Part I: Wizard Decks - Deck A

Sapling of the White Tree - Glittering Caves. lsfehe Ulond, Moria or Tolfalas
Scroll of Isildur - Tolfalas or Moria

Treebeard - Wellinghall

Riders of Rohan (sideboard) - Edoras

The White Tree (sideboard) - Minas Tirith

Resource Play

As quickly as possible, Adrazar and the Hobbitsdrfg®d themselves in Gondor so that Adrazar canurec
factions. Stopping at the Glittering Caves alongvy to pick up a major item is ideal. Glorfindeida
Anborn can pick up other resources as needed.

Saruman

During the first free organization phase after gimg Saruman into play, tap him to bring Vanishment
Wizard's Laughter, and Wizard Uncloaked from ttaeBbard to the discard pile. He can then tap te tak
one of these spells to your hand as needed. Corsiitgying Saruman into play at Isengard. Thiswafio
him to play the Palantir of Orthanc, and to usevithout moving. When using the Palantir, Sarumaads
other characters in his company to support hisuption checks. you may consider moving Saruman to
Wellinghall-as it is safer -if he wishes to use Badantir every turn. In general, Saruman has plehtasks
that require him to tap. If you lose key characterd need Saruman's presence in the field, givedhantir

to another character and bring Align Palantir omirthe sideboard. A Hobbit is always a good chticese

an aligned Palantir.

Hazard Play

A major aspect of an Orc/Troll strategy is forcieg many combat rolls on your opponent that stasibti
some strikes are bound to be successful, ever iptbwess seem weak. The creatures in this deak dav
high frequency of play, so it is usually a safe garto build them up in your hand waiting for a Nbins
Stir or Two or Three Tribes Present.

Sideboard

After playing Sapling of the White Tree, tap Sarant@bring in The White Tree from your sideboardéteA
playing Palantir of Orthanc, you probably want AliBalantir. On the hazard end of things, your sideth
has the potential of destroying a Wizard opponegtreeral influence. This makes your opponent valoler

to Muster Disperses and to your influence atteragisinst his marshalling point sources. If you redog
early in the game that your opponent is playing yniactions, you may want to dedicate An Unexpected
Outposts to bringing these hazards into your pkgkdUse An Unexpected Outposts to recycle Minions
Stirs and Doors of Night otherwise.

Strategy Resources

Starting company is mediocre. Only one charactdor{fBdel) is big enough to take a decent strikbeT
deck makes up for this with lots of canceller cardst surprising with two Hobbits. The main foafghis
deck is factions in Gondor - the Knights and thoééhe 2 MP factions. Adrazar should be able torgest
of them, with his +5 against each of them. The ofshe points come from items, and everyone’s fiaie
misc. point card, The White Tree, There’s 6 itears] only 5 item sites, so at least one won't gaygd the
first time around. Be careful with Isengard - s#éue play your Wizard, since Rivendell is so favay from
most of the sites in the deck. Tolfalas and Islehef Ulond are two of the item sites, which makesab
Ship worth at least a little bit (I still would hawather seen a better rare, though). Be sureontuise
Treebeard, since he’s your only ally - and his nmoset restrictions make him something of a pain ¢okw
around. Treebeard would definitely not have beerchoice as the only ally in a deck.

Strategy Hazards

The hazards are actually very good, for sealed-tigekplay. The Orcs are playable against just tilboery
deck, and Minions Stir makes them dangerous. Evieions have to fear Orcs keyed to Wilderness, and a
Orc Warband at 7 @ 9 is very feasible - or an Gettenant at 3 @ 13. And the three Troll brothens do
bad things to item-bearing little guys. I'd havehex seen a Lure of Nature rather than Alone and
Unadvised, but you can’t have everything. :)

Editorial: Birk Pinker Page 4 of 80 Last update: May 2011
mail: birk.pfeiffer@web.de



Part I: Wizard Decks - Deck B

Release the Prisoners

Challenge Deck B Deck List Total: 110 cards
At Start (6)

Elladan

Elrond [R] (with Cram)

Erkenbrand (with Shield of Iron-bound Ash)
Orophin

Other Characters (9)
Alatar 3x

Balin

Beretar

Bofur

Elrohir

Gildor Inglorion
Haldir

Hazards (30)
Creatures
Barrow-wight 3x

Chill Douser 3x
Corpse-candle 3x
Slayer 3x

Stirring Bones 2x
Events

Alone and Unadvised 3x
Covetous Thoughts
Dragon-sickness

Lure of Expedience 3x
Lure of Nature 3x

The Moon Is Dead 3x
Twilight 2x

Resources (30)
MP Sources

Book of Mazarbul

Goldlyerr

Gollum
Orcrist
Rangers of the North
Rescue Prisoners 3x
Scroll of Isildur
Sword of Gondolin
The Windlord Found Me
Supporting Resources
Crown of Flowers
Dark Quarrels
Dodge 2x
Escape
Gates of Morning 3x

Sites (15)
Isengard
Lorien
Lossadan Cairn
Moria
Mount Gram
Mount Gundabad
Old Forest
Rivendell
Zarak DOm

Sideboard (20)
Resources

Blue Mountain Dwarves
Dark Quarrels 2x
Forewarned Is Forearmed

Great-shield of Rohan

Many Turns and Doublings 3arvels Told

Muster
Risky Blow 3x
Safe from the Shadow
The Cock Crows 2x
Vilya [R]

Sites (15)
Barrow-downs

Blue Mountain Dwarf-hold

Bree

Carn DOm [R]
Goblin-gate
Grey Havens

B - RELEASE THE PRISONERS (ALATAR'S CHALLENGE DECK)
Elrond leads Alatar's companies into the Orc-haolidhe mountains surrounding Rivendell. Their edrés
to rescue Free People captives and recover stders.i Gates of Morning and strong warriors see them
through. The hazards feature a classic mix of @biwa with Undead.

Starting Company (1) at Rivendell

Promptings of Wisdom
Radagast
The Cock Crows
Hazards
Ambusher
Corsairs of Umbar 2x
Foolish Words 2x
Ghosts 2x
iZéel by Terror
The Ring's Betrayal
Twilight
Veils Flung Away

e Elrond controls Elladan. Erkenbrand controls Orapliilrond has Cram and Erkenbrand has Shield of

Iron-bound Ash.

If you have multiple site-tapping resources in ydnitial draw, consider starting them as 2 compsnie
Elrond and Elladan, Erkenbrand and Orophin.

Suggested Sites for Resources

Book of Mazarbul - Moria [storing it at the Blue Miatain Dwarf-hold]

Goldberry - Old Forest

Gollum - Goblin-gate

Orcrist - Carn Dum or Mount Gundabad
Rangers of the North - Bree

Rescue Prisoners 3x - tapped Carn Dum, Mount G&ohlin-gate, Moria or Mount Gundabad
Scroll of Isildur - Carn Dum or Mount Gundabad
Sword of Gondolin - Barrow-downs or Zarak Dum

The Windlord Found Me - Mount Gram
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Part I: Wizard Decks - Deck B

Blue Mountain Dwarves (sideboard) - Blue Mountaiwddf-hold
Great-shield of Rohan (sideboard) - Zarak Dum ar@®&downs

Resource Play

Alatar's deck makes active use of Gates of Mornitsgmost powerful tactic is to cancel and disctirel
final hazard played against a company with Manyn§wand Doublings if Gates of Morning is in play.t€a
of Morning provides a natural defense against sofmhe more powerful hazards that require or bénefi
from Doors of Night. A patient player can elegantge to the threat of most hazards. Take the towaove
Elrond to Rivendell to play Vilya. Store a Rescuis®hers as soon as you can to get its charactapped.
Do not forget you can do this at Bree, Old Forast] the Blue Mountain Dwarf-hold in addition toaat
Haven. you will face strong creatures in the moumstabut always consider tapping your charactefade
strikes and waiting another turn to play that reseuyou should receive many kill marshalling psint

Alatar

Alatar works well being active and travelling whiis characters. If his company is at a Haven, nibhzest
to give him the option of "teleporting" to anottempany facing an attack. He has enough direaténfte
alone to bring any faction into play, but look feeghim followers to free general influence in yalafense.
This deck is vulnerable to Muster Disperses.

Hazard Play

Play corruption cards as soon as you can. As agptin, consider placing Lure of Expedience on-dufr
you feel fairly certain a company will play an itefirhen reveal it and place it on the characteriptathe
item. He must make a dangerous corruption cheol.Uridead are fairly effortless to play. you canéase
the threat of the corruption cards by playing Cerpandle and Barrow-wight on corruption-laden
companies. Hold off playing Chill Douser until ahet Undead. If an opponent is moving to a site \&ith
Undead-automatic-attack, Chill Douser during thevemoent/hazard phase should make him think twice
about entering the site. Consider this with The Mdse Dead in play. Amassing bonuses to Undead-
prowesses and strikes during a turn gives its awrard.

Sideboard

After playing the Book of Mazarbul, tap Alatar tdrg in the Blue Mountain Dwarves. Try to both stdine
item and recruit the faction with one trip to thev&@f-hold. Of course, storing this item before tree
Council begins is the most important thing.

Strategy Resources

Ah, an Alatar deck. Go around and Kkill stuff. :¥iBasly, the starting company is pretty well suifedthat,
especially with Dodge and Risky Blow to help ouheTMany Turns and Doublings can help out with the
hazards that you can’t defeat especially if theeGatre in play and you can reduce your hazard. lirhi¢
obvious theme is getting items and Rescue PrisoBarfe from the Shadow is a nice touch and domgdb
that Gollum and The Windlord Found Me can providpped Shadow Holds for Rescue Prisoners, as well
as items. The sites were picked well; plenty ofapmity to play all the MP cards. Vilya can be dism

one of your trips back to Rivendell with a Rescuisdhers to get some of the warrior cards or Maugn$
back. Careful playing with Gollum - 4 other decks £, H, and J) have a manifestation of Gollum tloat
may run across.

Strategy Hazards

Hazards are corruption based. The creatures chesks; and the events give points. Simple, triad,igll
work. Don't be afraid to throw a few sacrificial dead, especially Corpse Candles, in the hopesrohfp
more checks. Be careful with The Moon Is Dead - gaue the Barrow Downs and Lossadan Cairn in your
sites, and duplicated auto attacks are nothing¢éeze at. It's too bad that it's difficult to getthe hazards

in your sideboard - the Foolish Words would prolgdi@ pretty useful, more than the third Moon Is Dea
one of the Stirring Bones.
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Part I: Wizard Decks - Deck C

Dwarven Quest

Challenge Deck C Deck List Total: 110 cards

At Start (7)

Dori

Gléin

Kili

Oin (with Cram)

Thorin Il [R] (with Cram)

Other Characters (8)
Pallando 3x

Balin

Boromir I

Celeborn

Fili

Gildor Inglorion

Hazards (30)

Creatures

Cave Worm 3x

Giant Spiders 3x

Lesser Spiders 3x
Neeker-breekers 2x
Wargs 2x

Watcher in the Water 3x
Events

Despair of the Heart 3x
Full of Froth and Rage 3x
River 2x

Seized by Terror 2x
Twilight 2x

Wake of War 2x

Resources (30)
MP Sources
Book of Mazarbul
Bow of Dragon-horn
Durin's Axe
Enruned Shield
Gollum
Hauberk of Bright Mail
Iron Hill Dwarves
Magical Harp
Men of Dorwinion
Quickbeam
Wormsbane [R]
Supporting Resources
A Friend or Three 2x
Bounty of the Hoard
Concealment 3x
Fellowship 2x
Great-road
Hundreds of Butterflies
Lucky Search[R]
Marvels Told
Not at Home 2x
Risky Blow
Smoke Rings
Thror's Map
The Dwarves Are Upon you! 2x

Sites (15)
Blue Mountain Dwarf-hold
Buhr Widu

Sites (15)

Caves of Ulund
Dead Marshes
Goblin-gate
Grey Havens

Iron Hibwarf-hold

Lorien
Moria
Ovir Hollow
Rivendell
Sarn Goriwing

Shrel-Kain
The Lonely Mountain
Wellinghall

Sideboard (20)
Resources
Blue Mountain Dwarves
Gates of Morning 2x
MasvEebld 2x
Not at Home
Promptings of Wisdom 2x
Saruman
The OIld Thrush
Hazards
Covetousughts 2x
Foolish \eLx
Ghosts 3x
Lost in Free-domains
Mustersperses
Twilight

C - DWARVEN QUEST (PALLANDO'S CHALLENGE DECK)

With the prompting of Pallando, Thorin Il leads @rpany of Dwarves into the Dragon lairs and Shadow-
holds east of the Misty Mountains in a quest fairtlpeople. The Dwarves operate with 3 good mix of
fighting enhancement and attack avoidance. Therdazae Animals and Wolves.

Starting Company (1) at Rivendell
* Thorin controls Kili and Dori. Gloin controls Oiithorin and Oin have the Crams.

Suggested Sites for Resources

Bow of Dragon-horn - Ovir Hollow or with Bounty tiie Hoard
Book of Mazarbul - Moria [storing it at the Blue Miatain Dwarf-hold]
Durin's Axe - Sarn Goriwing or Buhr Widu

Enruned Shield - Caves of Ulund or The Lonely Maimt

Gollum - Goblin-gate

Hauberk of Bright Mail - Sarn Goriwing or Buhr Widu

Iron Hill Dwarves - Iron Hill Dwarf-hold

Magical Harp - Ovir Hollow or with Bounty of the tded

Men of Dorwinion - Shrel-Kain

Quickbeam - Wellinghall

Wormsbane - Dead Marshes, Caves of Ulund or Thelydviountain
Blue Mountain Dwarves (sideboard) - Blue Mountaiwddf-hold
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Part I: Wizard Decks - Deck C

Resource Play

This deck is loaded with items giving strong taatiadvantages in play. Corruption is a natural damghen
playing a large number of items, so take the timeplay both Fellowships. In a deck using one large
company, resources that allow multiple marshalfiint sources to be played in one turn are needed f
speed. This deck has three: Bounty of the HoardkyBearch, and Thror's Map. Take special cares¢o u
these to their full advantage. Thror's Map is thastrpowerful of the bunch, so never discard it.e\ibiat
Lucky Search can only be played at Dead Marsheblifsgate, Moria or Sarn Goriwing-not at a Dragon's
Lair. This deck can fight creatures for marshallpmints or cancel the overwhelming threats. After first
few risky turns, the Dwarven-company should be aomfortable position when attacked.

Pallando

Pallando should move to Lorien and form a compaeyet from the play deck. This company is respoasibl
for playing the two allies and the Book of Mazarifuhot played with the Dwarves on an early turn.
Otherwise, Pallando should not move unless youptaperly protect him with tactical options from you

hand. After playing Quickbeam, relocate Pallandopany to Rivendell. Tap Pallando to bring theeBlu
Mountain Dwarves into the play deck. His companguitt be in a convenient position to move to theeBlu
Mountain Dwarf-hold to store the Book of Mazarbabtaplay this faction.

Hazard Play

The hazards attempt to swarm an opponent with tnegfuency of play creatures. Do not underestintade t
role of Neeker-breekers. The greatest threatsharaspiders and Watchers in the Water enhancedFwith
of Froth and Rage and Wake of War. The hazardstase a roadblock sub theme that fills out its dlin
spots in the dark areas against Ringwraith oppsnent

Sideboard

The sideboarding for this deck is not as importtith other Challenge Decks. The most importéat p
is bringing in the Blue Mountain Dwarves after ptay the Book of Mazarbul. If you believe in your
opponent has any sort of Dragon or Drake creatbrasy in The Old Thrush.

Strategy Resources

Dwarves, Dwarves, and more Dwarves. And thus itéesis, and more items - four of them hoard items.
The starting company is pretty typically Dwarvishigh prowess, low body, and corruption prone. Make
good use of the Fellowships and A Friend or Thmeeeo/ou’ve got some of the items. There are onigeh
hoard sites, so use Thror's Map or Bounty of thatddo get two hoard items at one site if you €an.
maybe Lucky Search will get one for you - but beeta of that strike at the end! It's nice to hav&moke
Rings to use, especially since there are plengoofl cards in the sideboard - Not At Home and Thie O
Thrush could be very useful in this deck. This deak produce a lot of MP quickly - calling the coilin
early is a definite possibility. Again, watch Gatiu four other decks may want him, too.

Strategy Hazards

Neeker Breekers? When there could have been Wolvag? Worms instead of Cave Drakes? The
spider/animal/wolves thing is a good idea, butanit take much help for the opposing companiegada s
raking in kill points. This is great against mingoneveryone will have to tap, at least - but ifiyday
against Alatar, expect to discard a lot of creatunegive away the MP in droves. Use your hazards$aw
down the opponent and try to call then Council guizespair of the Heart rather than Lures? Sheesh.
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Part |: Wizard Decks - Deck D

Bargain between Friends

Challenge Deck D Deck List Total: 110 cards

At Start (6)

Beorn (with Black Arrow)
Gimli

Halbarad

Legolas (with Cram)

Other Characters (9)
Radagast 3x

Brand

Celeborn

Elrohir

Haldir

Hama

Thranduil

Hazards (30)

Creatures

Abductor

Ambusher 3x
Assassin[R]

Brigands

Corsairs of Umbar 2x
Ghosts 3x

Lawless Men 3x
Sellswords Between Charters 3x
Stout Men of Gondor
Events

Alone and Unadvised 2x
Rank upon Rank 3x
Seized by Terror 2x
Thrice Outnumbered
Tidings of Bold Spies 2x
Twilight 2x

Resources (30)
MP Sources
Beornings
Bow of the Galadhrim
Easterlings[R]
Iron Hill Dwarves
Men of Dorwinion
Noble Hound 2x
Noble Steed 3x
Orcrist
Torque of Hues
Wood-elves
Supporting Resources
And Forth He Hastened
Dark Quarrels 2x
Flatter a Foe 2x
Forewarned Is Forearmed
Marvels Told 2x
Muster
New Friendship 3x
Risky Blow 3x
Vanishment 2x

Sites (15)
Beorn's House
Buhr Widu
Dale
Dead Marshes
Easterling Camp [R]
Edhellond

Sites (15)
Gobel Mirlond
Iron Hill Dwarf-hold
Lorien
Moria
Raider-hold
Rhosgobel
Rivendell
Shrel-Kain
Thranduil's Halls

Sideboard (20)
Resources
Dark Quarrels
Forewarned Is Forearmed
Gandalf
Gates of Morning 2x
Glamour of Surpassingé&ience 2x
Great-shield of Rohan
Marvels Told
Men of Dale
Promptinggviddom 2x
Wain-easterlings
Wizard's Laughter
Hazards
Corsairs of Umbar
Horse-lords
Itangast Ahun
Scorba Ahun
Seized By Terror
Twilight

D - BARGAIN BETWEEN FRIENDS (RADAGAST'S CHALLENGE D ECK)

Along with Beorn, Gimli and Legolas, an unlikelyalaf Dwarf and EIf, carry out missions of diplomany
the hostile territories north of Mordor. Potent dmanh abilities with some subtle attack avoidance
characterize these heroes of Radagast. The hdeatdse ranks of roguish Men.

Starting Companies (2) at Rivendell
¢ Beorn Gimli, and Legolas form one company. BeorsiBack Arrow and Legolas has Cram.
e Halbarad starts by himself and should stay in Riedn

Suggested Sites for Resources

Beornings - Beorn's House

Bow of the Galadhrim - Buhr Widu, Raider - hold@obel Mirlond

Easterlings - Easterling Camp

Iron Hill Dwarves - Iron Hill Dwarf-hold

Men of Dorwinion-Shrel-Kain

Noble Hound 2x - tapped Easterling Camp, Dale, Gbtidond, Raider-hold or Shrel-Kain
Noble Steed 3x - tapped Buhr Widu, Easterling Ca@ghel Mirlond, Raider-hold or Shrel-Kain
Orcrists - Dead Marshes or Moria

Torque of Hues - Buhr Widu, Raider-hold or Gobellbtid
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Part |: Wizard Decks - Deck D

Wood-elves - Thranduil's Halls

Great-shield of Rohan (sideboard) - Buhr Widu, Reddold or Gobel Mirlond
Men of Dale (sideboard) - Dale

Wain-easterlings (sideboard) - Easterling Campifdu2nd deck cycle)

Resource Play

The diplomat skill rises to the forefront in Radsig deck. You should only begrudgingly discard New
Friendships. This card helps with corruption chedkfluence attempts, and Flatter a Foe, which can
devastate a well planned turn of hazards. Try &y plorewarned is Forearmed only in response tpldne

of a creature or automatic-attacks it affects. Younot want an opponent to have an easy shot latgkil
your Assassin.

Radagast

Radagast must play an active role for this deckuttceed. He certainly should move through Wildesries
draw extra cards, but do not feel you should mazéniihe Wildernesses in his site path or draw allcdrds

he has coming. You can always draw cards one &ne and determine the potential of each before
choosing to burden your hand with more. If Radagasts not keep the card drawing in check, you will
draw more marshalling point sources than you cay pl one turn. This forces you to discard hazands
resource tactical options while you wait to plag tharshalling points. If you discard the marshgliints
instead, you may not be able to accumulate enoudgtnwater turns arrive. Radagast's direct influence
should be used to control characters as soon asibpmsn order to free general influence. Untilsthi
happens, the deck is vulnerable to Muter Dispeaselsinfluence attempts by an opponent. The fadthba
and a follower or two form a second strong compafows you to play more resources from your hand. H
special ability then allows you to draw the nextind of marshalling points-or a good complement of
hazards-more regularly.

Hazard Play
This deck has what is possibly the best creatutbdrgame, Assassin. If the option is available, Tisrice
outnumbered to recycle Assassin (unless you knaw gpponent is not going near its keyable sites).

Sideboard

Against a corruption strategy, tap Radagast togbiin Glamour of Surpassing Excellence as soon as
possible. This card is more against corruption threets the eye. The Dragon Ahunt cards offer a nice
opportunity against opponents who travel consigtanttheir affected regions, so quickly bring theis
once you recognize you are playing the right opptne

Strategy Resources

A “Kill the Minions” deck? Seems like it could wotkat way. Everyone but Halbarad in the starting
company is pretty big. Orcrist for Gimli and ThevBof the Galadhrim for Legolas, plus a bunch of-non
unique allies to add strikes in company vs. compamgbat, gives a definite advantage against théomin
companies in these decks. Plus 15 points worthgaifdns, in case you can’t go kill people. And detting
all these things, Beorn and his Black Arrow caratigg help. All in all, the resources seem welbbakd.

Strategy Hazards

Three Ghosts? Strange, in otherwise totally Maratthgtrategy. And the -Man strategy is pretty gaid,
least against Heros. It's not quite as good agaimsions, since they won't spend as much time irdbo
lands/holds - Lawless Men and Sellswords still wéinkbugh. Thrice Outnumbered is neat, too - as lsg
your Men don't get defeated. And in the sidebotlrdre are a couple of Dragons Ahunt to punish aayon
foolish enough to venture into the Northeast. Othan, the Ghosts, this is a very good hazard deck.
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Part I: Wizard Decks - Deck E

Return of the King
Challenge Deck E Deck List Total: 110 cards

At Start (6) Resources (30)
Aragorn Il MP Sources
Arwen [R] (with Star-glass) Glamdring

Faramir (with Elf-stone) Hauberk of Bright Mail

Annalena Lesser Ring 2x
Magic Ring of Stealth
Other Characters (9) Narsil
Gandalf 3x Noble Steed 2x
Beretar Quickbeam
Bergil Rangers of Ithilien
Boromir I Return of the King[R]
Forlong Sword of Gondolin
Imrabhil Tower Guard of Minas Tirith
Thranduil Supporting Resources

Beautiful Gold Ring 3x
Concealment 3x
Dark Quarrels 2x

Hazards (30)
Creatures

Ambusher 2x Dodge 2x

Cave Worm 3x Marvels Told 2x
Cave-drake 2x Smoke Rings
Corsairs of Umbar Stealth 3x

Ent in Search of the Entwives 3x
Ghosts 2x

Thorough Search

Marsh-drake 2x Sites (15)
Pakel-men [R] Bandit Lair
Rain-drake 2x Buhr Widu

Sellswords Between Charters 2x Dead Marshes
Events Dol Amroth
Foolish Words Edhellond

Lure of Expedience 2x Edoras

Nothing to Eat or Drink Gladden Fields
Power Built By Waiting

Searching Eye

Tidings of Bold Spies 2x

Twilight 2x

Sites (15)
Haudh-in-Gwan(r
Henneth Amn

eisgard
Lorien
Minas Tirith
Moria
Rivendell
Wellinghall

Sideboard (20)
Resources
Dark Quarrels
Gates of Morning 2x
Knights of Dol Amroth
Marvels Told
Pallando
Promptings of Wisdom 2x
Riders of Rohan
Hazards
Alone and Unadvised
Bairanax Ahunt
Corsairs of Umbar
Foolish Words
Ghosts
Incite Denizens
ViDésperses
Nothing to Eat or Drink
Searching Eye
Sons of Kings
Twilight

E - RETURN OF THE KING (GANDALFS CHALLENGE DECK)

Gandalf sends Aragorn and Arwen into the landsgatbe Anduin River to find lost icons of Gondor.€lih
efforts also take the pair to Minas Tirith to bewned King and Queen. The deck relies primarilyatack
avoidance. The hazards contain a heavy mix of geoeral creatures.

Starting Companies (2) at Rivendell
e Aragorn controls Arwen. Arwen starts with Star-glas
» Faramir controls Annalena. Faramir starts with $ftfne.

Suggested Sites for Resources

Beautiful Gold Ring 3x - Bandit Lair, Gladden FisJdsengard or Moria
Glamdring - Haudh-in-Gwanur, Buhr Widu, Moria oeihgard

Hauberk of Bright Mail - Haudh-in-Gwanur, Buhr Widu

Narsil - Dead Marshes

Noble Steed 2x - tapped Buhr Widu, Haudh-in-Gwarugdoras
Quickbeam - Wellinghall

Rangers of Ithilien - Henneth Annun
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Part I: Wizard Decks - Deck E

Return of the King - Minas Tirith

Sword of Gondolin - Haudh-in-Gwanur, Buhr Widu, Moor Isengard
Tower Guard of Minas Tirith - Minas Tirith

Knights of Dol Amroth (sideboard) - Dol Amroth

Riders of Rohan (sideboard) - Edoras

Resource Play

Untapped scouts can play a crucial part in theesgcof Gandalf's deck. They provide your main medns
attack avoidance by using Concealments and Stedltiexre are enough weapons in your deck to make
Aragorn and a couple other warriors from the plagldinto formidable fighters, so expect to receiview
marshalling points from creature kills. Ultimatejgu want to give Arwen a Lesser Ring. This prositier
with enough direct influence to control Aragorn.eBk two form a powerful 2-character company who
require only 3 general influence. With Return ok tKing on Aragorn, he can recruit any faction
automatically. If you play Tower Guard of Minas iflir before Return of the King, be sure to leave a
character at Minas Tirith so that the site is stilhilable to play Return the King. Return of thimdgKdoes

not require the site to tap, nor is its play lirdite the site phase.

Gandalf

One of Gandalf's primary tasks is testing the 3WBi#al Gold Rings with his special ability. This aues
Gandalf must be untapped and must have joineddimpany bearing the ring. It should not strain yieand
too much to hold the Magic Ring of Stealth and kedRings waiting for the gold rings and GandaH'stt
Otherwise, in a company with other characters, @Hnshould feel free to move around gathering
Resources.

Hazard Play

The hazards offer a wide variety of creatures witled attacks in a complete range of regions armed.sit
Except for Searching Eye, each hazard is playablitgsmwn, without directly benefiting from anoth@ihis
means the hazards do not require you to hold dartiand waiting for an optimal complementary hazard
before playing them. If you must discard and haeeeature in hand you are not certain you can gten,
discard it and do not look back. The resource esaheeds all the tactical supporting cards it getn so
freely sacrifice hazards to make room.

Sideboard

Tap Gandalf to bring in the 2 factions after playiReturn of the King. Otherwise the resources m th
sideboard offer general options to defend agaipstific opponents. This quality of generality hoklsen
more for with the sideboard hazards.

Strategy Resources

Gandalf and Aragorn rebuild the old kingdom. Vengrhatic - except there’s no Andruil or White Tree?
Hmm...I think the deck builder had to stretch atbibuild two Gondor decks. Anyhow, this is the iRatof

the King as it might have been without the One Ringlved. Aragorn and Arwen, with the help of many
Dunedain supporters, head for the South to retibidkingdom. But not without picking up a few token
along the way - Narsil foremost among them. Witm@af as your Wizard, Gold Rings can be turned into
Lesser and Magic Rings. Personally, | think theysimurt this deck - if you get one of the specia¢®
before you get Gandalf (or a Gold Ring) then it jei®gs up your hand. A Reforging/Andruil combodan
maybe another Sword and Hauberk, would make margesé game between this and deck A will be very
interesting -probably turn into an influence-thetfans-away contest.

Strategy Hazards

Drakes, Men, Ents, a couple Undead, and Pukel-Fakel-Men? What a useless waste of a rare. 3tdl, t
hazards are pretty decent, given the amount ofapility. If possible, use Tidings of Bold Spies ar
detainment creature to tap some characters, thié@ gram with a horde. Just be careful that you'tdwend
heros MPs on a platter - there are a lot of MRgivte! No less than 20 creatures populate this détkave
liked to see another Muster Disperses in the sigelh@nd both Nothing to Eat or Drinks should bé¢hia
deck. Otherwise, very good.
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Part Il: Ringwraith Decks - Deck F

Spies and Traitors

Challenge Deck F Deck List Total: 110 cards

At Start (8)

Resources (30)

Asternak (with Blazon of the Eye) MP Sources

Ciryaher (with Foul-smelling Pastepwarven Ring of Thélor's Tribe
Dwarven Ring of Thrar's Tribe

Dégrib
Luitprand
Miniod
Ostisen

Other Characters (9)
Addnaphel the Ringwraith 3x
Eradan

Layos

Nevido Smod

Orc Captain 2x

Perchen

Hazards (30)

Creatures

Cave Worm 3x

Cave-drake 3x

Marsh-drake 3x

Nameless Thing

Rain-drake 2x

Slayer 3x

True Fire-drake 2x

Events

An Unexpected Outpost 2x
Doors of Night 3x

From the Pits of Angband 2x
Searching Eye

Summons from Long Sleep 3x
Twilight 2x

Red Book of Westmarch
Stinker

Sites (13)
Dimrill Dale
Dol Guldur
Eagle's Byri
Edoras
Goblin-gate

That's Been Heard Before Tonight 2x ~ Moria

To Satisfy the Questioner 2x
Woses of the Eryn Vorn[R]
Supporting Resources
A Nice Place to Hide 3x
Bade to Rule
By the Ringwraith's Word
Deeper Shadow 2x
Join With that Power
Least of Gold Rings 2x
Not Slay Needlessly 3x
Orc Quarrels 2x
Ruse[R]
Secrets of Their Forging 2x
Tokens to Show
Weigh All Things to a Nicety
Well-preserved

Sites (13)
Bag End
Bandit Lair
Barad-ddr
Beorn's House
Carn DOm

The Worthy Hills[R]
Thranduil's Halls

Sideboard (20)
Resources
Crept Alddigverly
Goblins of Gebdite
Orc Quarrels
Orcs of Moria
Piercing All Shadows 2x
Poisonous Despair
Regiment of Black Crows
Suddalh
Voices of Malice 2x
Hazards
Ambusher 3x
Itangast Ahunt
Lure of Nature 2x
Sand-drake
True Coldidy
Twilight

F - SPIES AND TRAITORS (ADUNAPHEL'S CHALLENGE DECK)

Adunaphel sends traitorous bands bent upon thieamedyespionage into the untainted domains of tee Fr
Peoples. Her inherent knowledge of these areaside®wsome cover, but her missions are extremely
difficult to carry out. The hazards feature a potifering of Drakes.

Starting Companies (2) at Dol Guldur

e Ciryaher controls Ostisen. Ostisen starts with fsooklling Paste.

e Asternak, Dogrib, Mionid and Luitprand form anottmmpany. Asternak controls Dogrib and starts
with Blazon of the Eye.

Suggested Sites for Resources

The Least of Gold Rings 2x - Bandit Lair, Beornsude, Edoras, Moria or Thranduil's Halls
Red Book of Westmarch - Bag End [storing it at Blalbar]

Secrets of Their Forging 2x - Dimrill Dale, The Wy Hills, Eagle's Eyrie or Thranduil's Halls
Stinker - Goblin-gate

That's Been Heard Before Tonight 2x - Eagle's Eyiffeanduil's Halls or Bag End

To Satisfy the Questioner 2x - Eagles' Eyrie, Bsorouse, Edoras or Thranduil's Halls
Woses of the Eryn Vorn - The Worthy Hills

Goblins of Goblin-gate (sideboard) - Goblin-gated2ieck cycle)

Orcs of Moria (sideboard) - Moria
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Part Il: Ringwraith Decks - Deck F

Regiment of Black Crows (sideboard) - The WorthliiDimrill Dale or Bandit Lair

Resource Play

Adunaphel's deck has many resources that need ron®m extra turns of preparation before awarding
marshalling points. This makes the deck slow amgiires holding cards in hand for a long time. Wisat
more, unlucky bite rolling can devastate this detke only consolation is that your marshalling poin
sources are generous, and that successfully plalyiagleck can be very rewarding. Amassing maristugll
points from characters is key, so consider senjotlnd play of sources of extra influence. It is netessary

to play both Dwarven Rings. In fact, they appeaduplicate to ease the plight of playing one. Make
reasonable effort to play both, but not at the espeof attack avoidance or easier marshalling paiatces.
Give the first Dwarven Ring to Asternak. He shotig to influence the Wose faction with either the
Dwarven Ring or Join With that Power. Note that pereShadow cancels and discards the second hazard
against a moving 2-character company containingair.

Adunaphel

Adunaphel's role is simple. She sits in Dol Gulalid cancels one attack a turn. However, you havgyma
attack avoidance cards. During organization phages you have 3 or more such cards in hand (include
Deeper Shadow), she should tap to bring a resaniftem the sideboard. Evaluate your opponent'sittizz

or your own marshalling point needs to make thisicdn Recognizing when you do not need her attack
cancellation is critical to this deck's success.

Hazard Play

To complement your difficult resource strategy deadly mix of Drake hazards. Key to successfuliyng
them is knowing both what and how to recycle witbrf the Pits of Angband. Sending a drake back tw yo
hand with Doors of Night is not always best, espifciwith a resource strategy requiring a lot ofdsain
hand. Do not hesitate to place a drake with Sumnfimms Long Sleep to get it out of your hand. you do
sacrifice its surprise value this way, but you alsay cause an opponent to overestimate the thgaatst
him and adjust his movement accordingly.

Sideboard

During your opponent's first untap phase when yavehfew hazards in hand, half his hazard limit.rnThe
bring ltangast Ahunt, Sand-drake, and True Coldeita your discard pile. These cards will be aldda
options when From the Pits of Angband hits thegabl

Strategy Resources

Freehold raiding is the name of the game for Adhe#ip minions. The starting company is all covard
only two Orcs are in the deck at all. Send themalbne of the five freeholds To Satisfy The Quarstr
and find that That's Been Heard Tonight (although in that order, of course). And at Bag End thel Re
Book waits for you to take it back to the Dark Lotdts of cancellers ought to make getting into the
strongholds easier, and Adunaphel’'s ability makaselling a lot safer. And on the item front, thene
Dwarven Rings. As a minion, there’s no need to ginvam to a Dwarf for extra MPs, so the corruptiemti
too bad. The trick is keeping the corruption on lteast of Gold Rings from hurting your charactetslev
you wait for Secrets of Their Forging and the DvesemRing. For best results, don't play the Gold Ring
early. Just like the hero ring deck, this one ist lmy the rings because they clog up your hand. @i,
Gollum (as Stinker) is in this deck, too. Be carefgainst decks B, C, H, and J; get the Regimelatk
Crows if you can.

Strategy Hazards

Drakes make up the hazard; lots of ‘em. 14, to kact and 3 Slayers are in the mix to cover
borderlands/holds. Doors of Night/From the Pit#Aafjband lets you get them back, and Summons From a
Long Sleep makes them dangerous. An UnexpectedoSutecycles the Summons and Pits. This is a very
good hazard strategy, especially against otheraménisince no points are given away if one of them
defeated. The only problem | see with these hazartise lack of any defense against faction gatigeri
most of the other decks have Muster Disperses oligfoword.
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Part Il: Ringwraith Decks - Deck G

Marauding Brood of Uglies
Challenge Deck G Deck List Total: 110 cards

At Start (7)

Resources (30)

Lagduf (with Foul-smelling Paste) MP Sources

Lieutenant of Morgul [R]
Muzgash

The Arkenstone
Black Mace 3x

Radbug (with Foul-smelling Paste) Burning Rick, Gotd Tree 2x

Tros Hesnef

Other Characters (10)
Dwar the Ringwraith 3x
Bdrat

Orc Captain

Orc Veteran 2x
Shagrat

Tama

Wialuag

Hazards (30)

Creatures

Ambusher 2x

Dire Wolves 3x

Giant Spiders 3x

Wargs 3x

Watcher in the Water 3x
Wolves 2x

Events

An Unexpected Outpost 2x
Doors of Night 3x

Full of Froth and Rage 2x
Searching Eye

Stay Her Appetite [R]
Twilight 2x

Wake of War 3x

Gleaming Gold Ring
Grey Mountain Goblins
High Helm

Ice-orcs[R]

Orcs of Gundabad

Regiment of Black Crows 2x
Supporting Resources

Bade to Rule
Bold Thrust 3x
Crept Along Cleverly 3x
Diversion
I'l Report you
Swarm of Bats

Swift Strokes 3x

Thror's Map

Under His Blow 3x

Sites (13)
Carn DOm
Caves of Ulund
Dale
Dancing Spire

Sites (13)
Dol Guldur
Gold Hill
Gondmaeglom
Irerock
Minas Morgul
Moria
Mount Gundabad
Raider-hold
The Lonely Mountain

Sideboard (20)
Resources
Minor Ring
Orc Quarrels
Orcs of Moria
Orders from Lugburz
Piercing All Shadows 2x
Regiment of BlackWWs
Sable Shield
Sudden Call
Voices of Malice 2x
Hazards
Earcaraxé Ahunt
Foolish Words 2x
Nameless Thing 2x
Rebel-talk 2x
Stench of Mordor
Twilight

G - MARAUDING BROOD OF UGLIES (DWAR'S CHALLENGE DEC K)

Dwar's deck sends Lieutenant of Morgul and a detech of Orc warriors to Dragon country and to barn
couple Border-holds down. Dwar has unwavering faitthe philosophy of might, and seeks large faxgio
of Orcs to serve his ends. The hazards use Dod¥igbt to unleash packs of Wolves.

Starting Company (1) at Dol Guldur
e Lieutenant of Morgul, Muzgash, Lagduf, Radbug, dnds Hesnef form the starting company. The
Lieutenant controls Muzgash and Lagduf. Lagduf Radbug each start with Foul-smelling Paste.

Suggested Sites for Resources

The Arkenstone - The Lonely Mountain, Moria, Cagét/lund, Dancing Spire, Gold Hill or Irerock

Black Mace 3x - The Lonely Mountain, Moria, CavdédJund, Dancing Spire, Gold Hill or Irerock

Burning Rick, Cot, and Tree 2x - tapped Raider-lmidale

Gleaming Gold Ring - Dale

Grey Mountain Goblins - Gondmaeglom

High Helm - Raider-hold

Ice-orcs - Caves of Ulund, Dancing Spire, Gold Hillrerock

Orcs of Gundabad - Mount Gundabad

Regiment of Black Crows 2x - tapped Caves of Ulubdncing Spire, Gold Hill, Gondmaeglom, Irerock or
The Lonely Mountain
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Part Il: Ringwraith Decks - Deck G

Orcs of Moria (sideboard) - Moria (during secondldeycle)

Regiment of Black Crows (sideboard) - tapped CaokdJlund. Irerock, Dancing Spire, Gold Hill,
Gondmaeglom or The Lonely Mountain

Sable Shield (sideboard) - The Lonely Mountain, €&anf Ulund, Dancing Spire, Gold Hill or Irerock

Resource Play

Dwar's deck is primed for a couple delights onlydriraith players enjoy: trophies and the Troll toi
Burat, Tuma, and Wuluag. If at all possible, pla&ophies with the Lieutenant of Morgul. In factkéaany
opportunity to increase his direct influence. He haultiple uses for it, such as I'll Report YOUntolling
followers, and recruiting factions. Particularhguywant to maximize the chance of successfullyuiiog
the Ice-Orc. Shagrat has almost the same potagitihe Lieutenant in all these respects. Sacrdicest
any other card to keep members of the Orc tricaindhuntil playable. In a company together, theirdfits
are remarkable for the influence they require. Tih@ in tandem effectively have only a -1 penalty t
prowess when not tapping to face a strike. Congdhdsrscenario. Burat and Tuma each face a stoika &in
attack, Burat goes first and tap-with his proweiss, strike likely fails. Tuma faces his strike nextt first
taps to untap Burat. Tuma's has -1 prowess agdhiesttrike for being tapped, but Burat became ypadp
For the 2 Border-holds there are 2 site-tappingueses: Gleaming Gold Ring and High Helm. In orater
play the 2 Burning Rick, Cot, and Trees, you mis& these resources at their designated Border-haltls
not leave the sites before burning them down.Wwa# worth it to discard a few hazards to keep ponents
of the Border-hold combination in hand.

Dwar

Dwar does not move from Dol Guldur. During theieatiurns, he should tap to give the combat bontses
his fledgling companies. On later turns, when trmyess of these characters increase, Dwar cary frael
to bring resources in from the sideboard. Do nogdoto bring in Sudden Call during the first degkle.

Hazard Play
Nothing tricky here. Wolves and Animals do not hi# hard as other creatures, but they have a high
frequency of play.

Sideboard

Use Dwar to bring the Minor Ring to the discarcelt his first safe opportunity. It is then avaliéatvhen
Gleaming Gold Ring is brought to him for testingdérs from Lugburz is good for getting the Lieutena
and Shagrat into one monster company. Against aaM¥ippponent, consider bringing the Rebel-talks in
from the sideboard and recycling Stay Her Appetitei may remove all your opponent’s allies in thisy
and double the marshalling points from your allies.

Strategy Resources

Big, bad Orcs and Trolls. And Tros Hesnef, the bgidittle 2 mind character in the game. This deak a
large starting company. Once Dwar is in play, thest get bigger. And there are plenty of thingsrake
them even better. Grab a Black Mace or three, hadHigh Helm. Then go Burning Rick, Cot, and Tree -
and while you're at it, maybe burn up a hero compantwo. Don't spend all your time on your musgles
though, there are plenty of factions to get as.wefiew influence boosters would be nice, to make=ghat
the factions get into play, but the Lt. will prothalbe OK with his inherent +5. The ring seems aohit of
place, too - I'd rather have the Sable Shield endbkck.

Strategy Hazards

Hazards are animals, wolves, and a couple of mbis. dne is better than the similar hero counterpart
large measure because there are more Wolves. AnBdbrs of Night doesn't hurt. The creatures ate al
keyable to most anything. Be careful of the Gorttkno decks, though; your only real defense ag#iste

is Foolish Words, and they're in they're in theedidard. You can still get them (and everyone eld@n
they go after items, though.
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Stealthy Tribe
Challenge Deck H Deck List Total: 110 cards
At Start (7) Resources Sites (13)
Gorbag (with Blazon of the Eye) MP Sources Goblin-gate
Grishnakh The Arkenstone Minas Morgul
lll-favoured Fellow Blasting Fire 3x Moria
Lugdush Great Lord of Goblin-gate [R] Mount Doom
Ufthak)[R] (with Strange Rations) High Helm MouBtam
Orcs of Moria Mount Gundabad
Other Characters (10) Sable Shield Sarn Goriwing
Hoarmdrath the Ringwraith 3x Scroll of Isildur ebbb's Lair
lll-favoured Fellow 2x Snaga-hai 2x
Orc Tracker 2x Stinker Sideboard (20)
Sly Southerner 3x Vile Fumes 3x Resources
War-wolf 3x Black Mace 2x
Hazards Supporting Resources Crept Along Cleverly
Creatures A Nice Place to Hide 3x Fell Rider
Barrow-wight 2x Bade to Rule Orc Quarrels
Chill Douser 3x Crept Along Cleverly 2x Orcs ofrkvood
Ghouls 3x Orc Quarrels 2x Piercing All Shadows 2x
Stirring Bones 3x Records Unread 3x Sudden Call
Wisp of Pale Sheen 3x Sneakin' [R] Voices of kalkx
Events Hazards
An Unexpected Outpost 2x Sites (13) Ambusher 3x
Choking Shadows Barad-ddr Foolish Words 2x
Doors of Night 3x Carn DOm Ghosts 2x
Exhalation of Decay Caves of Ulund Stench of Mord
The Moon Is Dead 3x Dead Marshes Twilight
Plague of Wights 3x Dol Guldur
Power Built by Waiting
Twilight 2x

H - STEALTHY TRIBE (HOARMURATH’'S CHALLENGE DECK)

Hoarmurath directs a band of Morgul scouts intoftirgs Shadow areas of the Misty Mountains toIstea
technologies and win over independent Orc tribés.ninions rely on stealth and minimal movementia
open, through they can fight in a pinch. The hagzam solid Undead.

Starting Companies (2) at Dol Guldur

e Gorbag, Grishnakh, Ufthak, and Lugdush form themeaimpany. Gorbag controls Grishnakh and starts
with Blazon of the Eye. Ufthak starts with StrarRggions.

e lll-favoured Fellow starts by himself at Dol Guldand waits for more characters to join his company.

Suggested Sites for Resources

The Arkenstone - Moria or Caves of Ulund

Blasting Fire 3x - tapped Shadow-hold

Great Lord of Goblingate - Goblin-gate

High Helm - Mount Gundabad or Sarn Goriwing

Orcs of Moria - Moria

Sable Shield - Mount Gundabad or Sarn Goriwing

Scroll of Isildur - Moria or Caves of Ulund [stogrit a Barad-dur]
Snaga-hai 2x - tapped Shadow-hold

Stinker - Goblin-gate

Vile Fumes 3x - tapped Shadow-hold

War-wolf 3x - tapped Shadow-hold (except Dead Measséind Mount Gram)
Black Mace 2x (sideboard) - Moria or Caves of Ul{add deck cycle)
Orcs of Mirkwood (sideboard) - Sarn Goriwing
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Resource Play

The trickiest aspect of this deck is playing mutigite-tapping resources at a small humber of &had
holds. The 3 Records unread are key to pullingdHisThis minor item untaps Goblin-gate for thalles
playable there and Moria for its faction and oneager item. The nature of this deck is for compain@rcs
scouts to move very little, thereby decreasingniinmber of creatures that attack them. Once a shidtv

is tapped, the deck provides a great number ofaplayl marshalling point resources including fatio
allies and item. A company should not move to atapped Moria or Goblin-gate unless it has one of
resources specific to that site in hand.

Hoarmurath

Hoarmurath taps every organization phase to briresaurce to the play deck from the sideboard. dartig
exception is when you have Voices of Malice in yband - Hoarmurath is your only sage. He does not
move from Dol Guldur in any case, increasing yaurdhsize by one. It may be useful to bring in Réfler
near the end of the first deck cycle. In this wayy have the option of moving Hoarmurath for theosel
cycle.

Hazard Play

Woe be the opponent who wanders into this hazardumprepared! Practicing a little patience, you can
unload a vicious mix of Undead-attacks. The kepigirn them into monsters with bonuses from TheMo

Is Dead, Plague of Wights, and Chill Dousers. kanaple, you can reasonably create a Ghouls atfat4 o
strikes at 10 prowess. You should generally lookliszard hazards in favour of keeping your numerous
marshalling point sources in hand, however.

Sideboard

Many resources in the sideboard will undoubtedlyuseful against any opponent: Orc Quarrels, Black
Maces, Sudden Call, etc. In fact, with Hoarmuratbiping most turns to bring a resource into the diegk,

you effectively increase the number of resourcehénplay deck without increasing the number ofandz.
There is nothing tricky about the sideboard hazattle An Unexpected Outposts to recycle your best
Undead creatures or enhancers if you are making gee of them. Otherwise bring in hazards from the
sideboard to hit the elusive opponent in new ways.

Strategy Resources

Starting company here is built to keep hazards aWag scouts count as half for company size, jikst |
hobbits. Gorbag’s a bit larger than your averagebitpthough. The point here is to go to shadowdéol
play some items, allies or factions, and use Recbhdread to untap the site and do it again. Gollam
Stinker) is back, but the competition for him istob big a deal since the Great Lord of Goblin-Gatd the
War-wolves will cover your ally requirements. Thgdikely to be a slow deck, since you'll can spenigast
a couple of turns at a given site.

Strategy Hazards

Hazards are Undead, again more powerful than theversion was. Doors of Night, Plague of Wights] a
The Moon is Dead makes for some truly evil undetidcks. Against other minions, they’ll mostly be
detainment, but slowing your opponent down can $ga@od as wounding characters if you're careful.
Careful usingChoking Shadows against minions - you may end ukingaeverything detainment! Be sure
to save Chill Dousers and Stirring Bones for Ruamsl Lairs, where they’ll be normal attacks. Again,
there’s nothing against factions except two Foolabrds in the sideboard, so be sure to get your. own
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Morgul Rallying Cry

Challenge Deck | Deck List Total: 110 cards

At Start (8) Resources (30) Sites (13)
Horseman in the Night (with Blazon of the Eya)IP Sources Minas Morgul
lll-favoured Fellow Asdriags Minas Tirith
Orc Brawler Blasting Fire 3x Moria

Orc Captain Great Bats 3x Mount Doom
Orc Captain (with Blazon of the Eye) Helm of Fear Ndarniag Camp
Orc Veteran Ndrniags Sarn Goriwing

Orcs of Ash Mountains Shelob's Lair

Other Characters (9) Orcs of Udan

The Witch-king 3x Palantir of Minas Tirith Sideboard (20)

Orc Brawler 2x That Ain't No Secret 3x Resources

Orc Captain Uruk-hai[R] Above the Abyss 2x

Orc Tracker 3x Vile Fumes 3x Black Trolls
Supporting Resources Crept Along Cleverly

Hazards (30) Awaiting the Call 2x Last Child of Ungoliant [R]

Creatures Fell Rider 2x Sudden Call
Ambusher 2x Gifts as Given of Old 2x Voices oflda
Ghosts 2x Records Unread Hazards

Rain-drake 3x Under His Blow Alone and Unadvised
Slayer 2x Voices of Malice 2x Corsairs of Umbar 2
True Fire-drake 3x Weigh All Things to a Nicetfruel Caradhras
Events Earcaraxé Ahunt

An Unexpected Outpost 3x Sites (13) Foul Fumes 2x

Doors of Night 3x Barad-dar Ghosts

Long Winter 3x Carn DOm Nameless Thing 2x

Lure of Nature 3x Cirith Gorgor Scatha Ahunt

Snowstorm [R] Cirith Ungol Stench of Mordor
Twilight 2x Dead Marshes Twilight
Withered Lands 3x Dol Guldur

| = MORGUL RALLYINF CRY (THE WITCH-KING'S CHALLENGE = DECK

The Witch-king's mission is to solidify Sauron'sdes in Mordor. His minions do best when not moving
from the safety of this evil domain. They have vkitje to help them tactically, but in Mordor thejould
not need much. The hazards can create a devastatimonment of roadblock.

Starting Companies (3) at Minas Morgul

e One Orc Captain controls lll-favoured Fellow. Thimmpany travels to Mount Doom to sit for most of
the game.

« Horseman in the Night controls Orc Veteran. Horseimathe Night starts with Blazon of the Eye. This
company travels to Nurniag Camp to sit for mosthef game.

e The other Orc Captain and Orc Brawler form thedttiompany. This Orc Captain starts with Blazon of
the Eye, and the company travels to Cirith Gorgasit for most of the game.

Suggested Sites for Resources

Asdriags - Nurniag Camp

Great Bats 3x - tapped Shadow-hold

Nurniags - Nurniag Camp

Orcs of Udun - Cirith Gorgor

That Ain't No Secret 3x - Mount Doom

Vile Fumes 3x - tapped Shadow-hold or Dark-hold
Last Child of Ungoliant (sideboard) - Shelob's Lair
Blasting Fire 3x - tapped Shadow-hold or Dark-hold
Helm of Fear - Barad-dur
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Orcs of Ash Mountains - Cirith Gorgor
Palantir of Minas Tirith - Minas Tirith
Uruk-hai - Cirith Gorgor

Black Trolls (sideboard) - Cirith Gorgor

Resource Play

Play the Awaiting the Calls on the 2 Orc Captaiosfree enough general influence to bring in more
characters. This means you should play That Airdt S&cret on the lll-favoured Fellow since the Orc
Captain at Mount Doom, ideally should not move tores this event. The lesser mind characters will
"shuttle" between sites, storing resources, deligeRecords unread to Nurniag camp, etc. Note ttat
lower mind characters from the deck can come ity pnder direct influence at the Dark-holds.

The Witch-king

The Witch-king moves with Fell Rider to Minas Tirito play the Palantir and to Barad-dur to playrief
Fear. Playing these items requires him to tap tw@@therwise, the-Witch-king, as the deck's onlyesag
should be untapped to play Voices of Malice to aidcFoolish Words or other debilitating hazard
permanent-events. Foolish Words can be revealeth am-guard card in response to an attempt to lay
faction. During the site phase, with Voices of Maliin hand, the Witch-king should wait for all fiact
attempts before himself playing an item. He careglwvait another turn to play his item.

Hazard Play

This deck has an unusual hazard strategy that ofteses great frustration for an opponent -the tdBloek
Strategy." Its goal is to prevent an opponent freaching his new site or to tap his new site pranaéit to
prevent the play of resources. An opponent whogeizes this strategy should forget all other sidetimg
needs and bring in his anti-roadblock resourcess&linclude Gates of Morning, Skies of Fire, Pramgst

of Wisdom, and Piercing All Shadows. As for youaylthe key is your An Unexpected Outposts. youtmus
choose your cards to recycle from Long Winters, v@&torm, Doors of Night, another An Unexpected
Outpost, and Twilight.

Sideboard

If Voices of Malice is not in hand or if you willat try to influence a faction, tap the Witch-kirgghring in

a resource from the sideboard. Above the Abyssagai Wizard opponent is invaluable. When a company
of 3 or more Orcs forms at Minas Morgul, bring ih€lLast Child of Ungoliant. you should play her mea
the end of the first deckcycle. Of course, you wided Sudden Call towards the end of the firstecycl
Hazard-wise, bringing in Foul Fumes against ceflimards-opponents can be important.

Strategy Resources

Factions are the name of this game. Get your Optalla and an attendant Brawler, over to Cirith gaor

to play factions. The Horseman can go get the Mad,discover things That Ain't No Secret anywayeTh
Witch King can get the Helm of Fear and the Patastice he shows up. And when you have a character o
two that you can afford to lose, get the Last ClofldJngoliant from the sideboard and go invade Big
Spider’s lair, This is another deck that’s liabbebe slow, because there are a lot of things owmlgthwone
point, But it's unlikely that anyone can stop ydwdu're careful. Beware of Stench of Mordor - tltain
really slow you down.

Strategy Hazards

Wow, roadblock in a sealed deck! Snowstorm is endkck. but Long Winter is your bread and butteye U
the Withered Lands to keep sites tapped. That wauttbrmally be affected. Get the Long Winter back
with An Unexpected outpost. And whatever happeos;tdose the Doors of Night! | think a third Twgflint
couldn’t have hurt. Lure of Nature is a nice touahd the creatures are useful. This strategy ntighe
some trouble against freehold roamers, but theg havgo get items sometime. The only real weak &pot
those going out to sea, and the Rain Drakes cdwras well. This ought to slow down the opposition
pretty good.
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Seducing Nations of Men
Challenge Deck J Deck List Total: 110 cards

At Start (6) Resources (30) Sites (13)

Horseman in the Night (with Blazon of the Eye) MP Sources Goblin-gate

Hador The Arkenstone Gondmaeglom

Odoacer Balchoth[R] Isengard

The Mouth [R] (with Strange Rations) Corsairs OfliR Minas Morgul
Easterlings Moria

Other Characters (11) Haradrim Mount Gundabad

Inddr the Ringwraith 3x High Helm Raider-hold

lll-favoured Fellow 3x Palantir of Orthanc SowhrOasis

Jerrek
Nevido Smod
Orc Captain 3x

Hazards (30)

Creatures

Cave Worm 2x
Corpse-candle 3x
Ghosts 2x

Marsh-drake 2x
Sellswords Between Charters
Slayer 2x

Events

Alone and Unadvised 3x
Covetous Thoughts
Dragon-sickness 2x
Lure of Expedience 3x
Lure of Nature 3x

Lure of the Senses 3x
Twilight 2x

Weariness of the Heart

Scroll of Isildur
Southrons
Stinker
Wain-easterlings
Supporting Resources
Bade to Rule
Bold Thrust 3x
By the Ringwraith's Word
Crooked Promptings
Crept Along Cleverly 2x
Orc Quarrels 3x
Ready to His Will [R]
Secret Book 3x
Tormented Earth 3x
Voices of Malice

Sites (13)
Barad-dar
Caves of Ulund
Dol Guldur
Easterling Camp

The Wind Throne

Sideboard (20)
Resources
Crept Along Cleverly
Focus Palantir
Great Bats
Greyubtain Goblins
Hold Rebuilt and Repaired
Orcs ofr@dabad
PoisoDespair
Piercing All Shadows
Regiment of Black Crows
Skidsire 2x
Sudden Call
Voices of Malice 2x
Hazards
Covetous Thoughts
Lost in f8@mains 2x
River 2x
Twilight

J - SEDUCING NATIONS OF MEN (INDUR'S CHALLENGE DECK )

Indur enlists The Mouth to seduce nations of mdnrigctions in the less civilized lands surrounding
Mordor. Adept in the dark arts of magic, Indur seradong a master of sorcery, Hador, to protectethes
efforts. The hazards feature corruption with a ofigeneral creatures.

Starting Company (1) at Dol Guldur
e The Mouth controls Horseman in the Night. Hadortomla Odoacer. The Mouth starts with Strange
Rations and Horseman in the Night starts with Bteabthe Eye.

Suggested Sites for Resources

TheArkenstone - Caves of Ulund or Moria

Balchoth - Raider-hold

Corsairs of Rhun - Raider-hold

Easterlings - Easterling Camp

Haradrim - Southron Oasis

High Helm - The Wind Throne

Palantir of Orthanc - Isengard

Scroll of Isildur - Caves of Ulund or Moria [stogrit at Barad-dur]
Southrons - Southron Oasis

Stinker - Goblin-gate

Wain-easterlings - Easterling Camp

Great Bats (sideboard) - tapped Goblin-gate, Marigount Gundabad
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Grey Mountain Goblins (sideboard) - Gondmaeglom
Orcs of Gundabad (sideboard) - Mount Gundabad

Resource Play

Your goal should be to play 5 of the 6 man factiahthe 3 Border-holds surrounding Mordor. Esséitia
playing two at one site is the minor item, SecrebB It may become a chore moving a character to a
Border-hold just to untap it with this item, butié often necessary. High Helm can help The Mouth o
Horsemann in the Night with their influence attesapffPay close attention to the Standard Modification
factions in play give. you may receive more bonusae than anticipated. Hador plays a very impaoant

in the success of this deck. He casts a Powerfatlatavoidance sorcery, Tormented Earth. When not
needed otherwise, tap another character to helpHaith the corruption check from this spell. Noiet
Hador play Tormented Earth even if tapped or wodn@ayers are a real threat, so save Ready toVilis

to make this creature an ally and stop its atta®k& or more companies of Orc should form at DdHGu
These are responsible for playing most of the ramtidn resources. Never hesitate to sacrifice ant@a
large attack for the greater good of Sauron.

Indur

Indur does not move. He uses his special abilitpriog discarded Tormented Earth back to your h#nd.
enough attack avoidance is otherwise in hand lodartap during his organization phase to bringsauece
to the play deck. Poisonous Despair works besikién to the discard pile first. Indur can bringstto your
hand if your opponent becomes a threat to influgroce marshalling points away.

Hazard-Play

The hazards have a high frequency of play so thatSecret Books cycle into your hand quickly. The
creatures will not consistently threaten your omganbut your corruption should have a profouneaffA
prudent opponent will slow down his movement toetdimne removing the corruption cards; a careless
opponent will take costly losses from failed cotrap checks.

Sideboard

The sideboard contains an additional 8 marshallioigts of resources. They work well coming into the
deck for the second deck cycle. If your compantesia good shape tactically, tap Indur to bring sawh
them sooner.

Strategy Resources

The Mouth comes into his own in the challenge detkere’s no Mouth of Sauron to return him to your
hand, so he can roam around and influence factigthsimpunity. Which is exactly what this deck uses

to do. 6 factions are in the deck. with 2 morehia sideboard. Between the Mouth and the Horseman yo
can get just about any faction with ease - esfdgamice you give the Mouth the Blazon and High Helm
Use cancellers and the other characters to keepuhiapped. And if you run out of factions startyaing
resources. Use a second company, probably ovdrtamitOrc Captain and lll-favoured Fellow to go tet
items and allies. Stinker is in this deck too (Sigbollum just won't go away), so be sure to grakaly out

of the sideboard just in case if you're playing af¢he other Gollum manifestation decks.

Strategy Hazards

Corruption is always a good hazard strategy. Plaityures, Corpse Candles, Dragon Sickness and
Weariness to force checks, and a few other creatireslow the opposition down. Downside - no anti-
mustering cards. Covetous Thoughts is great vamgngns and totally worthless against heros. | doub
Alone and Unadvised will be playable very muchtd time - I'd say 3 of them is too many. I'd ratinave
another Weariness instead. Overall, though, heitbhate it and minions will be annoyed. What maan

you ask from corruption’?
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THE SHADOW -DEEPS

Red Box Deck List Total: 129 cards - Cards in beasK] are from earlier expansions.

At Start (7)

Gangways over the Fire
Orders from the Great Demon
Azog

Bathrakaur

Mountain-maggot 2x

[Orc Veteran]

Other Characters (10)
The Balrog 3x

[Blrat]

[Gorbag]

[Orc Tracker 2x]
[Shagrat]

[Tama]

[Wiluag]

Hazards (32)

Creatures

Beorning Skin-changers
Carrion Feeders
Monstrosity of Diverse Shape (U)
Shelob's Brood 2x

Spawn of Ungoliant (U)
Ungoliant's Foul Issue (U)
Ungoliant's Progeny (U)
[Giant Spiders 3X]
[Half-trolls of Far Harad 2x]
[Lesser Spiders 3x]
[Neeker-breekers 2x]
Events

Black Vapour

Darkness Made By Malice
The Reek

Unabated in Malice
[Foolish Words 2x]

[Full of Froth and Rage 3x]
[Greed]

[Lure of Expedience 2x]
[Twilight 2x]

THE SHADOW -DEEPS

Resources (32)
MP Sources
Cave Troll
Descent through Fire
Evil Things Lingering (U)
Great Troll
Maker's Map
Tempest of Fire
[Black Mace 2x]
[High Helm]
[Iron Shield of Old 2x]
[Orcs of Mirkwood]
[Orcs of Moria]
[Sable Shield]
[Stinker]
Supporting Resources
Ancient Secrets 2x
Angband Revisited
Caverns Unchoked
Foe Dismayed
Going Ever Under Dark
Great Fissure 2x
Great Shadow 2x
Out He Sprang
Vanguard of Might
[Bold Thrust 3x]
[I'l Report you 2x]

Sites (20)
Moria
The Under-gates
The Drowning-deeps
The Iron-deeps
The Sulfur-deeps
The Under-courts
The Under-galleries
The Under-grottos
The Under-leas
The Under-vaults
Barad-dar

Sites (20)
Carn Dam
Cirith Gargo
Cirith Ungol
Dol Guldur
Minas Morgul
Remains of Thangorodrim
[Dead Marshes]
[Goblin-gate]
[Sarn Goriwing]

Sideboard (28)
Resources
Breach the Hold
Cloaked by Darkness
Crook-legged Orc
Darkness Wielded
Flame of Udln
Hill-troll
Memories ofKaidure
Roots oBaeh
errd@r Heralds Doom
[I'll Be at ydeels]
[Orc Veterah 2
[Piagz All Shadows]
[SkieskKife 2x]
[Sudden Gal
[The Under-roads 2x]
Hazards
Desire All for They Bell
Glance of Arien
The Sun Shone Elgrc
[Corsaindrobar]
[Covetous Thoughts 2X]
[Muster Dispsrax]
[Stench afriélior]
[Wvay Is Shut]

This deck features the Balrog's Great Shadow fowhich is his stealthiest and most reclusive-alaitg
bold adventuring in Sauron’s domains. The Undepddseneath the Dark Lord’s holds tempt the Balrog
with the lingering power of Morgoth, the creatordaBlack Enemy. The Balrog dispatches his Orcs and
Trolls to retrieve what they can here and fromgttengholds above. The deck’s hazards center ate&pi
and Animals land the horrible Spawn of Morgoth, hemnearthed for this expansion.

Starting Company (1) at Moria

e Azog controls two Mountain-maggots, Buthrakaur colstthe Orc Veteran. Instead of two minor items,
start with Orders from the Great Demon on the com@ad Gangways over the Fire.

Suggested Sites for Resources

Black Mace 2x - Cirith Gorgor, Minas Morgul, Barddf or Remains of Thangorodrim (after tapping

Editorial: Birk Pinker
mail: birk.pfeiffer@web.de

Page 23 of 80

Last update: May 2011



Part Ill: Balrog Decks - Deck #1

otherwise)
Cave Troll - (tapped) The Sulfur-deeps, The Iroegle The Under-courts or The Under-galleries
Descent through Fire - The Under-courts or The Wgaddleries
Evil Things Lingering - The Under-courts, Remaifi§ bangorodrim or The Under-galleries
Great Troll - The Under-grottos, The Iron-deepse TInder-vaults, The Under-leas, The Sulfur-deeps or
The: Drowning-deeps
High Helm - any major item Under-deeps site (aftgping otherwise), Cirith Ungol, Cam Dum or Barad-
Dur
Iron Shield of Old 2x - (after tapping otherwiseel Under-grottos, The Under-vaults, The Under-leas,
The Drowning-deeps or Remains of Thangorodrim
Maker’'s Map - Dol-Guldur, Remains of Thangorodrimlthe Under-galleries
Orcs of Mirkwood - Sarn Goriwing
Orcs of Moria - Moria
Sable Shield - any major item Under-deeps sitee(atipping otherwise), Cirith Ungol, Cam Dum or
Barad-Dur
Stinker - Goblin-gate
Tempest of Fire - Dead .Marshes
Breach the Hold (sideboard) - The Drowning-deeps
Roots of the Earth (sideboard) - The Drowning-deeps

Resource Play

The power of this deck improves dramatically usBrgat Shadow’s ability to recycle non-short-event
resources and characters. Guiltlessly discard weruient MP sources drawn early in the game, becguse
can recycle; and redraw them later. Access additicsources from the sideboard by tapping Thedgatw
bring five to your discard pile, cycling these usf@reat Shadow's ability. Cycle and recycle SkieBire to
foil an opponent’s Doors of Night strategy. The lkdeglies on one or more high prowess non-Balrog
companies to roam the heart of Mordor and beyohdrd are plenty of cards in the deck to make your
characters colossal fighters. I'll Report you 2ladk Mace 2x, and Descent Through Fire are the mags,
so take special care to play these. The only umdengl route to The Under-galleries and The Undeiriso
- the two most important sites - goes through Thikugdeeps. Therefore, avoid tapping The Sulfueste
until playing Descent Through Fire and tapping Hatbr sites. Also, avoid tapping The Under-lead @he
Under-vaults too early.

The Balrog

As soon as convenient, tap The Balrog to brindnéodiscard pile Breach the Hold. Roots of the Earth
Memories of Old Torture, Flame of Udun, and a sadel resource that reacts to your opponent. These
cards are now ready to easily pop into the plak dsing Great Shadow’s ability. and without taxpigy.

In Great Shadow form The Balrog should always maupanied by his minions outside of a Darkhaven.
While waiting to draw Great Troll and Descent ThgbuFire, he should stay in Moria conveniently bitigg
in characters and playing Ancient Secrets. WherOitos of Moria faction shows up, snag it for 3 MPs.
Once The Balrog plays Descent Through Fire - tre'demost important card - bring in Breach the Hold
and Roots of the Earth from the sideboard. Sen®@#heng north to The Drowning-deeps/Remains of
Thangorodrim area once you draw one of them. MdBtddurces are playable between these two sites.
Expect to shave an excess of MP sources in haticeagmme wears on if you have been recycling diechr
ones. Consider Flame of Udun to maximize the B&rbgttle-readiness, though this minimizes playing
additional MP cards. Eventually, Out He Sprung Witlthe table, allowing The Balrog to surface for
company vs. company combat; against a hero opponerttptimally prepare for attacking, bring in Flam
of Udun , as The Balrog cannot move on the sunfdtie Great Shadow.

Hazard Play

The hazard mix contains plenty of Spiders, a hdraffdhnimals, and enhancers for both. A few bagility
cards are included to cover blind spots. Certalmaaners -called Spawn - form a natural sub-thenibeif
own. Three of the deck’s hazards depend on the aunftSpawn in play. Take special care with thevBpa
Monstrosity of Diverse Shape. It provides an apilif which you will no doubt make efficient use.
However, it also creates a vicious automatic-at@tckhe Drowning-deeps and Remains of Thangorodrim.
you must be prepared to either discard this hagaudself, cancel its attack or sacrifice some s@ubs to

its horribly twisted mass.
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Balrog's Host

Green Box Deck List Total: 121 cards - Cards irckess [] are from earlier expansions.

At Start (5) Resources (31) Sites (20)
Gangways over the Fire MP Sources The Under-leas
Orders from the Great Demon A Few Recruits The Undelts
Bolg Breach the Hold The Wind-deeps
Umaguar Great Army of the North [Beorn's House]
[Old Troll] Nasty Slimy Thing (U) [Eagle's Eyrie]
People Diminished [Goblin-gate]
Other Characters (9) Roots of the Earth [Gondmaeglom]
The Balrog 3x Stabbing Tongue of Fire (U) [Ironkiwvarf-hold]
[Barat] Whip of Many Tongues (U) [Mount Gram]
[Tama] [Iron Shield of Old] [Mount Gundabad]
[Waluag] [Goblins of Goblin-gate] [Thranduil's Ha]l
[Orc Tracker 2x] [Grey Mountain Goblins] [Wellinghia
[Orc Captain] [Orcs of Angmar] [The Wind Throne]
[Orcs of Gundabad]
Hazards (31) [Orcs of Moria] Sideboard (25)
Creatures Supporting Resources Resources
[Bairanax Ahunt] A More Evil Hour Crook-legged Orc
[Ghosts 2x] Ancient Secrets Crowned with Storm
[Marsh-drake 2x] Angband Revisited 2x Eddy in Fafiete
[Nameless Thing 2x] Caverns Unchoked Flame of Ud{n
[Sellswords Between Charters 2x] Foe Dismayed 2x artHef Dark Fire
[Scatha Ahunt] Great Fissure Hill-troll
[Scorba Ahunt] Obey Him or Die Invade Their Domain
[Smaug Ahunt] Out He Sprang 2x Lord and Usurper
[True Fire-drake 2x] Strangling Coils 2x Mine or Kme's
Events [Crept Along Cleverly] Mountain-maggot
[An Unexpected Outpost 3X] [Swift Strokes 2x] Praaé/iolence
[Doors of Night 3x [Voices of Malice] Roam the Wast
[Foolish Words 2x] Scourge of Fire
[From the Pits of Angband 2x]  Sites (20) [Piercing All Shadows 2x]
[Long Winter 3x] Moria [Sudden Call]
[Mordor in Arms] The Under-gates Hazards
[Stench of Mordor] Ancient Deep-hold Diminish anepart
[Twilight 2x] The Gem-deeps Fled into Darkness
The Pikel-deeps Olog Warlords
The Rusted-deeps Press Gang
The Under-grottos [Covetous Thoughts 2X]

[Earcaraxé Ahunt]
[Muster Disperses]
[Stench of Mordor]

Balrog's Host

The Balrog uses his Strangling Coils form in théskito maximize direct influence and faction retingj.

He wants all Orc factions of the Misty Mountainshis Great Army. When the time is right, the Balrog
burrows into the Iron Hill Dwarf-hold from the Unddeeps to claims the realm as his own - much as he
took Khazadum now called Moria. The hazards congimix of two sub-themes: Dragons/Drakes and
roadblock.

Starting Company (1) in Moria
< Umagaur controls Bolg, Old Troll starts under gahémfluence. Instead of two minor items, starthwit
Orders from the Great Demon on the company and Waygjover the Fire.
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Suggested Sites for Resources

A Few Recruits - Gondmaeglom (tapped)

Breach the Hold - The Rusted-deeps

Goblins of Goblin-gate - Goblin-gate

Grey Mountain Goblins - Gondmaeglom

Iron Shield of Old - (after tapping otherwise) Theder-leas or any non-Darkhaven Under-deeps Ruins &
Lairs

Nasty Slimy Thing - The Gem-deeps, The Pukel-de€ps,Under-vaults or The Under-grottos

Orcs of Angmar - Mount Gram

Orcs of Gundabad - Mount Gundabad

Orcs of Moria - Moria

People Diminished - Eagle’s Eyrie, Beorn’s Houderahduil's Halls or Wellinghall

Roots of the Earth - The Rusted-deeps

Stabbing Tongue of Fire - (after tapping otherwesay non-Darkhaven Under-deeps site

Whip of Many Thongs - (after tapping otherwise) aon-Darkhaven Under-deeps site

Eddy in Fate’s fide (sideboard) - Wellinghall, EgiglEyrie. Thranduil's Halls, Beorn’'s House

Invade Their Domain (sideboard) - Iron Hill Dwarbid

Resource Play

you must recruit at least four of the five unique @ctions to receive two marshalling points frGreat
Army of the North. Therefore, do not discard unigdre factions without attempting to influence thedm

the other hand, A Few Recruits is an excellentatschoice, unless you have Grey Mountain Gobhins i
hand or in play and Gondmaeglom is available. @kisk contains two Out He Sprangs to help The Balrog
reach an opponent’s company for company vs. compampat. If you have a site where an opponent’s
company is present, attack them if at all conveni¢may be worth holding Great Fissure in youndha
indefinitely as insurance waiting for the chanceng in Flame of Udun and Scourge of Fire from the
sideboard if yours opponent travels a lot arourdMiisty Mountains. Against a minion opponent, brimg
Prone to violence as soon as possible. The deekturces threaten your opponent as much as yoardsaz
Specifically, you have the potential to strip ouP#1 Besides the potential of company vs. compambed,
you have People Diminished, Crowned with Storm,yHdd~ate’s Tide, Invade Their Domain, Mine or No
One’s, and Scourge of Fire, which is probably tlesthpowerful. Ultimately, you want to complete this
expansion’s ultimate quest - invading the Iron BiWarf-hold. Leisurely play Roots of the Earth and
Breach the Hold as your draw them. They do not ha\e played in order, land each keeps The Rusted-
deeps in play without committing a character garrisAfter you have cycled about half your deckngrin
Invade Their Domain and Lord and Usurper. Keepupltmtactical cards in hand to insure their sudoéss
play. The only underground route to The Rusted-gg@es through The Under-leas and The Wind-deeps.
Therefore, avoid tapping these two sites at leatit The Balrog is at The Rusted-deeps and prepiared
play Invade Their Domain.

The Balrog

The Balrog with Strangling Coils recruits factiovesry well without enhancement-and usually requires
tactical cards to remain untapped against creatiten he is not attacking an opponent, The Baisog
your number one option for gathering the Great Armpou will need The Balrog to tap to bring a fewdsa
in from the sideboard. Do not forget to bring ird8en Call before the first deck cycle ends.

Hazard Play

The hazards feature several Dragon Ahunt manifestt powerful Drakes, Long Winter to tap your
opponent’s deep Wilderness sites, and Doors of tNigimake everything function efficiently. This dé
hazards slam opponents travelling around the MiMbuntains and Dragon country. Unfortunately the
hazards are rather weak against Gondor decks, mgdreediocre against Mordor and Under-deeps minion
decks. Bring in Covetous Thoughts as soon as gdesaiminst a minion opponent. Use An Unexpected
Outposts to recycle Twilights, Long Winter, Doork Night, and itself as you determine their necegssit
against each opponent. You need to consider yoarmawvement when playing Long Winter because it taps
your deep Wilderness sites too. You need to congioler own movement when playing the Dragon Ahunt
cards as your surface movement may take you thrbugting grounds.
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Part IV: Additional Ringwraith Decks - Introduction
Introduction of the four new Ringwraith Decks

The next four decks are made under the same congliis the other ten challenge-decks
* Three rare cards
» 30 hazards — at least 12 creatures
e 30 resources
e 110 cards total

Only the size of the sideboard is different to ottiecks. Because the Akorahil deck needs a loited she
sideboard was reduced to 8 cards and so this deckdw 28 sites. The other three decks has 20 eaads
in the sideboard.

Also the starting companies are now unique. Thiamaghat no other challenge deck has the sameeauniqu
character in the starting pool. The decks for Révatha and Khamul were taken from meccg.net where
Mark Alfano posted the decks in 2006. | haven'trafed the original list for resources and hazardgvie
just made little changes in the starting compaayr{ake them unique to the other challenge declksc-ta

the four new one) and | added a sideboard and eltesmgme sites.

The Akorahil deck has the same idea as Mark Alfameéll known Malady deck. The original deck is much
more better than the challengedeck because thimarideck has more rare cards in it. But | thin&ttitou
will get an idea how the original deck is working.

The descriptions of the decks have the same clwbtan the old decks. So it is easy to play thesksd But
most of the decks are not so quick. So you sholdg pspecially against the hero-decks two-deck. The
reason for this is just simple. A ringwraith-playereds a Sudden call to finish the game. This isardyour
sideboard. So you need to sideboard it and themged to draw it. Also the numbers of marshalliomis

you can get quick is not so high than in a wizaedkd So you need to slow down your wizard-player-
opponent.

Here You find an overview of the Marshalling poietsch Challengedeck has in deck plus sideboard.

Deck A |B |C |DJ|E |F |G |H|I |J 1| 2|K |[L {[M|N |O |P |Q |R|S |T |U |V
characters 12112|13|15|15|15(12|10|11(17|15|15|15|14|10|13(14|17|13|16|14|14|15|17
allies 2| 3| 4| 5| 4| 3| 3| 7| 6| 4| 6| 1| 3| 9| 2| 3| 2| 9| 3|13| 6| 4| 5| 8
factions 15| 6/10(19|11| 8|10| 8| 9(18| 5|14| 7|14| 4|11| 9| 5|17| 5|19|17|12| 5
Misceneallous| 7| 9| 0| 0| 3|10| 4| 0| 3| 1|12|19| 0| 0| 2| 9|25| 6| 7| 8|12| 2| 9| O
items 12117|19(10|16|13(15|22|11(13|12| 4|26|12|10| 9| 4|16| 4| 5| 2|10| 7|14
total 48 |47 |46|49|49|49|44|47|40|53|50|53|51|49|28|45|54|53|44|47|53|47|48|44

You see that each deck has enough Marshalling ointall the council/Audience with Sauron/Day of
Reckoning/Day of Decision.

For any comments please drop me a line. Thank&iawnel fun.
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Part IV: Additional Ringwraith Decks - Introduction

Editorial: Birk Pinker Page 28 of 80 Last update: May 2011
mail: birk.pfeiffer@web.de



Part IV: Additional Ringwraith Decks - Deck K

Lord of Rings

Challenge Deck K Deck List Total: 110 cards

At Start (6) Sites (13)

Dror (with Open to the Summons) Isengard*
Gulla [R] Minas Morgul*
Layos Moria*

Surion (with Open to the Summons)

Southron Oasis*

Variag Camp*

Hazards (30) Woodmen-town*

Creatures
Arthadan Rangers Sideboard (20)
Ghosts Resources
Nameless Thing Bade to Rule
Sellswords Between Charters 3x Bold Thrust
Slayer 3x Gifts as Given of Old
True Fire-drake 3x Minor Ring
Events Piercing All Shadows
Arouse Defenders Rumor of the One [R]
Awaken Defenders Southrons*
Awaken Minions 2x Sudden Call
Doors of Night 3x Swift Strokes
FEAR! FIRE! FOES! 3x Trifling Ring
Fell Winter 2x Variags of Khand*
Incite Denizens 3x Hazards
Twilight 3x Ambusher

Cave Worm
Sites (13) Earcaraxe Ahunt
Amon Hen* Foolish Words
Bandit Lair* Itangast Ahunt
Beorn's House* Lost in Free-domains
Dimrill Dale* Muster Disperses
Dol Guldur* New Moon
Edoras* Withered Lands

Gladden Fields*

K — Lord of Rings (Ren’'s CHALLENGE DECK)

Other Characters (11)
Ren theyRraith 3x
Asternak
Eradan
adadt
Jerrek
Luitprand
Mionid
Odoacer
Pon Opar

Resources (30)
MP Sources
Bright Gold Ring 2x
Dwarven Ring of Thelor's Ttbe
Gold Rind 8euron Fancies 2x
Minor Ring 2x
Palantir of Orthanc*
Scroll of Isildur*
The Oracle's RjifR]
War-wolf 3x
Woodmen*
Supporting Resources
Crept Along Cleverly 2x
Dark Tryst 3x
Not Slay Needlessly 3x
Orc Quarrels 2x
Secrets of fTiaiging 2x
Test of Fire 2x
Voices of Malice 2x

Play rings, test these rings, get more direct arfze to play more characters and make it easigeto

factions. The hazards modify the auto attacks.

Starting Company (1) at Dol Guldur

< Dror with Open to the Summons, Gulla, Layos, Suridgth Open to the Summons, Dror controls Gulla

Suggested Sites for Resources
Bright Gold Ring 2x - Beorn's House*, Edoras*

Dwarven Ring of Thelor's Tribe* - when a Gold Risgested as a Dwarven Ring

Gold Ring that Sauron Fancies 2x - Bandit Lair*aden Fields*

Minor Ring 2x (sideboard 1x) - when a Gold Ringdsted as a Lesser Ring

Palantir of Orthanc* - Isengard*

Scroll of Isildur* - Moria*

Secrets of Their Forging 2x - Amon Hen*, Dimrill [2&
Southrons* (sideboard) - Southron Oasis*

The Oracle's Ring - when a Gold Ring is tested @pidt Ring

Trifling Ring (sideboard) - when a Gold Ring istextas a Lesser Ring

Variags of Khand* (sideboard) - Variag Camp*
War-wolf 3x - Isengard*, Moria* (after tapping tisée)
Woodmen* - Woodmen-town*
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Part IV: Additional Ringwraith Decks - Deck K

Resource Play

You have to go to Free-holds to play Bright Golshdrand to Ruins&Lair to play Gold Ring that Sauron
Fancies. You can test the Rings by using Testref &1 at a site where information is playable fgaee the
Gold Ring with the Ring you want by using SecrédtJ leir Forging. The best way is to play the Test f
the Bright Ring. Because You can search your peokar discard pile for a Lesser Ring. You can'tlis
with the Gold Ring that Sauron Fancies. For alfj iests you need sages. So be aware that you heaysa

a sage available. You will make a lot of item psirBut you have to be carefully against a corruptiazard
deck. So you should store not needed item likerfialaf Orthanc* and Scroll of Isildur* and a nodevarf
should bear the Dwarven Ring to reduce the dwariren corruption points. When You have played the
Rings one character should have enough directanfla to get the Woodmen.

Ren

Ren is sitting the whole game in Dol Guldur. He <aideboard or when needed tap to give +2 for all
corruption checks in the company with the Ringstt8®is a help to survive the corruption checkhatend

of the untap phase for the untested Gold Ring.

Hazard Play

The main idea is modifying auto attacks at all iars of sites. But be aware that the long evekts Fell
Winter and Awaken Minions can also hurt you. Theatures will help you to make the modified auto
attacks more painful. Especially the Drakes togettieh Door of Nights can more often attack. Andeao
that Fell Winter with Doors of Night treat all Bandands to Wildernesses.

Sideboard

Sideboarding is hard in this game because You hawards for sideboarding in the deck. So You adp o
use Ren for sideboarding resources and reducinhabard limit to sideboard one hazard. In everg gas
should sideboard Sudden Call. It is also importarget more factions because you have only oneim y
deck. And finally don’t forget to bring in Rumor tfie One to get more Marshalling points for Youngri
items. When You playing against a deck which is imgyirough a lot of free-domains/free-hold then New
Moon can change one free-domain/border-hold torddsdand. This is then enough so that the Slager c
attack. You can use Withered Lands to change bdadels and shadow-lands to a double Wilderness and
this is enough for the True Fire-drake.

Strategy Resources

To make the deck faster you should sent a secongpay to Southron Oasis and Variag Camp. When
Your Ringwraith is not in play you can also playré&, Pon Opar, Asternak, Mionid at their homessitsll

four have a bonus for the direct influence for ifacs playable at their homesite. You can do theesaith
Odoacer. Because he has only a mind of 1 you ¢dmintewait for the faction iwwoodmen-town*

Strategy Hazards

You have the Doors of Night in it. So use them. Wh®u have to play against deck | (Witch-King) you
should not play them. Otherwise it is too easytlfis deck to tap all the sites you need. And dorget to
put a lot of cards onguard because the modifiezsnaore effective when the opponent is surpriseer aft
deciding entering the site.

Errata

Please read the following cards as follows:

SLAYER - Creature (C)

[MP: 2; P/B: 11/-; Playable: Border-lands and Border-kbld

Slayer Two attacks (of one strike each) against the sameacter. Attacker chooses defending character.
The defender may tap one character in the sameamyrip cancel one of these attadks.

TWILIGHT - Short-event (C)
Environment. One environment card in play is imraegly discarded. This card may also be played as a
resourceThis card may be played at any time during any &g turn. (E)
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Part IV: Additional Ringwraith Decks - Deck L

Wolves!

Challenge Deck L Deck List Total: 110 cards

At Start (8)

Dunlending Spy

Jerrek (with Foul-smelling Paste)
Uchel

Orc Captain

Orc Tracker

Pon Opar (with Strange Rations)

Resources (30)

MP Sources

High Helm

Orcs of Gundabad

Orcs of Mirkwood

Palantir of Orthanc*

Regiment of Black Crows
Sable Shield

The Arkenstone*

The Warg-king [R]

War-warg 3x

War-wolf 3x

Supporting Resources

A Nice Place to Hide 3x

Crept Along Cleverly 3x

Dark Tryst 2x

Down Down to Goblin-town 3x
Voices of Malice 2x

Weigh All Things to a Nicety 3x

Hazards (30)
Creatures
Chill Douser 3x
Corsairs of Umbar 2x
Dunlending Raiders 2x
Durin's Folk 3x
Ghouls 3x
Events
Alone and Unadvised 3x
Call of Home
Faces of the Dead 2x
Left Behind 3x
Lure of Expedience 2x
Lure of the Senses 3x
Muster Disperses
Seized by Terror 2x

Sites (12)

Barrow-downs*
Carn Dum*

Dol Guldur*
Goblin-gate*
Isengard*

Moria*

Mount Gundabad*

Ost-In-Edhil*

Sarn Goriwing*
The Lonely Mountain*
The White Towers*
Weathertop*

L — Wolves! (Uvatha’s CHALLENGE DECK)
Go to Ruins & Lair to play all of the wolves-alli@gth the covert company. In the first turn you shlibgo
to Ost-In-Edhil to play the first allies (you hasuse Strange Rations to go five regions). Withstbeond
company you go to Sarn Goriwing and Mount Gundalaglay the factions and the major items. Then you
can wait for more allies or if you have the Palairtiyour hand got to Isengard. In Isengard is @&gery
ally playable. A good site to play one major itesyBiarrow-downs. But you can't play allies theretdrdn

the game Uvatha will move to the Lonely Mountainnfiuence Smaug.

Starting Companies (2) at Dol Guldur
e Dunlending Spy, Jerrek with Foul-smelling Pasteh&lcPon Opar with Strange Rations, Pon Opar

controls Uchel

e Orc Captain, Orc Tracker, Orc Captain controls Dnacker

Suggested Sites for Resources

High Helm / Sable Shield - Barrow-downs*, Sarn @amnig*
Goblins of Goblin-gate (sideboard) - Goblin-gate*

Orcs of Gundabad - Mount Gundabad*

Orcs of Mirkwood - Sarn Goriwing*

Orcs of Moria (sideboard) - Moria*

Palantir of Orthanc* - Isengard*

Sideboard (20)
Resources
ladk Rider 2x
Gifts as Given of Old
Goblins of Goliate
Orc Quarrels
Orcs ofiv
Piercing All Shadows
Smaug Roused [R]
Sudden Call
Words of MenacelRexkit [R]
Hazards
Ambusher
ArthaBangers
Bairanbymt
Barrow-wight
Cave Worm
Corpse-candle
Covetous Thoughts
Exhalation of Decay
Foolish Words
ltangast Ahunt

Other Characters (10)
Uvatha Ringwraith 3x
Eradan
Getp
Grishnakh
Lagduf
Nevido Smod
Orc Captain
Odoacer

Regiment of Black Crows - Barrow-downs*, Isengar@st-In-Edhil*, The Lonely Mountain*, The White
Towers*, Weathertop* (the site should be tapped)
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Part IV: Additional Ringwraith Decks - Deck L

Smaug Roused - The Lonely Mountain*
The Arkenstone* - Moria* (you need The Lonely Maaint to play Smaug Roused there)
The Warg-king/ War-warg 3x - Isengard*, Ost-In-H8hThe White Towers*, Weathertop* (the site should
be tapped)
War-wolf 3x - Goblin-gate*, Isengard*, Moria*, OBt-Edhil*, Sarn Goriwing*, The White Towers*,
Weathertop* (the site should be tapped)

Resource Play

Your characters are not so strong. So you haves¢owisely Down Down to Goblin-town to reduce the
number of creatures playable against you. The aationattacks are not so strong. So you should tefea
them. Otherwise you can use Crept along Cleverli dlice Place to Hide to cancel these attacksolf y
have a second company you should send them toGaiwing to wait for an major item and after thia¢y

can play more War-wolfs there. Uvatha has to infaeeSmaug.

Uvatha

Uvatha is waiting for Black rider, Smaug Roused $afds of Menace and Deceit. To make him useful in
the meantime you should sideboard resources ohigsgpecial ability to bring one card from the dist
pile in your play deck. If you have the three cardgour hand move him to The Lonely Mountain*. €Cah
the automatic attach by using Crept along Clevarlg then influence Smaug with the help of Words of
Menace and Deceit. When Uvatha failed the influesterk then You can play The Arkenstone* in thetnex
turn. Or you use his special ability and/or Weigh Fhings to a Nicety to cycle the faction and Weraf
Menace and Deceit and try again.

Hazard Play

Use the creatures to generate an attack of at fieasstrikes. Then play Left Behind to form a sejia
company with that character and after that you mag Alone and Unadvised. The corruption checks can
hurt. You can also try the same thing with Facegdhef Dead and Seized by Terror. And before the
corruption checks you can use Muster DispersesatirafHome. The sideboarding of additional hazdsds
only possible by halving the hazard limit or afehausting your play deck.

Sideboard

First You have to sideboard the reaources for Wvéitlack rider, Smaug Roused and Words of Menade an
Deceit). You can also sideboard the Goblins of @®epate and Orcs of Moria when the deck is exhaliste
and you have not enough MP’s. Before the deck estivapiyou should sideboard Sudden Call.

Strategy Resources

Your key character is Pon Opar. He is the only sag@ur deck and without him the Voices of Mal@e
useless. You should move every turn with the cogeripany to a Ruins & Lairs when you have Down
Down to Goblin-town in your hand. Otherwise ibistter to stay. Please note that Regiment of BGaokvs
change to an overt company. With the overt compggmyor items and factions. Be careful when you are
playing against a Fallen wizard. You can't play aegources at a protected site.

Errata

Please read the following cards as follows:

CORSAIRS OF UMBAR - Creature (U) [MP: 1; P/B: 9ayable: Coastal Seas]

Men. Five strikes. May also be played keyed to AstrAnfalas, Belfalas, Cardolan, Enedhwaith,
Harondor, Lindon, Lebennin, and Old Plkel-land; emay also be played at Ruins & Lairs and Shadow-
holds in these regionslay also be played at any site in Elven Shores déioran Coast, Andrast Coast,
Bay of Belfalas, or Mouths of the Anduin(E)

THE ARKENSTONE - Greater Item (P) [MP: 3; CP: 3]

Unique. +5 to bearer’s direct influence against Baga and Dwarf factions. Each Dwarf in play has +1
mind. If the bearer of this item is at the same a& a Dwarf character, you may discard this iteforice
the discard of the Dwarf (and albn-follower cards he controlsjE)
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Part IV: Additional Ringwraith Decks - Deck M

It's magic!
Challenge Deck M Deck List Total: 110 cards
At Start (7) Resources (30) Sites (28)
Belegorn MP Sources Geann a-Lisch*
Dorelas Black Trolls Goblin-gate*
Orc Brawler Blasting Fire 2x Isengard*
Orc Captain Great Bats 2x Minas Morgul*
Troll-chief (with Shadow-cloak Half-trolls Minas fiih*
and Blazon of the Eye) Orcs of Gorgoroth Moria*
Orcs of the Red Eye Mount Doom*
Other Characters (7) Mount Gram*
Akhorahil the Ringwraith 3x Supporting Resources Mount Gundabad*
Ciryaher A Malady Without Healing [R] Nurniag Camp*
Orc Tracker 2x Akhorahil Unleashed [R] Raider-hold*
Orc Veteran Dark Tryst 3x Sarn Goriwing*
Deeper Shadow 3x Shrel-Kain*
Hazards (30) Fell Rider 3x The White Towers*
Creatures Forced March 2x Weathertop*
Arthadan Rangers The Tormented Earth 3x Wellinghall
Barrow-wight Voices of Malice 3x
Cave-drake Weigh All Things to a Nicety 3x
Corpse-candle 2x
Corsairs of Umbar Sites (28)
Ice-drake Bandit Lair* Sideboard (8)
Rain-drake Barad-dur* Resources
Sellswords Between Charters Beorn's House* Scfaflildlur*
Slayer 3x Bree* Sudden Call
Events Buhr Widu* The Arkenstone*
Alone and Unadvised 2x Carn Dum* Hazards
An Unexpected Outpost 3x Caves of Ulund* Covetoheughts
Lure of Expedience 3x Cirith Gorgor* Lost in Freershins
Lure of Nature* 3x Dead Marshes* Neither so Ancilior so Potent
Lure of the Senses 3x Dol Guldur* River
The Balance of Things [R] Edoras* Seized by Terror
Twilight 3x Ettenmoors*

M — It's magic (Akhorahil’'s CHALLENGE DECK)

Squat a little bit around in Mordor to collect sipabints for items, allies and factions. And hedpdraw the
needed card for Akhorahil. So he can then traveh#osite of your opponent to play A Malady Without
Healing and make company versus combat againstdoenpanies.

Starting Companies (4) at Minas Morgul
e Troll-chief with Shadow-cloak and Blazon of the Egetravelling to Barad-dur* to sit there the
whole game.
e Belegorn is travelling to Mount Doom*.
« Dorelas and Orc Brawler are travelling to Nurniagr@*, Dorelas controls Orc Brawler
e Orc Captain is travelling to Cirith Gorgor*

Suggested Sites for Resources

Black Trolls - Barad-dur* (under the control of Tlrohief, so the site is not tapped)
Blasting Fire 2x - Cirith Gorgor*, Nurniag Camp*

Great Bats 2x - Nurniag Camp*

Half-trolls - Barad-dur* (under the control of Tkahief, so the site is not tapped)

Orcs of Gorgoroth - Barad-dur* (under the contol' mll-chief, so the site is not tapped)
Orcs of the Red Eye - Barad-dur* (under the corafdiroll-chief, so the site is not tapped)
Scroll of Isildur* (sideboard) / The Arkenstonet{sboard) - Caves of Ulund*, Moria*
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Part IV: Additional Ringwraith Decks - Deck M

Resource Play

Just play all of your factions at Barad-dur* unttee control of the Troll-chief. When he has thraetion
you can play the fourth faction normally. Then #ite is tapped but you don’t lose all of your fantivhen
the Troll-chief is leaving the game. The three otbempanies are travelling every turn to draw calfds
possible they can play the items and allies. Youalao play the items and allies at Mount Doom*t Biis
site has an auto attack. And your characters aneweak. So a modified attack can kill your chaeast
And you don’t have much backup. The best way td blearacter is travelling to Barad-dur*. So you dav
only dark-domains to pass and so only detainmetaickd are possible. You have to cycle all of the
important cards. This cards are Akorahil unleasdradi Forced march. All the magic cards are goinds bmc
your deck when Akorahil is using these cards.

Akhorahil

Akhorahil Description is waiting for the Fell-RideWith the help of this card he can travel to sitdgre
your opponent has a company. To prepare this yga t@find out which haven is the best startinghpoi
because he can go there without a moving card. valktilocan play all of your magic cards and cantham
back in the deck after using. So he is powerful aad cancel a lot. When at the same site as your
opponent’s company play A Malady Without Healinglarse Akhorahil Unleashed to play Malady twice.
Against a hero company Akhorahil can make compamngus company combat. And when travelling to
Moria* or Caves of Ulund* play a greater item ther&gainst dwarves you can use The Arkenstone* to
force the discard of a dwarf character.

Hazard Play
This is just easy. Play corruption cards and tleaterres. The corruption cards should help the Malad
destroy a character. The Balance of Things isasp good to make corruption check not so easy.

Sideboard

The sideboard don’t have much cards in it. Scei#isy to find out what you will need. The two greétems

is a must to sideboard. Otherwise You will have smtmuch points in the end. And also Sudden call is
needed to end the game. The hazards depends of/adhatill need. If you have eliminated all rangéren
River is a good choice.

Errata

Please read the following cards as follows:

CORSAIRS OF UMBAR - Creature (U)

[MP: 1; P/B: 9/-; Playable: Coastal Seas]

Men. Five strikes. May also be played keyed to AstirAnfalas, Belfalas, Cardolan, Enedhwaith,
Harondor, Lindon, Lebennin, and Old Plkel-land; emay also be played at Ruins & Lairs and Shadow-
holds in these regionslay also be played at any site in Elven Shores ddoran Coast, Andrast Coast,
Bay of Belfalas, or Mouths of the Anduin(E)

DEEPER SHADOW Short-event (U)

Magic. Shadow-magic. Playable during the movemarthd phase on a moving shadow-magic-using
character. In character’s site path, change a Ruinairs to a Shadow-hold or one Wilderness to adstw-
land. Alternatively, decrease the hazard limit agihis company by one (to ho minimum). Unlessshe i
Ringwraith, he makes a corruption check modifiedyE)

LURE OF NATURE - Permanent-event (C) [CP: 2]

Corruption. Playable on a non-Hobbit, non-Dwarfp@rc, non-Ringwraith character. Target character
receives 2 corruption points and makes a corrugti@ck(after all other hazards have been playddy
each Wilderness in his company’s site path. Duhiggorganization phase, the character may tapéomat
to remove this card by making a roll (drawing a #)the result is greater than 4, discard thigic&annot
be duplicated on a given characi{&)

RIVER - Short-event (C)
Playable on a sitéf a company that has moved to this site this tuibes not tap a ranger, it must do
nothing during its site phasgE)
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SLAYER - Creature (C)

[MP: 2; P/B: 11/-; Playable: Border-lands and Border-kbld

Slayer Two attacks (of one strike each) against the sameacter. Attacker chooses defending character.
The defender may tap one character in the sameaomp cancel one of these attadl.

THE ARKENSTONE - Greater Item (P)

[MP: 3; CP: 3]

Unique. +5 to bearer’s direct influence against Bxa and Dwarf factions. Each Dwarf in play has +1
mind. If the bearer of this item is at the same ai a Dwarf character, you may discard this iteforce
the discard of the Dwarf (and albn-follower cards he controlsjE)

TWILIGHT - Short-event (C)
Environment. One environment card in play is imraegly discarded. This card may also be played as a
resourceThis card may be played at any time during any &g turn. (E)
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Smoke on the Water
Challenge Deck N Deck List Total: 110 cards

At Start (6) Resources (30) Sites (14)
Shagrat (with Orders from Lugburz) MP Sources Mount Gundabad*
Lieutenant of Angmar [R] Blackbole [R] Raider-hold*
Orc Veteran Broad-headed Spear 3x Sarn Goriwing*
Troll Lout (with Foul-smelling Paste)  Burning Riokpt, and Tree 3x Shrel-Kain*
Grey Mountain Goblins Woodmen-town*
Other Characters (10) High Helm
Khamul the Ringwraith 3x Orcs of Gundabad Sideboard (20)
Lagduf Sable Shield Resources
Muzgash Smoke on the Wind [R] Black Mace
Orc Captain 2x Supporting Resources Fell Rider
Orc Tracker 2x Bold Thrust 3x Forced March
Orc Veteran Dark Tryst 3x Gifts as Given of Old
Fell Rider 2x I'll Report you
Hazards (30) Forced March Mechanical Bow
Creatures I'l Report you 2x Orcs of Mirkwood
Chill Douser 3x Swift Strokes 3x Piercing All Shaao
Neeker-breekers 3x Under His Blow 2x Sudden Call
Slayer 3x Weigh All Things to a Nicety 2x  The Ribgaves Its Mark 2x
Wisp of Pale Sheen 3x Sites (14) Under His Blow
Events Buhr Widu* War-wolf
An Unexpected Outpost 2x Cameth Brin* Woodmen*
Enchanted Stream 3x Carn Dum* Hazards
Exhalation of Decay 2x Dead Marshes* Alone and Wisatl
Foolish Words 3x Dol Guldur* Ambusher
River 3x Eagles' Eyrie* Earcaraxe Ahunt
Shut Yer Mouth 2x Gondmaeglom* Itangast Ahunt
The Moon Is Dead 3x Isengard* Lost in Free-domains
Moria* Searching Eye

N — Smoke on the Water (Khamul's CHALLENGE DECK)
Go to Eagles’ Eyrie once you get Smoke in the Wiad.to the Borderholds when you have Burning Rick,
Cot, and Tree. Go to the faction sites when yowehwmither. Break things. Get points. Win games.

Starting Company (1) at Dol Guldur
e Shagrat with Orders from Lugburz, Lieutenant of fag, Orc Veteran and Troll Lout with Foul-
smelling Paste. Shagrat controls Orc Veteran aadLigutenant controls Troll Lout.

Suggested Sites for Resources
Blackbole - Woodmen-town*
Black Mace (sideboard) - Moria*
Broad-headed Spear 3x - Buhr Widu*, Cameth Bringa® Marshes*, Eagles' Eyrie*, Isengard*,
Raider-hold*, Sarn Goriwing*, Shrel-Kain*
Burning Rick, Cot, and Tree 3x - Cameth Brin*, Raithold*, Shrel-Kain*, Woodmen-town* (after tapping
the site)
Grey Mountain Goblins - Gondmaeglom*
High Helm - Buhr Widu*, Cameth Brin*, Dead Marshe&agles' Eyrie*, Isengard*,
Raider-hold*, Sarn Goriwing*, Shrel-Kain*

Orcs of Gundabad - Mount Gundabad*
Orcs of Mirkwood (sideboard) - Sarn Goriwing*
Sable Shield - Buhr Widu*, Cameth Brin*, Dead Marsty Eagles' Eyrie*, Isengard*,

Raider-hold*, Sarn Goriwing*, Shrel-Kain*
Smoke on the Wind - Eagles' Eyrie* (after tapping site)
War-wolf (sideboard) - Isengard*, Moria*, Mount Glabad*, Sarn Goriwing* (site should be tapped)
Woodmen* (sideboard) - Woodmen-town* (second deahe)
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Resource Play

The idea of the Deck is to burn down three boradd$rand one free-hold. To make this possible yaeh

to play first an item or Blackbole and then you ¢gday Burning Rick, Cot, and Tree and Smoke on the
Wind. You should first move to Raider-hold* becaysel can draw 2 cards and the automatic attack has
only 7 prowess. Try to play on each leader in ystarting company an I'll report you to give +2 pesg to
each character in the company. You have to ussitbge wise. Especially if you are playing againsteao
player. Because then you have the chance for comparsus company combat. Shrel-Kain* is very
interesting. Two hero challenge decks (C and Delte Men of Dorwinion in it. So you should waittilin
your opponent has played this faction. Then youukhgo there and burn down the site. If you are
successful, the faction is discarded.

Khamul

Khamul is waiting for his moving card. So he caartswith sideboarding. If he got this mode cardcha
also burn sites because with the Fell Rider hellzaprowess. This is also a big help in companyusgers
company combat. You should use Forced Marsh to midhamul first to a Darkhaven and then to a none
Haven site. So he doesn’'t need to wait for a nelvRider.

Hazard Play
You should tap or kill all of your opponent’s range Then you can play Enchanted Stream and River t
roadblock the companies.

Sideboard

When Khamul is in play you should sideboard in tiied Fell Rider or The Ring Leaves Its Mark. When
your opponent is a Wizardplayer you should sidethoiar Black Mace. Because all of the Wizard
Challengedecks have Moria included. So go to M@mracompany versus company combat and play the
greater item. In every case you should sideboagd/Mar-wolf. So you have a better chance to getllgn a
because Blackbole is the only one in the deck. &efal with the hazards. Itangast Ahunt can alsmlio
you and you have no chance to cancel these afféekother hazards should be helpful against sngakin
deck (Searching Eye) and Gondor decks (Lost in -Bomeains and Ambusher). And don't forget to
sideboard in Sudden Call before you exhausted gieak. In the case of exhausting your deck you shoul
sideboard the two factions (Orcs of Mirkwood anddffimen) because then you can use the sites again.

Strategy Resources

The idea of the deck is simple. Play an item or atla site an burn them down. you have enough firodi
for prowess in your deck and when each of the wealér in the starting company has an I'll repott fas
much more easier to burn the sites. But you aittle bit weak to influence factions. Because yavédno
Sage-character Foolish Words is the best way fp&ta. In that case you should sideboard Gift aeGdf
Old to make the influence attempt easier for yond Ae careful in Dragon country. If your opponeas h
dragons in his deck you should go to places whexgahs can not attack.

Strategy Hazards

First modify the attack of Undeads with the helpTéle Moon is Dead. Then play your Undeads. Even a
detainment attack can tap a character. The sanié bappen with Neeker-breekers. Afterwards Enchihnte
Stream plus River is the best way to stop your oppt And to make an company versus company combat
more successful at a Border-hold you have threge8ia

Errata
Please read the following cards as follows:

RIVER - Short-event (C)
Playable on a sitéf a company that has moved to this site this twines not tap a ranger, it must do
nothing during its site phasgE)

SLAYER - Creature (C)

[MP: 2; P/B: 11/-; Playable: Border-lands and Border-bpld

Slayer Two attacks (of one strike each) against the sameacter. Attacker chooses defending character.
The defender may tap one character in the sameamynp cancel one of these attadks.
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Introduction of the Fallen Wizard challenge decks

When You are playing a hero challenge deck agé#essame Fallen Wizard You have to replace Your
wizard with the wizard in your sideboard. To dcsthfiou make the replacement after You have playadt Yo
wizard. So You don't need to replace the three mliou have in deck.

If You are playing Fallen Wizard You must know son@v rules. Here are rules You have to know for
using the challengedecks.

USING MEWH

When you play a Fallen-wizard, assume that youlkeRakizard is a METW “Wizard.’All of the normal
METW rules apply except for the specific exceptions dirted in these rules The MELE rules that
concern Wizards also apply to Fallen-wizards.

Wizards —When the rules and cards refer to a Wizard, th@yyap your Fallen-wizard.

Wizardhavens —When rules and non-site cards refer to Havens an#liavens, they apply instead to your
Wizardhavens. The special effects METW Havens (i.e healing, bringing characters into pletg.) do
apply to your companies at your Wizardhavens. Tiessae effects doot apply to your companies at
MELE Darkhavens anfMETWHavens.

Stage Points —Certain cards give your Fallen-wizard “stage poin&tage points reflect how far your
Fallen-wizard has deviated from his original missigou must keep track of your accumulated staget®.0
The number of stage points that a card gives isateld by one of the following symbols:

5 127 137 47 23]

Stage Resources MEWH introduces a new type of resource card callestagé resource cardSuch a
card is actually a “Fallen-wizard-only resourcedtar only Fallen-wizard players may include them in
their decks. Stage resources have a green-coloeethfnished copper) background. Most stage resou
cards give stage points.

Characters —You may use both hero and minion characters. Howyege® may only use a character if his
mind attribute is 5 or less. All of your non-Ora/ell characters are considered to be hero chasacteu
may only use up to two of each non-unique character

Orcs & Trolls — Because most Fallen-wizard characters mollbe Orcs and Trolls, specific rules
concerning Orc and Troll characters are colleateahie section at the end of these rules.

Hero/Minion Resources -You may use both hero and minion resources. Howgwermay only include
up to a total of two of each non-unique hero oriamrresource in your play deck and sideboard.

Sites —There are four Fallen-wizard site cards: Iseng@hsg White Towers, Rhosgobel, and Deep Mines.
These site cards have a light gray background.ddrd&ated otherwise on a card, a Fallen-wizarceplanay
use these sites instead of the hero/minion versiost fallen-wizard companies use hero site cardsn
moving to non-Fallen-wizard sites (see the Movensegtion for exceptions).

Marshalling Points — Marshalling points for stage resource cards arallednnormally (i.e. as printed on
the card). However, all other marshalling pointdsaare only worth 1 marshalling point each to defRal
wizard (regardless of their printed value).

These MPs camot be modified by a hero or minion resource event.(Bgmor of the One, Tribute
Garnered, Sentinels of Numenaetc.). However, Fallen-wizard abilities and stageource cardsan
modify the number of marshalling points certaindsagive.
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THE VICTORY CONDITIONS

As a Fallen-wizard you may win in the same waylBETWWizard wins: your opponent is eliminatedyou
recover The One Ringor you have the most marshalling points at the FreenCib The following
exceptions apply:

« In order to win by recoveringhe One Ringt least oné\ New Ringlordcard must be played and the
conditions outlined on that card must be met.

e« The Free Council is handled normally, and vict@ydetermined in the standard way by comparing
marshalling points. However, to you (a Fallen-wibait is called yourDay of Reckoningand your
marshalling points reflect how far you have progesstowards completing your own personal agenda.

* You do not receive marshalling points for cardsesiat non-Wizardhaven sites

GETTING READY TO PLAY
A Fallen-wizard player prepares for play just a¥iaard does, with the following exceptions:

Declaring That Your Wizard is Fallen

If you are playing a Fallen-wizard, you must teduy opponent which Fallen-wizard you are playinfpbe
choosing starting companies. If your opponent hargnal hero Wizard character cards in his play deck
and/or sideboard that correspond to the Fallenvrdigau have declared, he may replace those Wizadbsc
with an equal number of other Wizard character €éndt he has available. Your opponent may alsal@dd
cards to his sideboard (these cards should belpctsé for a Fallen-wizard opponent).

Note: This rule means that when you declare that yopkagng a specific Fallen-wizard, your opponent
may not play the corresponding hero Wizard (i.at Wizard has already fallen). You and your opponen
may still both declare and attempt to play the s&alken-wizard, but the game will probably by wontbe
first player to get his Fallen-wizard into play.

Starting Stage Cards

You must attempt to start with one, two, or thrgauf choice) stage resource permanent-event canulay.
These cards must have a combined total of 3 staipgsp At least one of these cards must be nonugniq
You may not start such a card if the conditionsunesgl to play the card do not exist. These cardsiishbe
revealed as if they were starting characters witblidate unique cards being discarded.

Starting Characters

Your starting characters (up to 5) may include hdvaracters and minion characters, but you magtaot a
character with a mind greater than 5. However, iy@aty not start Orc and Troll characters unless yatt s
with an appropriate stage resource card (Bag, Company

Starting Site

Your starting company may begin play at The Whitav@&rs or at any Ruins & Lairs site in Rhudaur or
Arthedain. If you start at a Ruins & Lairs site,eoof your starting stage resource cards may b@lden
Havenplayed on your starting site.

THE PLAYER TURN

The player turn proceeds normally with the follogviexceptions:

* You may discard one of your stage resource cardady in play during your organization phase. You
may not discard such a card if it would reduce your stagjatp below 3.

« You may only play stage resource permanent-evamtaglyour organization phase (unless a specific
card states otherwise).

« Fallen-wizard companies may attack Ringwraith comges (sedMELE rules, p. 80) and vice versa.
However, non-overt Fallen-wizard companies and VWdizampanies may not attack each other. (Overt
Fallen-wizard companies may attack any companyrobed by another player, see the section on
Special Rules for Orcs and Trolls).
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CHARACTERS AND COMPANIES

All of your non-Orc and non-Troll characters arensidered to be hero characters. Thus, a company
consisting of only such characters is treated lsra company. Such a company is covert for thequap

of playing minion resources.

e Your Fallen-wizard may only start at his home

« You may not start or bring into play any charaetéh a mind greater than 5.

MOVEMENT

Fallen-wizard companiesust use region movement. When one of your Fallen-wizaripanies moves to

a site, you and your opponent draw cards baseti@site being moved to. This applies even if moting

one of your Wizardhavens. TMETWHavens (i.e., Grey Havens, Rivendell, Lérien, Bidimel) andMELE

Darkhavens (i.e., Minas Morgul, Dol Guldur, Carnrland Geann a-Lisch) ar®t considered to be

havens for a Fallen-wizard player.

The following exceptions for using sites can be ified by the play of certain hazards and stageuess.

« A fallen-wizard’s non-overt companies must use teit@s for sites that aret Ruins & Lairs.

« A Fallen-wizard’'s companies may freely use eith@riom or hero Ruins & Lairs sites on a site pee sit
basis (subject to the restriction below).

e If your hero (or minion) version of a site is iraglor in your discard pile, you may not use younion
(or hero) version of the same site.

e The play of certain cards can change the typete$ shat your companies may use (é2{ptting Ruin,
Heart Grown Cold etc.). When this happens, immediately exchangeaffiected site cards already in
play with the corresponding site cards of the prapee.

CORRUPTION CHECKS

Corruption checks are handled normally with theaseptions:

e Corruption checks for a Fallen-wizard are handlgdf dae were a minion character. That is, if thi ro
for a corruption check is equal to a Fallen-wizardorruption point total or one fewer, he is tapped
instead of being discarded. He is not considerddikthe corruption check in this case.

e Corruption checks for a Fallen-wizard’s non-Orc avuh-Troll character are handled as if the player
were a Wizard.

e Corruption points given on all non-item stage reselcards apply to your Fallen-wizard.

PLAYING AND USING RESOURCES
Playing resources is handled normally with thesmeptions:

Testing Gold Rings
Whenever a Fallen-wizard player tests a hero golglitem, the roll is modified by -1.

Note: The restrictions below daot apply to Spells and Magic.

Targeting Site and Resource Cardsl
A hero resource event card may not target/affeaingon site card or a minion resource card.
A minion resource event card may not target/aféelsero site card or a hero resource card.

Playing Resources at a Site

In order to play a hon-Fallen-wizard resource thatild normally tap a site, either the site andrésource
to be played must both be hero cards or they matkthe minion cards. For these purposes, a Falleargy
site card (or any Wizardhaven) is both a heroasitd minion site.

This applies to all factions, allies, and itemsyadl as other cards played during the site phlagetap the

site.

Note: When the test of a gold ring indicates thapecific type of ring may be played, you may m@#her a
hero or a minion ring of the appropriate type.
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Using Items
All non-Orc/-Troll characters may freely use bo#rdnand minion items.

When Your Fallen-wizard Leaves Play

If your Fallen-wizard leaves play, discard all ofuy stage resource permanent-events in play teat ar
specific for your wizard (e.qg., if you are Alatardaplay Sacrifice of Form, you must discard ali/ofir
stage resource permanent-events that say “Alataifgp”) As is normally the case, all hazard penmat
events on such a wizard are discarded.

SPECIAL ORC & TROLL RULES

A company with any Orc or Troll characters is aemeompany. In addition, a company with any of the
following allies is an overt company: Great Batse& Lord of Goblin-gate, Last Child of Ungoliant,
Regiment of Black Crows, “Two-headed” Troll. Anyhet company is a hero company.

e Orcs that are “Half-orcs” are special — if a Hal&ds in a company with only Half-orcs and Men, the
company is not overt (i.e., the Half-orcs appedrgaigly men to the casual observer). Half-orcsioin
take trophies. However, for all other purposes H-bt& is considered an Orc.

« You may not play Orc and Troll characters until ymyve played the appropriate card (e.g., Bad
Company).

¢ Unless at a Wizardhaven, and Orc or Troll canndhlibe same company as an EIf, Dwarf, Danadan,
or Hobbit.

« A Fallen-wizard overt company may attack any comypaontrolled by another player and vice versa.

« A Fallen-wizard’'s overt companies must use hemsdior Shadow-holds, Dark-holds, and minion
Darkhavens. They must use minion sites for Boraddd) Free-holds, and hero Havens.

« Overt companies are not minion companies for thrpgaes of the detainment attack guidelines in the
MELE rules (p. 31). Overt companies are minion canies for hazards that can only attack/affect
minion companies (e.g., Sons of Kings).

e Corruption checks for an Orc or Troll characterlaadled as if he were a minion character. That is,
the roll for a corruption check for an Orc or TroHaracter is equal to his corruption point totaboe
less, he is tapped instead of being discardeds lHeticonsidered to fail the corruption check is th
case.

« You may not play a hero resource permanent-eveatanmpany with an Orc or Troll in it.

e A hero resource may not target an Orc or Troll abtar (e.g., Orc and Troll characters may not use
Block, Escape, etc.).

« A hero resource that requires a character witheaifip skill may not use an Orc or Troll charadier
fulfill that requirement (e.g., Concealment, Manyriis and Doublings, etc.).

« An Orc or Troll character may not tap to initiate effect from a hero resource (e.g. Praise to Etber
Great Ship, etc.).

e An Orc or Troll character may be the bearer of i lieem, but all bonuses and special abilities are
ignored (all restrictions to movement and playap#iill apply).

TOURNAMENT RULES

Starting Stage Cards
When the Character Draft is used, treat the stagiage cards as if they were characters.

Revealing Your Wizard
In the general opponent format, you must revealdbatity of your Fallen-wizard before the gameihsg

Thanks to Mark Alfano for correcting the origifdEWH-rules.
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Men of Skill

Challenge Deck O Deck List Total: 110 cards

At Start (10)
Balin

Ettenmoors* (with Hidden Haven)
Troll-chief (with Blazon of the Eye

and Thrall of the Voice)

Resources (30)

MP Sources
Misty Mountain Warg
Stone Trolls
That Ain't No Secgat

Celeborn (with Thrall of the Voice Stage Resources

and Dagger of Westernesse)

Wacho

Hazards (30)
Creatures

Ambusher 2x
Bairanax Ahunt
Barrow-wight 2x
Cave-drake 2x
Corsairs of Umbar 2x
Itangast Ahunt

Old Man Willow 2x
Orc-watch

Slayer 2x

Events

An Unexpected Outpost 2x
Eyes of the Shadow
Foolish Words 2x

No Way Forward
Power Built by Waiting
Redoubled Force
River 3x

Troll-purse

Twilight 3x

Double-dealing 3x
Fortress of the Towers
Gatherer of Loyalties
Great Patron

Guarded Haven
Man of Skill
The Forge-master
The Fortress of Isen
Wizard's Myrmidon
Supporting Resources
Dark Quarrels 2x
Dark Tryst 2x
Hall of Fire 2x
Hide in Dark Places 2x
Horns, Horns, Horns
Rebuild the Town 2x
Smoke Rings 2x
Weigh All Things to a Nicety 2x

Sites (5)

Bree

Isengard@

Mount Gram

The White Towers@
The Worthy Hills* [R]

O — Men of Skill (Fallen Saruman’s CHALLENGE DECK)
Fallen Saruman will get the White Hand. Therefogenkeds a Strident Spawn and Saruman’s Machinery.
The Troll-chief is sitting in Ettenmoors playing awactions. Place the factions with the leaderuoich
tapping Ettenmoor. When A strident spawn is in flaycan also play the Half-Orc factions there. Gtineer
company is travelling to The Worthy Hills and plagiall the information cards there. With Man of IBki
you will get 16 MP’s for that. The hazard is jushi of creatures and some events.

Starting Companies (2) at Ettenmoors*
e Troll-chief with Blazon of the Eye and Thrall ofettvoice.
e Celeborn with Thrall of the Voice and Dagger of \t¢esesse, Balin and Wacho. Balin controls

Wacho.

Suggested Sites for Resources

Other Characters (10)
Saruman@ 3x
Annalena

Bpur
Dorelas
lll-favoured Fellow 2x

ayos

Voteli

Sideboard (25)
Resources
A Chance Meeting
Blasting Fire 2x
Horns, Hornsnglo
Marvels Told
Noble Hound 2x
Schwertmeister 2
Vile Fumes 2x
Voices of Malice
When | Know Anything 2x
Whanknow More 2x
Woses oftlya Vorn
Stage Resources
Arigent Spawn
Half-orcs 3x
Saruman's Machinery [R]
The White Hand [R]
Hazards
Alone and Unadvised
Lost in Free-domains

Blasting Fire 2x (sideboard) - Isengard@ (afteyiplg Saruman's Machinery)

Half-orcs 3x (sideboard) - Isengard@ (after playiing Fortress of Isen); Ettenmoors (after playing
Guarded Haven

Double-dealing 3x - The Worthy Hills*, Mount Gram

Guarded Haven - Ettenmoors*

Misty Mountain Wargs — Ettenmoors*
Noble Hound 2x (sideboard) — Bree, The Worthy Hi{lfter playing Rebuild the Town)
Rebuild the Town 2x — The Worthy Hills* (after plag Double Dealing)
Saruman's Machinery (sideboard) - Isengard@ (pfésfing The Fortress of Isen)
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Schwertmeister 2x (sideboard) - The Worthy Hillafter playing Double Dealing)

Stone Trolls — Ettenmoors*

That Aint't no Secret - The Worthy Hills*

Vile Fumes 2x (sideboard) - Isengard@ (after plgyaruman's Machinery), Mount Gram (after playing
Double Dealing)

When | Know Anything 2x (sideboard) - The Worthyllsfi (after playing Double Dealing)

When you Know More 2x (sideboard) - The Worthy sfil(after playing Double Dealing)

Woses of the Eryn Vorn (sideboard) - The Worthyd4i{after playing Double Dealing)

Resource Play

First you have to play Double-dealing at The Worthils. After that you can sideboard all the hero-
resources you can play there. you can do that kecthe minion version of The Worthy Hills has the
special that the site never taps. The next stepdet a protected wizardhaven. Therefore you agend a
character to Isengard@ and/or The White Towers@lagp The Fortress of Isen/ Fortress of the Towers.
you can also use Guarded Haven at Ettenmoor tegrtite site. Now you can play A Strident Spawn and
Saruman’s Machinery. This means that you can play the Halforcs and the technology-items at the
protected Isengard. If you have three factions ¢thge points are not the problem) you can playthée
Hand and finish the game. Please use the HallreftBiuntap characters at Ettenmoor and Isengargo®
have a better chance to remove permanent evenyuortharacters (e.g. corruptions cards).

Saruman

Saruman is staying the whole game in Isengard asdtd sideboard every turn. If you have A strident
spawn in play you should tap Saruman during thewtegtion phase to bring the four faction from the
sideboard in the discard pile. You can then usensidrlorns, Horns to shuffle these factions in yolary
deck. Please note that you can untap Saruman \ajtehave played Hall of Fire at Isengard to play a
resource with him.

Hazard Play

Just try to kill some characters with the creataned modify the automatic attacks.
Sideboard

The conditions for sideboarding are:

Name of the card Card you must have in play or corition
When | Know Anything, When yonow More| Double dealing

Schwertmeister, Woses of the Eryn Vorn

Noble Hound Rebuilt the town

A Strident Spawn Protected wizardhaven

Half-orcs A Strident Spawn

Saruman's Machinery Protected Isengard

Blasting Fire, Vile Fumes Saruman's Machinery

The White Hand A Strident Spawn, Saruman's Mackirdhree factions

Strategy Resources

If you are not able to play the Noble Hound at Wigntills send a character to Bree. And if you ddrave
Saruman’s Machinery, you should travel to Mountr@ta play the technology items. Please note that yo
need for that Double Dealing at the site. Otherwize have no MP’s for allies and items. You shaalkb
be aware that you have enough free general infudBecause Saruman is reducing your general irdkien
to 15 and the Troll-chief is alone at Ettenmoora ydll get big trouble if somebody is playing susshil a
Call of Home on him. So the best thing is to pl&favoured Fellow at Ettenmoors under direct iefhice of
the Troll-chief. The Troll-chief has still one fregirect influence and should be able to influence t
factions. Because Baugur is an agent you can aintg him in play at Isengard. He can play the Halfo
factions too because he has three direct influeRase note that Baugur and the lll-Favour-Feldoes
Halforcs. So you can discard them when you havetimeyour hand to early and after playing A Striden
spawn you can play them out of your discard pilemiake the influence check against the Woses easier
should use When you know more. And you can alsoWhken | know anything to modify a corruption
check.
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Strategy Hazards
You should play the hazards as quickly as you oairaw the needed resources.

Errata
Please read the following cards as follows:

A STRIDENT SPAWN - Permanent-event (U)

[MP: 1; SP: 4]

Unique. Playable if you are Pallando or Saruman and Bawemore stage points and a protected
Wizardhaven. Each of your Half-orcs requires oiss fgoint of influence to control. During your
organization phase, you may take one Half- orcattar from your discard pile to your hand. You rpéay
Half-orc characters at your Wizardhavens, and &wsour Fallen-wizard is not there. Cannot be dcgied
by a given player(E)

BAUGUR - Warrior Orc (P)

[MP: 1; Mind: 4; DI: 1; P/B: 4/8; Home Site: Isenda

Unique. Half-orc. Agent. Leader. Discard on a bolgck result of 8. +2 direct influence against CGned
Orc factions. Agent only: May not move to Free-tsodshd Border-holds.

CORSAIRS OF UMBAR - Creature (U)

[MP: 1; P/B: 9/-; Playable: Coastal Seas]

Men. Five strikes. May also be played keyed to AstrAnfalas, Belfalas, Cardolan, Enedhwaith,
Harondor, Lindon, Lebennin, and Old Plkel-land; eray also be played at Ruins & Lairs and Shadow-
holds in these regionblay also be played at any site in Elven Shores,dédran Coast, Andrast Coast,
Bay of Belfalas, or Mouths of the Anduin(E)

FOOLISH WORDS - Permanent-event (C)

Playable on any character. Any riddling roll, ofifgr attempt, or influence attempt by target chamaist
modified by -4. If placed on-guard, it may be rdedaand played when a character in the companyaokx|
such an attempt. During his organization phaseghiagacter may tap to attempt to remove this cgrd b
making a roll (drawing a #) - if the result is giathan 7, discard this caidannot be duplicated on a
given character(E)

FORTRESS OF THE TOWERS - Permanent-event (U)

[SP: 3]

Unique. May not be a starting stage card. Playdilyleu are Alatar, Pallando, or Saruman. Playalold be
White Towers. The White Towers is protected. Offaten-wizards may not use the Wizardhaven card for
The White Towers. Cards that give marshalllng pzmre not pIayabIe at the site by your opponeatlln

&neledmg—ene4ess—\mldemess—m—thetr—3|te—patlﬁ)|scard this card When the S|te is dlscarded arned to

its location deck(E)

GUARDED HAVEN - Permanent-event (U)

[MP: 1; SP: 1]

Playable on one of your Wizardhavens other thamgised, The White Towers, or Rhosgobel. The site is
protected. Cards that glve marshalllng p0|nts mteplayable at the site by your opponent |n albsa&

(-rneled+ng—ene4ess—ef—|ts—regten—type—m—thetr—etpath} Cannot be dupllcated ona glven s(@)

NOBLE HOUND - Ally (C)

[MP: 1; Mind: 1; P/B: 3/6]

Playable at any tapped or untapped Border-holdlllcases, Noble Hound must be assigned a strikeeée
any strike can be assigned to its controlling ottara Discard Noble Hound to cancel any effect tinaild
take its controlling character prisoner (does motgxt other characters from being taken prisorieNoble
Hound is tapped or wounded, treat it as though it weretaiped for the purposes of assigning striké€s)
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OLD MAN WILLOW - Creature (U)

[MP: 1; P/B: 13/-; Playable: double Wilderness]

Awakened PlantOne strike. 15 prowess against Hobbits. May bésplayed keyed to Fangorn, Heart of
Mirkwood, Southern Mirkwood, and Western Mirkwoaahd may also be played at Ruins & Lairs, Shadow-
holds, and Dark-holds in these regions. Also pléabOld Forest and Draadan Forest. Two Wildereess

in site path are requireE)

REBUILD THE TOWN - Permanent-event (C)

Playableduring the site phasen a non-Dragon’s lair, non-Under-deeps Ruins &4.aflhe site becomes a
Border-hold and loses all automatic-attacks. Didé¢ebuild the Town when the site is discarded or
returned to its location deckg)

SCHWERTMEISTER - Resource Permanent-event (P)

[MP: 1]

Sage only. Playable on an untapped sage at anpgattaite where Information is playable during pit@se.
Tap the site and the sage. Gives the sage wakilbristhe sage is already a warrior, he can tyge
weapons (both modifiers count). If he uses two weaphe can not use a shield. Cannot be duplicated
given character.

THE FORTRESS OF ISEN - Permanent-event (U)

[SP: 3]

Unigue. May not be a starting stage card. Playiélyieu are Alatar, Pallando, or Saruman. Playalole o
Isengard. Isengard is protected. Other Fallen-wizanay not use the Wizardhaven card for IsengaacdsC

that glve marshalllng pomts are not playable atshle by your opponent in aII caséeeempany—mewng—t

the*sﬁe—pa%h) Dlscard thls card When the S|te is dlscarded tmrmed to its Iocat|on deckE)

TWILIGHT - Short-event (C)
Environment. One environment card in play is imraegly discarded. This card may also be played as a
resourceThis card may be played at any time during any &g turn. (E)

Editorial: Birk Pinker Page 46 of 80 Last update: May 2011
mail: birk.pfeiffer@web.de



Part V: Fallen Wizard Decks - Deck P

Join the Hunt

Challenge Deck P Deck List Total: 110 cards

At Start (9)
Beregond
Eomer
Haldir

Ivic (with Dagger of Westernesse,

Squire of the Hunt and
Thrall of the Voice )

Resources (30)
MP Sources
Barrow-blade 2x
Durin's Axe
Glamdring
High Helm
Noble Hound

Peath(with Dagger of Westernesse)  Rangers of the North
Tom Bombadil[R]
War-warg 2x
War-wolf 2x

Wild Hounds 2x
Stages Resources

Bow of Alatar[R]

Huntsman's Garb

Hazards (30)
Creatures

Cave Worm 2x
Cave-drake 2x
Chill Douser 3x
Corsairs of Umbar
Ent in search of the entwives Join the Hunt

Slayer 3x Wizard's Myrmidon
Events Supporting Resources
An Unexpected Outpost 2x A Chance Meeting
Call of Home 2x A Friend or Three 2x
Faces of the Dead A Short Rest 2x
Foolish Words 3x Crept Along Cleverly 2x
Muster Disperses Risky Blow 2x
Rebel-talk 2x Smoke Rings

Shut Yer Mouth 2x Swift Strokes 2x

So You've Come Back 2x
Twilight 3x Other Characters (10)
Alatar@ 3x

Asternak

Balin

Beretar

Faramir

Gloin

Kili

Oin

P — Join the Hunt (Fallen Alatars’s CHALLENGE DECK)

Play the items to modify the prowess of Your chemec After that you are strong enough to defeat
creatures. Play stage cards to get 12 stage pdimes You can play The great Hunt to make it edsigret

MP’s for defeating creatures.

Starting Company (1) at The White Towers

e Beregond, Eomer, Haldir, lvic and Peath, lvic colstiEomer

Suggested Sites for Resources

A Panoply of Wings (sideboard) - Barrow-downs, Bi@&l Forrest, Ruined Signal Tower (after the site

was tapped)

Sites (13)
Barrow-downs
Bree
Glittering Caves*
Hirgtin
Isengard
Isengard@
d Folrest
Ost-in-Edhil*
Ruined Signal Tower
The White Towers*
The White Towers@
Weathertop*
Zarak Dum

Sideboard (18)
Resources
A Panoply of Wings
Zwergefiawarven Axe]
Goldberry
Noble Hound
PromptiraidVisdom
Sable Shield
Stages Resources
Gatherer of Litigs
Great Patron
Hidden Haven
Legacy of Smiths
The Great Hunt[R]
Hazards
Ambusher
Barrow-wight
Daelomin Ahunt
Lost in Free Domains
Orc-guard
Searching Eye

Sellswords Between Charters

Barrow-blade 2x - Barrow-downs, Glittering Caveldfinring*, Isengard, Ost-in-Edhil*, The White

Towers*, Ruined Sigiawer, Weathertop*, Zarak Dum (after the site wegsped)
Durin's Axe - Barrow-downs, Isengard, Ruined Sighaler, Zarak Dum
Zwergenaxt [Dwarven Axe] (sideboard) - Barrow-dowsgngard, Ruined Signal Tower, Zarak Dum
Glamdring - Barrow-downs, Isengard, Ruined Sigravér, Zarak Dum
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Goldberry (sideboard) - Old Forrestf{@eck cycle)

High Helm - Glittering Caves*, Himring*

Noble Hound 2x (1x sideboard) - Bree, Old Forrest

Rangers of the North - Bree

Sable Shield (sideboard) - Glittering Caves*, Himgfi

War-warg 2x - Ost-in-Edhil*, The White Towers*, Wthartop*, (after the site was tapped)

War-wolf 2x - Ost-in-Edhil*, The White Towers*, Wtwrtop*, (after the site was tapped)

Wild Hounds 2x - Barrow-downs, Ost-in-Edhil*, Thehite Towers*, Ruined Signal Tower, Weathertop*
(after the site wapped)

Resource Play

Play the items to power your characters up. Playalies to defeat attacks more easier. Try totiget
faction with the help of A Friend or Three. If ybave Tom Bombadil in play be careful, because thaum

can only go with him to Barrow-downs, Bree, Old fest, White Towers and Weathertrop. You can draw a
lot of cards by using A short rest. This will hétpget the needed cards.

Alatar@

Alatar is joining Your starting company or is forgi a second company and he is also going for items,
allies and factions. Tap Bow of Alatar to give gk& to Alatar in all cases. Reshuffle from discaikk to
deck Risky Blow by using Huntsman’s Garb. Before fiinst deck cycle tap him to sideboard neededestag
cards. Later in the game with enough weapon formtig company around him to kill a lot of creatubgs
using The Great Hunt. Before You decide whethdarmke creatures from the discard pile or the plagkde
have a look in the deck list of the opponent’s deck

Hazard Play
The creatures are mix to attack every type of 8itere interesting are the events. They reduce émeigl
and direct influence. So you can then use Mussgatses and Call of Home.

Sideboard

Sideboard is easy in this deck. Transfer GreatoRatBatherer of Loyalties (after You have more tBan
stage points), Legacy of Smith (after You have mban 6 stage points) and The Great Hunt (after You
have more than 12 stage points) from the sidebwagéck by using Smoke Rings or by tapping Alatde
hazards depend on the opponent’s deck. You havé&hwmexpected outpost in the deck. So this shbald
easy.

Errata
Please read the following cards as follows:

CORSAIRS OF UMBAR - Creature (U)

[MP: 1; P/B: 9/-; Playable: Coastal Seas]

Men. Five strikes. May also be played keyed to AstirAnfalas, Belfalas, Cardolan, Enedhwaith,
Harondor, Lindon, Lebennin, and Old Pikel-land; emay also be played at Ruins & Lairs and Shadow-
holds in these regionslay also be played at any site in Elven Shores déoran Coast, Andrast Coast,
Bay of Belfalas, or Mouths of the Anduin(E)

NOBLE HOUND - Ally (C)

[MP: 1; Mind: 1; P/B: 3/6]

Playable at any tapped or untapped Border-holdlllcases, Noble Hound must be assigned a strikkeeée
any strike can be assigned to its controlling ottara Discard Noble Hound to cancel any effect tinald
take its controlling character prisoner (does motgxt other characters from being taken prisorieNoble
Hound is tapped or wounded, treat it as though it weretaiped for the purposes of assigning striké€s)

SLAYER - Creature (C)

[MP: 2; P/B: 11/-; Playable: Border-lands and Border-kpld

Slayer Two attacks (of one strike each) against the sameacter. Attacker chooses defending character.
The defender may tap one character in the sameamynp cancel one of these attadks.
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TWILIGHT - Short-event (C)
Environment. One environment card in play is imraegly discarded. This card may also be played as a
resourceThis card may be played at any time during any &g turn. (E)

ZWERGENAXT [Dwarven Axe] - Major Item (P)

[MP: 2; CP: 2]

Weapon. Warrior only. +2 prowess (to a maximum)ef+B prowess if held by a Dwarf (to a maximum of
8).
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Prophet of Doom

Challenge Deck Q Deck List Total: 110 cards
At Start (10) Resources (30)

Beretar with Horn of Anor MP Sources
Ettenmoors*( with Hidden Haven) Goldberry
Troll-chief (with Blazon of the Eye Hill Trolls [R]

Mistress Lobelia
Misty Mountai Wargs
Stone Trolls

Stage Resources
Fortress of the Towers

and Thrall of the Voice)
Firiel [R] (with Thrall of the Voice)
Damrod

Hazards (30)

Creatures Great Patron
Bert (Burat) Guarded Haven
Tom (Tuma) Pallando's Apprentice

Pallando's Hood
The Fortress of Isen
Truths of Doom
Wizard's Myrmidon
Supporting Resources
Crept Along Cleverly 2x

William (Wuluag)
Cave Worm 2x
Olog-hai (Trolls) 2x
Orc-guard 2x
Orc-lieutenant 2x
Orc-warband* 2x

Wild Trolls 2x Dark Quarrels 2x

Events Dark Tryst 2x

An Unexpected Outpost 3x Gifts as Given of Old 2x
Aware of their Ways 3x Hall of Fire 2x

Minions Stir* 3x
Searching Eye
Twilight 3x

Veils Flung Away 2x

Horns, Horns, Horns
Many Turns and Doublings
Not Slay Needlessly
Smoke Rings 2x
Weigh All Things to a Nicety 2x
Sites (6)
Bag End
Bree
Isengard@
Old Forest
The White Towers@
Deep Mines 2x

Q — Prophet of Doom (Fallen Pallando’s CHALLENGE DECK)

Other Characters (10)
Pallando@ 3x
Baugur
Boromir Il
Giloi
lll-favoured Fellow 2x
Oin
Tros Hesnef

Sideboard (24)
Resources
A Chance Meeting
A Friend or Three
A Panoply of Wigg
Beasts of thedd 2x
Dwarven Light-stdhe
Horns, Horns, Horns
Marvels diol
Noble Hound
Rangers of the North
oicés of Malice
Stage Resources
A Strident Spa
Delver's/estr2x
Half-orcs 3x
Legacy of Smiths
Prophet of Doon [R
Hazards
Alone and Unadvised
Lost in Free-domains
Slayer

Fallen Pallando will get Prophet of Doom. Therefbeeneeds five factions and 12 stage points. Tod-Tr
chief is sitting in Ettenmoors and playing threetiians. Please store the factions with the leadexvbid
tapping of Ettenmoor. To get more factions you n&eftrident Spawn (to play the Half-orcs) or thénaad
faction played by Beretar. Beretar and Firiel aevélling to Bag End, Bree and Old Forest to plhigsa
and factions. Damrod is travelling to The White Bo®@ to form a second company strong enough to ente
the Deep Mines The hazards are Orc and Trolls wresand some events.

Starting Companies (3) at Ettenmoors*
e Troll-chief with Blazon of the Eye and Thrall ofettvoice.
« Firiel with Thrall of the Voice and Beretar with Hoof Anor. Firiel controls Beretar.
e Damrod

Suggested Sites for Resources

A Panoply of Wings 2x (sideboard) — Bree, Old Fo(dee site should be tapped)
Beasts of the Wood 2x (sideboard) - Old Forest ¢tteeshould be tapped)
Delver's Harvest 2x (sideboard) — Deep Mines

Dwarven Light-stone 2x (sideboard) — Deep Mines

Goldberry - Old Forest
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Half-orcs 3x (sideboard) — The White Towers@ (afffarying The Fortress of Isen); Ettenmoors* (after
playing Guarded Haven

Hill Trolls — Ettenmoors*

Guarded Haven - Ettenmoors*

Mistress Lobelia — Bag End

Misty Mountain Wargs — Ettenmoors*

Noble Hound (sideboard) — Bree, Old Forest (the stiould be tapped)

Rangers of the North (sideboard) - Bree

Stone Trolls — Ettenmoors*

Resource Play

Moving around with Beretar and Firiel to collectied and factions. Try to get quickly Mistress Lbbae
Then use her ability to grab resources playablaeatcurrent sites. The next step is to get a predec
wizardhaven. Therefore you have to send Damrodeadard@ and/or The White Towers@ to play The
Fortress of Isen/ Fortress of the Towers. You dao ase Guarded Haven at Ettenmoor to protectitee s
Now you can play A Strident Spawn. This means yoatcan play now the Halforcs at the protected wiza
havens. If you have five factions (the stage poamesnot the problem) you can play Prophet of Deoh
finish the game. Please use the Hall of Fire tapicharacters at Ettenmoor and The White Towergo8o
have a better chance to remove permanent everywuortharacters (e.g. corruptions cards).

Pallando

Pallando is staying the whole game in The White @@ and has to sideboard every turn. During tie fi
time he should put five factions in the discard i\ Panoply of Wings, Beast of the Wood, Rangéthe
North) so that you can bring them in the play dbgkusing Horns, Horns, Horns. If you have A striden
spawn in play you should tap Pallando during thganization phase to bring the additional five fas
from the sideboard in the discard pile (Half-oréédu can then use the second Horns, Horns, Hooms fr
the sideboard to shuffle these factions in youy plack. Please note that you can untap Pallanéo yéu
have played Hall of Fire at The White Towers@ tayp resource with him.

Hazard Play

You have an Orc-/Troll hazard strategy here. Soslauld first modify the attack and then you caeate a
heavy attack. To have enough modifiers available gan use An unexpected Outpost to get them back.
And you should also cycle Veils Flung Away when yopponent is going through wilderness, Borderland
or Free-domain. Especially against Orc an Trollrabters can this card hurt. And for your own protec

you have Aware of their Ways in the deck. So yon beng out of play dangerous hazards for you (for
example Slayer, Foolish Words) or you can destegpurces needed by your opponent.

Sideboard

The conditions for sideboarding are:

Name of the card Card you must have in play or corition
A Panoply of Wings, Beast of the Wo( Pallando

Rangers of the North

Legacy of Smith More than 6 stage points
Noble Hound Mistress Lobelia

A Strident Spawn Protected wizardhaven
Dwarven Lightstone, Delver's Harvest Protected wdhaven
Half-orcs A Strident Spawn

Prophet of Doom five factions

Strategy Resources

In your first turn you have to move Beretar anddFito Bag End to play Mistress Lobelia. And thexuycan
move with her to Bree and the Old Forrest. You tzgnthe Mistress during the organization phasaut@ap
ally or faction to your hand. So you should go te@when you have already the Rangers in the diguikr

or to the Old Forrest to play Goldberry. You hawelay the two Beast of the Wood there becausecgoit
play them at Bree. To make the influence checkrejahe animals factions easier you should use &sift
Given of Old. You can put this card to your handimy your end of turn phase by tapping Pallandoe ¢
Damrod is moving to The White Towers in the fingtrt. Because Damrod’s mind is less than 3 you ate n

Editorial: Birk Pinker Page 52 of 80 Last update: May 2011
mail: birk.pfeiffer@web.de



Part V: Fallen Wizard Decks - Deck Q

allowed to draw any card for him. So you shouldy@acharacter in the first round and send them bmth
the White Towers. Then he is waiting for more chtes there and after you have played Fortresheof t
Tower you can send two characters to play the Devamhight-stone and Delver's Harvest at the Deep
Mines. You have to be careful with your generaluence because the Troll-chief is alone at Ettensioo
you will get big trouble if somebody is playing sessful a Call of Home on him. So the best thintpis
play lll-favoured Fellow at Ettenmoors under dirgdtuence of the Troll-chief. The Troll-chief hasll one
free direct influence and should be able to infaeethe factions. Because Baugur is an agent yoliag
him in play only at Isengard. He can then playHaéforc-factions too because he has three dirdlktence.
Please note that Baugur and the lll-Favour-FellosvHalforcs. So you can discarded them when yoe hav
them in your hand to early and after playing A @&rit spawn you can play them out of your discalel fi
you have five factions in play you can play thepgprat of Doom.

Strategy Hazards
You should play the hazards as quickly as you oairdaw the needed resources.

Errata
Please read the following cards as follows:

A STRIDENT SPAWN - Permanent-event (U)

[MP: 1; SP: 4]

Unique. Playable if you are Pallando or Saruman and Bawemore stage points and a protected
Wizardhaven. Each of your Half-orcs requires oiss fgoint of influence to control. During your
organization phase, you may take one Half- orcattar from your discard pile to your hand. You rpéay
Half-orc characters at your Wizardhavens, and éwsour Fallen-wizard is not there. Cannot be dogied
by a given player(E)

BAUGUR - Warrior Orc (P)

[MP: 1; Mind: 4; DI: 1; P/B: 4/8; Home Site: Isend

Unique. Half-orc. Agent. Leader. Discard on a bolgck result of 8. +2 direct influence against Gned
Orc factions. Agent only: May not move to Free-tsodshd Border-holds.

DEEP MINES - Ruins & Lairs (Under-deeps)

[opponent draws/you draw: 2/1; SP: 1]

A company may move to this site only from one afiyprotected Wizardhavens and only if you have more
than 6 stage points. The protected Wizardhavemeisurface site for Deep Mines (i.e., the sitesadjacent
and the movement roll required to move between tised). You receive the three stage points if ainy o
your companies are at the site. May be duplicatdddation deckCannot be duplicated on a given
Wizardhaven(E)

FORTRESS OF THE TOWERS - Permanent-event (U)

[SP: 3]

Unique. May not be a starting stage card. Playilpieu are Alatar, Pallando, or Saruman. Playalldbe
White Towers. The White Towers is protected. Otfaten-wizards may not use the Wizardhaven card for
The White Towers. Cards that give marshalllng po‘E not pIayabIe at the site by your opponeatlin

&neludmg—ene%ss—\%ldemess—m—the#—sﬁe—patl@scard this card When the S|te is dlscarded arned to

its location deck(E)

GUARDED HAVEN - Permanent-event (U)

[MP: 1; SP: 1]

Playable on one of your Wizardhavens other thamgised, The White Towers, or Rhosgobel. The site is
protected. Cards that give marshalllng pomts atqotayable at the site by your opponent in albsaé.

(-tneludmg—et%ess—ef—ﬁs—regwn—type—m—thew—elpath} Cannot be dupllcated ona glven s(té)

Editorial: Birk Pinker Page 53 of 80 Last update: May 2011
mail: birk.pfeiffer@web.de



Part V: Fallen Wizard Decks - Deck Q

NOBLE HOUND - Ally (C)

[MP: 1; Mind: 1; P/B: 3/6]

Playable at any tapped or untapped Border-holdllicases, Noble Hound must be assigned a strilkedoe
any strike can be assigned to its controlling ottara Discard Noble Hound to cancel any effect vhald
take its controlling character prisoner (does motgrt other characters from being taken prisoieNoble
Hound is tapped or wounded, treat it as though it weretagpped for the purposes of assigning strik€s)

OLD FOREST - Border-hold (Cardolan) (U)
[opponent draws/you draw: 1/1]

Nearest Haven: Rivendell

Site Path: Wilderness, Wilderness

Special: Healingffectsaffect all characters at the si(&)

THE FORTRESS OF ISEN - Permanent-event (U)

[SP: 3]

Unigue. May not be a starting stage card. Playiélyieu are Alatar, Pallando, or Saruman. Playalole o
Isengard. Isengard is protected. Other Fallen-wizanay not use the Wizardhaven card for IsengaacdsC
that give marshalllng pomts are not playable atshle by your opponent in aII caséeeempany—mewng—t

the*sﬁe—pa%h) Dlscard thls card When the S|te is dlscarded tirned to |ts Iocat|on deckE)

TWILIGHT - Short-event (C)
Environment. One environment card in play is imraegly discarded. This card may also be played as a
resourceThis card may be played at any time during any &g turn. (E)

VEILS FLUNG AWAY - Short-event (U)

Playable on a company moving in a Wilderness, Bela®d, or Free-domain if Doors of Night is not in
play; does not count against the hazard limit. Makedy check modified byl for each character.
Determine if each Orc or Troll character is diseards indicated on their cards. Otherwise, the loheégks
have no effect unless an untapped character figilsheck, in which case he becomes tapfeqd.
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The Ally-Armada

Challenge Deck R Deck List Total: 110 cards

At Start (9)

Barliman Butterbur

Elrohir

Gildor Inglorion

Glove of Radagast[R]

Imrahil (with Thrall of the Voice
and Dagger of Westernesse)

Perchen (with Elf-stone)

Hazards (30)
Creatures

Ambusher 2x
Barrow-wight

Cave Worm 2x
Corsairs of Umbar 2x
Dunlending Raiders 2x

Sellswords Between Charters 3x

Slayer 2x

Events

Alone and Unadvised 2x
An Unexpected Outpost 2x
Despair of the Heart 2x
Dragon-sickness

Lure of Expedience 3x
Lure of Nature 2x

Lure of the Senses 2x
Rank upon Rank 2x

Resources (30)
MP Sources
Barrow-blade
Radagast's Black Bird
War-warg 2x
War-wolf 2x
Wild Hounds 2x
Stage Resources
Great Patron
Shifter of Hues[R]
Wizard's Myrmidon
Supporting Resources
Awaiting the Call
Bold Thrust 2x
Dark Tryst 2x
Hall of Fire 2x
Marvels Told 2x
Muster
Risky Blow 2x
Smoke Rings 2x
Swift Strokes 2x
Weigh All Things to a Nic@k
Withdrawn to Mordor

Sites (7)

Bree

Deep Mines
Rhosgobel@
Rhosgobel@
Rivendell
The White Towers@*
Weathertop*

R — The Ally-Armada (Fallen Radagast's CHALLENGE DECK)

Radagast wants to get his Girdle. So he needsaf lities. Play the wolves at Weathertop and tthers

allies at the two Rhosgobels.

Starting Company (1) at Weathertop*

Other Characters (10)
Radagast@ 3x
Annalena
Asternak
Balin
Doras
Galdor
Ostisen
Voteli

Sideboard (24)
Resources
A Friend or Three
A Panoply of Wings
An Untimely Brbo
Delver's Hast/2x
wearLight-stone 2x
Girdle of Radagast[R]
Great Bats 2x
Legacy oftlssni
Noble htb@x
Noble Steed 2x
Regiment ofdRI&rows 2x
Voices of Malice
Hazards
Call of Home
Covetous Thoughts
Searching Eye
Smaug Ahunt
Stormcrow
The Way is Shut

e Barliman Butterbur, Elrohir, Gildor Inglorion, Ininéd with Thrall of the Voice and Dagger of
Westernesse, Perchen with Elf-stone. Perchen dsiEhmhir

Suggested Sites for Resources

A Panoply of Wings (sideboard) - Bree

Barrow-blade — Weathertop*

Delver's Harvest 2x (sideboard) — Deep Mines

Dwarven Light-stone 2x (sideboard) - Deep Mines

Great Bats 2x (sideboard) — Rhosgobel@ (after Atinuisly Brood is played or by Radagast)

Noble Hound 2x (sideboard) - Rhosgobel@ (after Anitdely Brood is played or by Radagast), Bree

Noble Steed 2x (sideboard) - Rhosgobel@ (after Atirhkly Brood is played or by Radagast)

Radagast's Black Bird - Rhosgobel@

Regiment of Black Crows 2x (sideboard) - Rhosgob&@er An Untimely Brood is played or by
Radagast), Weathertop* (when the Wild Hounds aigay)

War-warg 2x — Weathertop*

War-wolf 2x — Weathertop*
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Wild Hounds 2x — Weathertop*

Resource Play

Your starting company is staying at Weathertopplay the wolves and the Wild Hounds. In the lashtu
they can go to Bree to get the Panoply and Noblends. Form a second company at Rhosgobel and play
all of the none-unique allies there. Later go dawrhe Deep Mines to get the Dwarven Light-stored a
the Delver Harvest. When too many characters wiarenated at Weathertop* you can send new character
via Rivendell to Weathertop*.

Radagast
Radagst is sitting the whole game in Rhosgobelisuiadso playing allies. During the organization ghde
has to sideboard. Untap him after the movementrdgasase by using Hall of Fire.

Hazard Play

This are Man with corruption. Very simple.

Sideboard

The conditions for sideboarding are:

Name of the card Card you must have in play or corition
Great Bats 2x, Regiment of Black Crovigoble Radagast

Hound, Noble Steed (in the discard pile)

Legacy of Smiths More than 6 stage points

An Untimely Brood More than 6 stage points and Rada
Regiment of Black Crows, Noble Hound, Nohlén Untimely Brood

Steed

Delver Harvest 2x, Dwarven Light-stone Three chim@cat Rhosgobel@
Girdle of Radagast More than 12 stage points andlbes
Errata

Please read the following cards as follows:

CORSAIRS OF UMBAR - Creature (U)

[MP: 1; P/B: 9/-; Playable: Coastal Seas]

Men. Five strikes. May also be played keyed to AstirAnfalas, Belfalas, Cardolan, Enedhwaith,
Harondor, Lindon, Lebennin, and Old Pdkel-land; emay also be played at Ruins & Lairs and Shadow-
holds in these regiondlay also be played at any site in Elven Shores déoran Coast, Andrast Coast,
Bay of Belfalas, or Mouths of the Anduin(E)

DEEP MINES - Ruins & Lairs (Under-deeps)

[opponent draws/you draw: 2/1; SP: 1]

A company may move to this site only from one afiyprotected Wizardhavens and only if you have more
than 6 stage points. The protected Wizardhavemeisurface site for Deep Mines (i.e., the sitesadjacent
and the movement roll required to move between tised). You receive the three stage points if ainy o
your companies are at the site. May be duplicatdddation deckCannot be duplicated on a given
Wizardhaven(E)

MUSTER - Short-event (C)
Warrior only.An influence check against a faction by a warrios modified by adding the warrior’s
prowess to a maximum modifier of +§E)

NOBLE HOUND - Ally (C)

[MP: 1; Mind: 1; P/B: 3/6]

Playable at any tapped or untapped Border-holdlllcases, Noble Hound must be assigned a strikkeeée
any strike can be assigned to its controlling ottara Discard Noble Hound to cancel any effect tinaild
take its controlling character prisoner (does motgxt other characters from being taken prisorieNoble
Hound is tapped or wounded, treat it as though it weretaiped for the purposes of assigning striké€s)
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RHOSGOBEL- Wizardhaven (Southern Mirkwood) (C)
[opponent draws/you draw: 2/2; SP: 1]
Special: Only Radagast’s companies may use this Gduis site is a protected Wizardhaven. If ongaafr

companles is at this S|te all attacks agamsﬂt:anceled&ny—ef—yew—eempames—mewng—te—eﬁrem

m—thea#&%e—path) You receive the stage point if any of your comparare at thls S|te (E)

SLAYER - Creature (C)

[MP: 2; P/B: 11/-; Playable: Border-lands and Border-bpld

Slayer Two attacks (of one strike each) against the sameacter. Attacker chooses defending character.
The defender may tap one character in the sameamyrip cancel one of these attadks.
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Await the Onset

Challenge Deck S Deck List Total: 110 cards

At Start (10)
Boromir |l

Dasakun (with Thrall of the Voice)

loreth

Theoden (with Thrall of the Voice

and Blazon of the Eye

and Horn of Anor

and Gandalf's Friend)
Votel

Hazards (30)

Creatures

Barrow-wight

Cave Worm 2x

Giant Spiders 3x

Lesser Spiders 2x
Neeker-breekers 2x
Watcher in the Water 2x
Events

An Unexpected Outpost 2x
Das Pack vor der Tur 2x
Doors of Night 3x

Full of Froth and Rage 3x
Peril Returned 2x
Searching Eye

Twilight 3x

Wake of War 2x

Resources (30)

MP Sources

Beornings

Bill the Pony

Goldberry

Mistress Lobelia

No Strangers at this Time
The Great Eagles

Stages Resources

Chambers in the Royal Court 3x
Give Welcomethe Unexpected [R]

Grey Embassy
Guarded Haven
Wizard's Myrmidon

Supporting Resources
Dark Quarrels 2x

Dark Tryst 2x

Horns, Horns, Horns

Marvels Told

Muster

Not Slay Needlessly

Risky Blow 2x

Smoke Rings 2x

Swift Strokes 2x

Voices of Malice

Weigh All Things to a Nic@k

Sites (10)
Bag End
Beorn's House
Bree
Dol Amroth
Eagles' Eyrie
Edoras
Minas Tirith
Old Forest
Pelargir
The White Towers@

S — Await the Onset (Fallen Gandalfs’s CHALLENGE ECK)
Gandalf wants to play Await the Onset. So he néedsprotected haven, four factions and six characte
So you have to make some of the free-holds to Ismaaenl then protected them. And influence a lot of

faction playable at these free-hold.

Starting Companies (3) at The White Towers@
» Voteli, loreth. Voteli controls loreth
e Theoden with Thrall of the Voice, Horn of Anor, Bt of the Eye and Gandalf's Friend and

Dasakun with Thrall of the Voice. Theoden contid&sakun.

*  Boromir

Suggested Sites for Resources

Beornings - Beorn's House

Bill the Pony - Bag End, Bree (the site must beeay)
Chambers in the Royal Court 3x - Bag End, Beorisdd, Dol Amroth, Eagles' Eyrie, Edoras,

Minas Tirith, Pelargir

Fireworks 2x - Minas Tirith (when the site is tagpe

Other Characters (10)
GandaB@
Adrazar
Elwen
Eom
Erkexmtol
Forlong
Freca
Herion

Sideboard (20)
Resources
Await the Onse} [R
Fireworks 2x
Guarded Haven 2x
Horns, Horngnllo
Knights of Bohroth
Legacy of Smiths
Marvels Told
Men of Anorien
Men of Lebennin
Mischief in a M&&ay [R]
No Strangers atThize
Palantir of Minas Ttiri
Rangers of the North
Riders of Rohan
Tower Guard of Minagith
Voices of Malice
Hazards
Alone and Unadvised
Lost in Free-domains
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Guarded Haven 1x (sideboard 2x) — any site withn@ye in the Royal Court
Goldberry - Old Forest

Knights of Dol Amroth (sideboard) - Dol Amroth

Men of Anorien (sideboard) - Minas Tirith

Men of Lebennin (sideboard) - Pelargir

Mischief in a Mean Way [ (sideboard) - Bree, Oldést

Mistress Lobelia — Bag End

No Strangers at this Time 1x (sideboard) — anywitere you have played a faction
Palantir of Minas Tirith (sideboard) - Minas Tirith

Rangers of the North (sideboard) - Bree

Riders of Rohan (sideboard) - Edoras

The Great Eagles - Eagles' Eyrie

Tower Guard of Minas Tirith (sideboard) - MinasifFir

Resource Play

Voteli and loreth are travelling to Bag End tothitre nearly the whole game. They are playing fathe
Marvels Told and Voices of Malice. And they areyihg the two allies playable there. Please noteyba
have to play first the Mistress and after that gan use the Mistress to search your play deck &g
pile for Bill. You can make Bag End to wizardhavgnusing Chambers. With Guarded Haven this site is
protected. Later in the game Voteli can travel altm Bree or the Old Forrest to play a resourcecthed
Mischief. Boromir is travelling to Beorn’s House pitay the faction. Theoden and Dasakun are tranggtid
Eagles’Eyrie to get the faction there. In turn t&oromir is travelling to Minas Tirith and Theodenda
Dasakun are going to Edoras. As you can see aliltheacters in the deck have homesite in one ofréee
holds around Minas Tirith. So Theoden can contvelrg of them with his direct influence. When Yowha
played a faction then play No Strangers at thigtiin the next turn you can play chamber and alftar
Guarded Haven to get your second protected hateas® note that you should never play No strarafers
this time at Minas Tirith. Because Gandalf has $e &ireworks two times to make two factions and the
Palantir playable there. And the Palantir is thly @iem in the deck. So use the Fireworks wise !!!

Gandalf

Gandalf comes into play in Minas Tirith, Dol Amrotin Pelagir. And he is travelling between thesessit
every turn. So he is going only through free-dorsaluring his first organization phase tap him timdp
five factions in the discard pile. And during thexhorganization phases tap him to bring one resota the
play deck. When you have played a resource at Milirith then play Fireworks with him to untap thiees
Please note his special ability. He can untapeattid of the organization phase.

Hazard Play

When you have Door of Nights in play you can plagsOPack vor der Tur. And then your spiders and
animals can attack nearly everywhere. To make teeonger play Wake of War and Full of Froth and
Rage. Use Searching eye to destroy resources ofopmonent which require a scout (such as HidirdeH

in dark place, A nice place to hide).

Sideboard
The conditions for sideboarding are:
Name of the card Card you must have in play or corition
Knights of Dol Amroth, Men of Anorien, Men | Gandalf
Lebennin, Riders of Rohan, Tower Guard
Minas Tirith (in the discard pile)
Legacy of Smiths More than 6 stage points
A tapped site except Minas Tirith where you have
No Strangers at this Time played a faction
Guarded Haven 2x A site with No Strangers at tliseTand Chambers
Palantir of Minas Tirith untapped Minas Tirith
Mischief in a Mean Way More than 12 stage points
More than 12 stage points, 2 protected havens and s
Await the Onset characters
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Errata
Please read the following cards as follows:

BILL THE PONY - Ally (U)

[MP: 1; Mind: 1; P/B: -210]

Unique. Playable at Bree of Bag End; playable ef/tre site is tapped. If at a non-Haven site drids
company’s size is three or less, you may discalldi& Pony at the end of his company’s turn andaee
its site with the nearest Havdix)

FRECA - Warrior/Diplomat Man (P)
[MP: 2; Mind: 5; DI: 2; P/B: 4/8; Home Sites: Ederdunnish Clan-hold]
Unique. Agent. +1 direct influence against the Rsdef Rohan and Dunlendings factions.

GUARDED HAVEN - Permanent-event (U)

[MP: 1; SP: 1]

Playable on one of your Wizardhavens other thamgised, The White Towers, or Rhosgobel. The site is
protected. Cards that give marshalllng pomts mteplayable at the site by your opponent in albsaﬁ

(ineleding—enﬁess—e#s—mgiemtype—hq—themsﬁe—pampannot be dupllcated on a given s(@)

IORETH - Sage Dunadan (U)
[MP: -; Mind: 1; DI: 1; P/B: 0/7; Home Site: Mindsrith]
Unique. Healingeffectsaffect all characters in her compaf)

MUSTER - Short-event (C)
Warrior only.An influence check against a faction by a warrios modified by adding the warrior’s
prowess to a maximum modifier of +§E)

OLD FOREST - Border-hold (Cardolan) (U)
[opponent draws/you draw: 1/1]

Nearest Haven: Rivendell

Site Path: Wilderness, Wilderness

Special: Healingffectsaffect all characters at the si(&)

TWILIGHT - Short-event (C)
Environment. One environment card in play is imraegly discarded. This card may also be played as a
resourceThis card may be played at any time during any &g turn. (E)

Editorial: Birk Pinker Page 61 of 80 Last update: May 2011
mail: birk.pfeiffer@web.de



Part VI: Decks without Wizard and Ringwraith - ndiuction
Introduction of the decks without Wizard and Ringwraith

After having several tournaments with the so callest Challengedecks | found out that | have atsbuilt
a Hero-Challenge-Deck to make sure that also Nesvdre take part.

So | built a deck without Wizard. To be consequaiso have to built a deck without a Ringwraithusing
the Lidless Eye. Please note that the Lidless [Eg& & only playable against a Wizard and/or Fallen
Wizard. So the Balrog- and Ringwraith-Decks canfightt against Sauron!

This is the only thing You have to know. Everythiglige is normal playing.

Have fun.
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Feel Free

Challenge Deck T Deck List Total: 110 cards

At Start (5)

Resources (30)

Thrain II[R] (with Dagger of WesternesseMP Sources

Robin Smallburrow
Galdor (with Elf-stone)

Other Characters (10)
Boromir Il
Eomer
Legolas
Folco Boffin
Forlong
Haldir
loreth

Kili

Oin
Theoden

Hazards (30)

Creatures

Ambusher 2x
Barrow-wight 2x

Chill Douser 3x

Corsairs of Umbar
Dunlending Raiders

Ent in Search of the Entwives 3x
Events

An Unexpected Outpost 3x
Foolish Words 3x

Muster Disperses 2x

Shut Yer Mouth 3x
Stormcrow 2x

Tookish Blood 2x

Twilight 3x

Bill the Pony

Blue Mountain Dwarves
Mistress Lobelia
Palantir of Minas Tirith
Riders of Rohan
Wood-elves
Supporting Resources
A Chance Meeting
Await the Advent of Allies 3x
Crown of Flowers 2x
Dark Quarrels 3x
Gates of Morning 3x

Sites (15)
Pelargir
Raider-hold
Ride
Sarn Goriwing
Thranduil's Halls

Sideboard (20)
Resources
Align Palantir
Alliance ofrée Peoples[R]
Durin's Axe
Forewarned Is Forearmed
Glamdring

Glamour of Surpassing Excellance Halfling Strength

Horns, Horns, Horns
Houses of Healing
Muster 2x
Saw Further and Deeper 2x
Smoke Rings 3x
The Sun Unveiled 2x

Sites (15)
Bag End
Barrow-downs
Blue Mountain Dwarf-hold
Buhr Widu
Dol Amroth
Edoras
Grey Havens
Himring
Lorien
Minas Tirith

T — Feel Free (The CHALLENGE DECK without wizard)
Try to get nearly all of Your MP at Freeholds. Bey! Start moving after You played successful M&t's
the site. And to have the chance to play more diarause Await the Advent of Allies. The hazardldis
just a mixture of common creatures and permaneasttevto reduce the direct influence to be sureYboat

opponent can not play factions so easy.

Starting Companies (3) at Rivendell

Horns, Horns, Horns
Knights of Dol Amroth
Men of Lebennin
Nenselde the Wingild[R]
Red Arrow
The Sun Unwile
Hazards
Call of Home
Earcaraxe Ahunt
lEstgAhunt
Marsh-drake
Rain-drake
Sellswords Between Géar
Slayer
Times Are Evil

e Thrain Il with Dagger of Westernesse is going taedBMountain Dwarf-hold.
¢ Robin Smallburrow is going to Bag End.
e Galdor with Elf-stone is going to Thranduil's Halls

Suggested Sites for Resources

Bill the Pony — Bag End (after tapping the site)

Blue Mountain Dwarves - Blue Mountain Dwarf-hold
Durin's Axe (sideboard) - Barrow-downs, Buhr Wiglimring, Raider-hold, Sarn Goriwing
Glamdring (sideboard) - Barrow-downs, Buhr Widugriding, Raider-hold, Sarn Goriwing
Knights of Dol Amroth (sideboard) - Dol Amroth"fleck cycle)

Men of Lebennin(sideboard) - Pelargir

Mistress Lobelia - Bag End

Nenselde the Wingild (sideboard) - Dol Amroth
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Palantir of Minas Tirith - Minas Tirith

Red Arrow (sideboard) - Barrow-downs, Buhr Widuptding, Raider-hold, Sarn Goriwing
Riders of Rohan - Edoras

Wood-elves - Thranduil's Halls

Resource Play

Form three companies at the beginning. The firshpamy — Galdor — goes to Thranduil's Halls and is
waiting for the Wood-elves. The second company faifhll — goes to Blue Mountain Dwarf-hold and is
waiting for the Blue Mountain Dwarves. The thirchgmany — Robin Smallburrow — goes to Bag End and is
waiting for Mistress Lobelia. When they are at thdgstination play Await the Advent of Allies at IGar

and Robin Smallburrow — Thrain’s mind is too big that card. So You generate free direct influetace
built up a fourth company around Theoden in Ed@mag a fifth company around Boromir Il in Minas
Tirith. When Thrain 1l and Galdor have played theiction they are losing the Advent of Allies arah@o

for items. Thrain Il should go for Durin's Axe. Sou got the two extra MP. Because You have no wlizar
so You can bring characters in play at their hoteedou have two characters with home site Edonas a
three with Homesite Minas Tirith. So it should lzesy to form companies there. You also have two fihsar
with homesite Blue Mountain Dwarf-hold. So You thean support Thrain Il. He has three direct infleen

to control one of them. Galdor can control Haldyr tsing A chance meeting. Robin is Your weakiest
starting character. If he is wounded You can usasdmf Healing or Halfling strength (sideboardheal
him, because it is to dangerous for him to go tdeaven. Or You discard him and play Folcon Boffin i
Bag End. Trhain Il is strong enough to reach theehaafter he was wounded. Galdor can also healed by
using Houses of healing. Or You play Legolas dire¢EHranduil's Halls, transfer the item and semtiddr

to Lorien. Before the game ends play Alliance ofd-Peoples to get extra points for dwarfs, menedind
factions.

Hazard Play

The goal of the hazard deck is to reduce the dirditence of Your opponent. Use muster disperse to
destroy the factions. Because of Your Alliance ¥twuld use dwarfs, men or elf factions. But be fohre
After playing Alliance the discard of such a faatis discarding the Alliance too. The creaturesjast a
mix and are normally easy to play.

Sideboard

Sideboarding is hard for You because You have tmge Smoke Rings to bring resources ins Your deck.
So You should choice wise which are this three £drda normal game You should bring in Align P#tan
Durin’s Axe and Knights of Dol Amroth to get a loft MP. In the deck cycle You can bring in more MP’s

Name of the card Card you must have in play or corition

Align Palantir Palantir of Minas Tirith

Alliance of Free Peoples Before the first deck eycl

Durin's Axe Blue Mountain Dwarves

Forewarned Is Forearmed When opponent has SlageAssasin in deck

Glamdring Against Minnion and Wood-elves in play

Halfling Strength Wounded Hobbit and no hobbit left

Horns, Horns, Horns A lot of faction in the discgite before deck cycle

Knights of Dol Amroth Bill and Mistress

Men of Lebennin Riders of Rohan

Nenselde the Wingild Lost Bill and/or Mistress

Red Arrow Lost Lost Riders of Rohan and/or opporer this item
in deck

The Sun Unveiled Heavy corruption

Strategy Resources

In an ideal game You have in the end the followdogpanies and cards in play befofédzck cycle:
I: Thrain Il with Durin’s Axe and Oin, Thrain Il adrols Oin = 8 MP

II: Galdor controls Haldir = 3 MP

[ll: one Hobbit with Mistress and Bill = 3 MP

IV: Theoden and Eomer = 3 MP
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V: loreth with Await Adv. of Allies, Palantir, Alig Palantir and Forlong, loreth controls Forlong MR
Faction in Play and Alliance of Free People: Blueuxitain Dwarfes, Wood-Elves, Riders of Rohan,
Knights of Dol Amroth = 12 MP

The total MP’s are 33 MP.

And You have to know that You can discard Bill whenis coming to Your hand before You have played
Mistress. Because You can use Mistress abilitesoch for Bill in Your playdeck or discard pile. i@ af
Morning and The Sun Unveiled is a great help fgirlg corruption cards and Foolish Words. And Your
character is untapped after playing this card. 8o §an use them before the council to have untapped
characters to support the corruption check. Daamd loreth could have a problem there.

Strategy Hazards
Play quick Your events and creature. Use the urdggddo bring hazards from Sideboard to Playdeck or
cycle hazards which can hurt Your opponent. Notlsimgcial no big tricks.

Errata
Please read the following cards as follows:

ALIGN PALANTIR - Permanengevent (U)

[MP: 2; CP: 2]

Sage only if a Palantir is in his company. Keeghlite Palantir; bearer now has the ability to hse t
Palantir. Discard Align

Palantir if the company carrying the Palantir moWesy not be duplicated on a given Palant{E)

AWAIT THE ADVENT OF ALLIES - Permanengvent (U)

Playable on a nekVizard character with a mind of six or less. Chegamust stay at its current néfaven
site until you play a

card at the site. Target character does not caaihst general influence and its marshalling paitatsot
count. Discard this

card when you play a resource at the site, theackarris discarded, or the charadiecomesvounded.
Cannot be duplicated on

a given characte(E)

BILL THE PONY - Ally (U)

[MP: 1; Mind: 1; P/B: -210]

Unique. Playable at Bree of Bag End; playable éf/tre site is tapped. If at a non-Haven site drds
company'’s size is three or less, you may discalidiz Pony at the end of his company’s turn andaee
its site with the nearest Havdix)

FOOLISH WORDS Permanengvent (C)

Playable on any character. Any riddling roll, ofifgr attempt, or influence attempt by target chamaist
modified by-4. If placed orguard, it may be revealed and played when a characthe company declares
such an attempt. During his organization phaseghiagacter may tap to attempt to remove this cgrd b
making a roll (drawing a #)if the result is greater than 7, discard this c&ahnot be duplicated on a
given character(E)

IORETH - Sage Dunadan (U)
[MP: -; Mind: 1; DI: 1; P/B: 0/7; Home Site: Mindsrith]
Unique. Healingeffectsaffect all characters in her compafl)

MUSTER - Short-event (C)
Warrior only.An influence check against a faction by a warrios modified by adding the warrior’s
prowess to a maximum modifier of +§E)

TWILIGHT - Short-event (C)
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Environment. One environment card in play is imraegly discarded. This card may also be played as a
resourceThis card may be played at any time during any &g turn. (E)
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Come by Night upon them

Challenge Deck T Deck List Total: 110 cards

At Start (7) Resources (30) Sideboard (23)
Eradan (with Blazon of the Eye) MP Sources Resources
Nevido Smod Broad-headed Spear 3x Burning Rick, &ud Tree 3x
Orc Captain Easterlings* Crept along Cleverly
Orc Veteran Faithless Steward[R] Eye Never Sleefing
Raisha (with Open to the Summons)  Great Bats Hismadr
High Helm Nuriags
Sable Shield Orc Quarrels
Southrons* Sudden call
Other Characters (7) Variags of Khand* The Dark Power 3x
Asternak War-wolf 3x Voices of Malice
Dasakun Supporting Resources Wain-easterlings*
Dorelas Come By Night Upon Them[R] Hazards
Mionid Dark Tryst 3x Alone and Unadvised
Pon Opar Gifts as Given of Old 2x Fell Winter
Tros Hesnef Not Slay Needlessly 3x Foolish Words*
Woffung Secret Book 3x Lure of Nature*
The Lidless Eye[R] Long Winter*
Hazards (30) Voices of Malice Lost in Free-domains*
Creatures Weigh All Things to a Nicety 3x ~ New Moon
Ambusher 2x
Barrow-wight Sites (13)
Chill Douser 3x Barad-dur*
Nameless Thing Buhr Widu*
Rain 3x Dol Guldur*
True Fire 3x Easterling Camp*
Events Gobel Mirlond*
An Unexpected Outpost 3x Minas Morgul*
Bairanax Ahunt Mount Doom*
Doors of Night* 3x Nurniag Camp*
Earcaraxe Ahunt Raider-hold*
Nobody's Friend Sarn Goriwing*
Peril Returned 2x Shrel-Kain*
Twilight 3x Southron Oasis*
Withered Lands 3x Variag Camp*

U — Come by night upon them (The CHALLENGE DECK without Ringwraith)

Play factions and items at Border-holds around Mortdse Secret Books to untap these sites and @gme
night upon them to play an item without tapping s$ite. After playing successful an item You canrbtlre
site.

Starting Companies (2) at Minas Morgul

e Eradan with Blazon of the Eye, Raisha with Opetht®® Summons and Nevido Smod are going to the
Border-holds.

e Orc Captain and Orc Vetrean are going to Moountr®.oo

Suggested Sites for Resources
Broad-headed Spear 3x - Buhr Widu*, Gobel Mirlon&ider-hold*, Sarn Goriwing*, Shrel-Kain*
Burning Rick, Cot, and Tree 3x (sideboard) — Gd¥glond*, Raider-hold*, Shrel-Kain*
(after tapping the site)
Easterlings* - Easterling Camp*
Faithless Steward — Barad-dur*
Great Bats - Mount Doom*, Nurniag Camp* (even i tite is tapped)

Editorial: Birk Pinker Page 67 of 80 Last update: May 2011
mail: birk.pfeiffer@web.de



Part VI: Decks without Wizard and Ringwraith — Dddk

Haradrim* (sideboard) - Southron Oasis*

High Helm — - Buhr Widu*, Gobel Mirlond*, Raider-la¥, Sarn Goriwing*, Shrel-Kain*

Nuriags (sideboard) - Variag Camp*

Sable Shield - Buhr Widu*, Gobel Mirlond*, Raideold*, Sarn Goriwing*, Shrel-Kain*

Secret Book 3x - Easterling Camp*, Buhr Widu*, Gblrlond*, Raider-hold*, Sarn Goriwing*, Shrel-
Kain*, Southron Oasis*, Variag Camp* (after You lbgdayed an item or a faction)

Southrons* - Southron Oasis*

Variags of Khand* - Variag Camp*

War-wolf 3x - Mount Doom* (even if the site is tag)

Wain-easterlings* (sideboard) - Easterling Camp*

Resource Play

The Orc-Captain and the Orc-Veteran are going tamMi®oom and playing all of the allies there. i ite

is too dangerous (for example the auto attack the® modified) then they can go to Nurniag Camp* to
play the Great Bats. The other company (EradarshRaand Nevido Smod) is going for items and fastion
If You have a faction in Your first organizationgse in Your hand then go to the site where thédiads
playable. Otherwise go to Raider-hold* because dhtomatic attack is weaker there then in Gobel
Mirlond*. When You play a faction or item play ac®et Book as a minor item. Then You can untap ifee s
to play a second faction or item there. Use Comeitigt upon them to reduce the prowess of the aaitiom
attac and to play an item for free. Recycle thiddday using Weigh All Things to a Nicety. When the
Lidless Eye is in play You can use Your directuefice to play more characters. You have a lot afatdter
with one of the Boder-holds around Morodor as hateesSo You can play them there and You can tap
them to cancel the automatic attack. Use the satelray ability of the Lidless Eye to bring in more
factions, Burning Rick, Cot, and Tree and the sgeshort events for the Lidless Eye like The Daokver
and Eye never sleeping.

Hazard Play

The goal of the hazard deck is to have The Doolighft in play. So the Come by night upon them cedu
the prowess of the automatic attack by 2. Then daualso changes Wilderness, Shadow-Land and Border
land to a double Wilderness to play True Fire-drak@lay the Rain-drake at Ruins & Lairs. You atsm
play Nameless Thing in costal regions and at adjasite of any Under-deeps site with the help odBwf
Night and You can recycle two cards instead oflmnasing An unexpected outpost.

Sideboard
Sideboarding could be hard for in the case that.itiiess Eye is coming late to the game. In thatcdou
should use Weigh All Things to a Nicety insteadeaafycling Come by night upon them.

Name of the card Card you must have in play or corition

Burning Rick, Cot, and Tree 3x Tapped Border-holkere You have played a major item
Eye never slepping The Lidless eye

The dark power The Lidless eye

Haradrim* Southrons* and a untapped Southron Oasis*

Nuriags Variags of Khand* and a untapped Variag £am
Wain-easterlings* Easterlings* and a untapped EasgeCamp*

Voices of Malice Heavy corruption and/or directlirgnce reducer

Strategy Resources

You have some one mind characters in the deckthése characters to wait at a tapped site for eeSec
Book to untap the site so that You can then plagand faction there. To wait for an item is natassary
because You have three Border-hold-sites wherecdauplay items and two additional site — one R@ins
Lairs and one shadow-hold. You need a tapped Bdralerto play Burning Rick, Cot, and Tree. If Yorea
playing this card at a site where You have playlston then You have to discard the faction. (Snakes
no sense to do so. When You have Faithless stawaineé hand bring one of agent-character to Barad«al
give the Faithless to that agent during the untegse. Then bring him to one of his homesites tdlge8
MP’s.
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Strategy Hazards
Your hazards are working best if Doors of Nighinigplay. You can also play Peril returned, but ikisnly
a Long event, so the Doors are better.

Errata
Please read the following cards as follows:

FOOLISH WORDS Permanengevent (C)

Playable on any character. Any riddling roll, ofifgr attempt, or influence attempt by target chamaist
modified by-4. If placed orguard, it may be revealed and played when a characthe company declares
such an attempt. During his organization phaseghiagacter may tap to attempt to remove this cgrd b
making a roll (drawing a #)if the result is greater than 7, discard this c&ahnot be duplicated on a
given character(E)

OPEN TO THE SUMMONS Permanengvent (U)

Playable on aninion company. One agent minion may be played with taxgmpany at a Darkhaven { ]
place this card with the agent. to his mind to a minimum of 1. This card may keypd with a starting
company in lieu of a minor item. When played ashsueveal it when starting companies are determased
if it were a character. Cannot be duplicated oivargcharacter(E)

TWILIGHT - Short-event (C)
Environment. One environment card in play is imraegly discarded. This card may also be played as a
resourceThis card may be played at any time during any &g turn. (E)

None English cards in the deck

Because | don't have enough of some cards | pueggarman, French or Spanish version of the catigein
deck. Therfore you find the English text here facts cards.

THE LIDLESS EYE- Permanengvent (R)

Playable if your opponent is a Wizard and you hasterevealed a Ringwraith. You are Sauron, not a
Ringwraith. You may not reveal a Ringwraith or pRiygwraith followers. +7 to your general influence
You may keep one more card than normal in your h@mge during each of your organization phases, you
may: bring a resource or character from your sidedbinto your play deck and shuffle or choose and
discard a card from your hand to look at up toritlcan cards at once from your opponent’s hand. Qameno
duplicated.

DARK TRYST - Shortevent (C)
Draw three cards and remove this card from the game
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Short Introduction to the Balrog Decks

As You know ICE has already produced two redaylag decks for the Balrog. But these decks are tard
play and it is not so easy to win against one bépthallengedecks. Also You need a lot of Balragis.

So the idea was born to built a Balrog challengek aéhich has also a maximum of 110 cards and dmket
R-cards in the deck. Also the number of cards ftloenBalrog edition was reduced to a minimum. As R-

cards in the Balrog editin counts every card wiigcbnly once in both of the Balrog decks. If thedcis two

times in both decks together then it counts asdJadinother cards are then C.

So You have the following cards from the Balrogiediin this challenge deck:

Characters:
e Buthrakaur[R]
e Crook-legged Orc 3x[U]
« The Balrog% 3x[C]

Resources
e Orders from the Great Demon[U]
e Great Shadow 2x[U]

Sites
e Moria% 2x[U]
e The Under-gates% 2x[U]
e The Under-leas%][U]

SPECIFIC RULES FOR MIDDLE EARTH: THE BALROG

This is an expansion set of over 100 cards forMiddle Earth Collectible Card Game. While it islful
compatible with both Middle Earth: The Wizards avitidle Earth: The Lidless Eye, Middle Earth: The
Balrog focuses on a player using resources fromLitess Eye. The Balrog is supremely confidenhisf
own immense personal power. After all, just likau®e, he was one of Morgoth'’s chief lieutenantse Th
Balrog tends to rely on brute force and direct comfation rather than more subtle approaches ofted by
Ringwraiths and Wizards. His goals are basic angla - accumulate power and destroy his enemidme If
can do this, he can become a dominant power in leliddrth - a factor to which both the Dark Lord ainel
Free Peoples will be forced react.

Note: Middle-earth: The Balrog introduces a newssification of creatures called “Spawn”. These
monstrous creatures were created by Morgoth or ddtlen spirits. Like the Balrog, a few Spawn sued
the War of the Wrath and hid deep underground.

A BALROG PLAYER

A Balrog player acts as a Ringwraith player. Angdcand rules text applying to a Ringwraith alsoleggpto

The Balrog (e.g., if a card refers to a Ringwraitimow applies to “a Ringwraith or The Balrog”)ottever,

instead of using the special rules listed on pa@®fsthe MELE rules (or wherever else these ruley m

appear), a Balrog player uses the following spetcilas:

« Any ring in The Balrog's company at the beginnirighe end-of-turn phase is automatically testedy An
ring test in The Balrog’s company has a modificaii -2.

e The Balrog may carry items (including rings) butymmt use them (i.e., an item has no effect on The
Balrog’s company or on his attributes and abil)ties

e The Balrog never makes corruption checks and ctomgards may not be played on The Balrog.

« Normally, The Balrog may not use starter and regimvement (as stated on his card). However, the
play of certain resources can expand his movenagalilities.

e The Balrog’'s company is always overt.
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VICTORY CONDITIONS

As a Balrog player, you may win in the same wayBLHE Ringwraith wins: your opponent is eliminated or
you recover The One Ring or you have the most radlish points at the Audience with Sauron. The
following exceptions apply:

« In order to win by recovering The One Ring, at teage Challenge the Power card must be played and
the conditions outlined on that card must be met.

e The Audience with Sauron is handled normally, amctovy is determined in the standard way by
comparing marshalling points. However, to you (Badrog) it is called your Day of Decision and your
marshalling points reflect how far you have progesstowards taking your true place in Middle-earth.
You must play Sudden Call to call your Day of Déeanis

GETTING READY TO PLAY

A Balrog player prepares for play just as a Ringthrplayer does, with the following exceptions:

Declaring that You Are a Balrog Player

If you include The Balrog card (the character caith the special reddish background) in your deck o
sideboard, you are a “Balrog player”. In this cagm) must tell your opponent before choosing sigrti
companies.

Note: You and your opponent may both be Balrog grisyybut the winner will probably the first playter
get his Balrog into play.

Your Location Deck and Sites

Your location deck may include one copy of eacthefminion site cards with the following exceptions

e Instead of the normal minion site cards use tHeoBaspecific site cards for:

*Moria, Carn DOm, Dol Guldur, Minas Morgul

*All Under-deeps site cards

*All Dark-holds (Barad-dar, Cirith Ungol, Cirith @gor)

e Since they are your only Darkhavens, The Undegggand Moria are the only site cards that you may
include multiple copies of in your location deck.

e Geann a-Lisch is a Ruins & Lairs with no Darkhaeéfects.

Your Starting Company, Play Deck, and Sideboard

Your starting company and play deck (and your sideth) may be constructed like any other Ringwraith’

with the following exceptions:

e Only Orc, Troll, Dragon, Wolf, and Animal factionsay be included.

* Only Orc and Troll minion characters can be inctlide

« Unless they are “Balrog specific” characters, odlg and Troll characters with a mind less than § ma
be included.

e “Balrog specific” cards may be included. Such camsy only be included in a Balrog player’'s deck.
“Balrog specific” cards do not require that Theglbe in play, only that you are a Balrog player.

e Agents count as hazards, not as characters.

« A Balrog player may not include any of the followicards: Above the Abyss, Kill All But NOT the
Halflings, The Lidless Eye, Bade to Rule , Morgildde, The Balrog (Ally), News of the Shire, The
Black Council, Open to the Summons, Black Horsale®y From Lugburz, Black Rider, Padding Feet,
By the Ringwraith’s Word, The Ring Leaves its Ma@ceature of an Older World, Ringwraith cards,
Ringwriath Unleashed Cards, Fell Rider, Saurore Flery Blade, They Ride Together, Helm of Fear,
Use Your Legs, Heralded Lord, While the Yellow F&eeps, Durin’s Bane, Balrog of Moria.

Starting Site
You may have up to two starting companies - they begin play at Moria and/or The Under-gates.

MOVEMENT

There are three types of basic movement in MECEtes movement, region movement, and Under-Deeps
movement.
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» Balrog companies can never use starter movement.
« When one of your Balrog companies moves to a gita,and your opponent draw cards based upon the
site being moved to. This applies even if movingne of your Darkhavens.

CHARACTERS AND COMPANIES

« The Balrog must come into play at The Under-gates fie may not come into play at Moria).

e Characters with a home site of “Any Dark-hold” havéome site of “Any non-Dark-hold Under-deeps
site” instead.

< During his organization phase, a Balrog player imayg into play (and/or remove from play) up to two
characters - one of these characters must be rignaurirhe normal requirements for bringing intoypla
(or removing from play) a character must still betm

« When a Balrog player brings into play a non-unigharacter with a mind of 3 or less, that characiay
come from his hand, his discard pile, or his sideto

e Agents may not be played as characters.

MISCELLANEOUS

< If you are a Balrog player, your opponent may Hay@ny of the following cards: The Balrog (Ally),
The Black Council, Durin’s Bane, Balrog of MoriaglRctant Final Parting. However, if at any time you
opponent has one of these cards in his hand, heremgve it from play and bring a card from his
sideboard into his play deck.

* Rings are not automatically tested for a Balroy@taat Barad-ddr.

e A Balrog player may not store anything at Barad-ddr

« Shelob, Spider of Morlat, and Balrog of Moria apa@&n.

« A non-Balrog player cannot use Balrog sites. Howef@ the purposes of playing certain hazards, a
non-Balrog player’s location deck may include oopyeach of: Ancient Deep-hold, The Wind-deeps,
The Drowning Deeps, The Rusted-deeps, and Reméifisamgorodrim (i.e., the Balrog sites for which
there is no corresponding hero or minion site).

e If The Balrog is in play or has been defeated, igrall Balrog automatic-attacks (i.e., at The Under
gates).

CLARIFICATIONS

Defeating a Permanent-event

Certain hazard permanent-events indicate that givay “kill” marshalling points (e.g., Dragon “At Ht’

and “At Home” cards, the “Spawn” hazards from Meldarth: The Balrog, etc.). Each of these cards has
an attack associated with it. If such an attadeigated, treat the associated card as a defaa@uie.

Cards With Multiple Actions

If a card specifies that more than one action aceuren the card is itself resolved in a chain &, all
of these actions are to be resolved in the caituggncof effects uninterrupted and in the ordeelisbn the
card. No actions may be declared to occur betwleesetmultiple actions. The actions listed on thd aae
considered to have been declared in the reverssr agithey are printed. As an exception, in onthef
effects of a card is an attack, cards may be pldlyadcancel the attack, cancel one of the strikeshat
otherwise are playable during the strike sequence.

Placement of Cards “off to the side”

Certain cards and effects require other cards deepl “off to the side” (e.g., Press Gang). Cardsqd off

to the side are placed on the playing surface,llysoff to the side of the normal area of play. Burards
are kept with their host permanent-event that atisie effect. Any such card absolutely cannotadrgdted
or otherwise affected by the game except by cdrds gpecifically affect cards placed “off to thelesi’
Cards placed off to the side are only in play fa purposes of uniqueness. Unless stated othemliss a
host permanent-event is removed from the playinasea, any cards placed off to the side underét ar
discarded. Usually the host card will state somehagic that affects the cards placed off to the siith it.
Unless stated otherwise on its host card, a caxcepl off to the side will give its marshalling pisitio its
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owner. As a major exception, “taking prisoners’dsafprimarily from Middle-earth: Dark Minions) yitl
negative marshalling points for characters takésoper.

Discarding Cards
When a card leaves active play (discarded, elirathateturned to owner’s hand, etc.), discard altia
played on it.

TOURNAMENT RULES

e Spawn hazard permanent-events count as half aioedfar the Council of Lérien 12-creature minimum.
e A Balrog player has an extra +5 general influeinag tannot be used to control characters.

THE UNDER-DEEPS

Note: Created by streams of molten rock and exghbglegeothermal eruptions of super-hot gas, theednd
deeps are a result of a combination of naturalsamp@érnatural forces. The hand of Morgoth joinedtwies

once a collection of sundered cavern complexesgktiater servants used this maze of tunnels antdram

to travel surreptitiously throughout Endor. Althbugndor changed during the Elder Days, the corhef
Under-deeps survive. Travel between the undergrsiied is now difficult, if not impossible, for dut the
greatest (and luckiest) explorers. Blocked or twisaway from their original course, the Under-deepem
broken. Junctions and strongholds seem lost. Maopea as simple caves or side passages. Others lie
hidden behind veils of rock. Nearly all are sfilete, though, awaiting discovery.

An Under-deeps site card has “Under-deeps” in dwian that normally gives a site’s region. An Unde

deeps site is just like any other site with théof@ing exceptions:

< Unlike other sites, each Under-deeps site is nosidered to be in a region-instead it is locateldvbe
another site, called the Under-deeps site’s sudidee

« Instead of a nearest Haven, each Under-deepssidall of its “Adjacent Sites.” Each Under-desajis
is adjacent to its one surface site and a numbethafr Under-deeps sites. The first adjacent sited is
always the Under-deeps site’s surface site.

e Eagle-mounts and Gwaihir cannot be used to moee taom an Under-deeps site.

e A company moving to and/or from an Under-deepslsite no site path. So, hazards may only be played
keyed to the company’s new site.

« An environment card that changes site type (elgokig Shadows, Quiet Lands, etc.) cannot be used t
change the site type of an Under-deeps site.

« Unless you are a Balrog player, you may not comsitishalling points associated with a companynat a
Under-deeps site for the purposes of calling thee EZouncil or the Audience with Sauron.

¢ Normally, when you successfully play an item, fawfially, or information at a site, the site casd i
tapped and one additional character may tap to glaynor item. At an Under-deeps site, you can play
any item playable at the site instead of this mitem.

« For the purposes of playing hazards, a Free-Hoftkeiver considered to be the surface site of aretdnd
deeps site.

« Balrog players receive no MPs for hero items pliegietheir Darkhavens.

Example: Azog taps and plays High Helm (a majan}tat The Gem-deeps and the site taps. Then, a Hill
Troll in Azog’s company could tap to play a mintem at a non-Under-deeps site. But The Gem-deeps is
Under-deeps site, so the Hill-Troll can tap to ptay item playable at The Gem-deeps: a minor it@m,
major item, or a gold ring. He taps and plays AleiGold Ring.

Under-deep Site Movement

One of your companies that begins its turn at thitase site of an Under-deeps site can move noyroalit

can move to its adjacent Under-deeps site (i.e.ctimpany moves to an Under-deeps site from ifacsur
site). One of your companies that begins its turmra Under-deeps site may only move to one of the
adjacent sites listed on the Under-deeps site &rch adjacent site is followed by a number in pdreses

! NOTE: This rule does not appear in the rules insith the Balrog packs. This rule is correct ahdudd be
considered as though it were printed in the ruisesrit.
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- this number indicates how difficult it is to mofrem the Under-deeps site to the adjacent sitee\dn
adjacent site is revealed by one of your compawigsse site of origin is an Under-deeps site, yostmu
make a roll (2D6). If the result is greater tharequal to the number in parentheses following thjacent
site as listed on its site of origin, the movemestard phase proceeds normally. Otherwise, the @oynp
returns to its site of origin (no cards are drawd)the movement/hazard phase proceeds as if thpacgm
had not moved.

Note: A company moving from a surface site to itsdEr-deeps site does not need to make a roll. As an
exception to this, a Balrog company moving betwiberBlue Mountain Dwarf-hold and the The Drowning-
deeps (or between the Iron Hill Dwarf-hold and e Rusted-deeps) must roll the number given on the
Under-deeps site, which is normally 13 and impdedib roll.

Note: Movement between an Under-deeps site armliiface site is not affected by modifications dféé¢ct
movement between two Under-deeps sites. Modifinatim movement to adjacent Under-deeps sites do

apply.

Example: A Balrog company that starts at Carn Dam move normally or it can move to The Iron-deeps -
The Iron-deeps lists Carn DOm as an adjacentSiieilarly, a minion company that starts at The id@eps
may attempt to move to any adjacent site listedn@am (0), The Under-leas (6), or The Under-va(it)s
However, after committing to movement, the movitaypr must roll a 6 or better to successfully mtawve
The Under-leas or a 7 or better to successfullyeniovl he Under-vaults.

Example: A company is moving from The Under-grottosGoblin-gate with Long Winter in play. Long
Winter’s effect of returning a company to the siferigin has no effect, since it depends on thmmany’s
site path, and the company has no site path. Loimgeris effect of tapping a site will work, sinckat
effect depends on the site’s site path, which efilkts. Finally, creatures can only be played #eyethe
Shadow-hold of Goblin-gate.

Thanks to Manuel Cabezali for editing the Balrogsu
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Great Shadow

Challenge Deck V Deck List Total: 110 cards

At Start (6)

Buthrakaur[R] (with Thrall-ring[R])

Orc Veteran

Orders from the Great Demon
Troll Lout

Troll-chief

Hazards (30)

Creatures

Ambusher 2x
Barrow-wight

Chill Douser 3x

Ent in Search of the Entwives 2x
Marsh-drake 2x

Wild Trolls 2x

Events

An Unexpected Outpost 3x
Bairanax Ahunt

Call of Home

Itangast Ahunt

Lost in Free-domains

Lure of the Senses 3x
Muster Disperses

Nothing to Eat or Drink 2x
River 2x

Twilight 3x

Resources (30)
MP Sources
High Helm
Orcs of Moria
Palantir of Orthanc*
Sable Shield
Stinker
War-warg 3x
War-wolf 3x
Supporting Resources
A Nice Place to Hide
Awaiting the Call
Catch an Elusieens3x
Crept Along Cleverly 3x
Dark Tryst 3x
Great Shadow 2x
Hide in Dark Places 3x
Swift Strokes 3x

Sites (11)
Dimrill Dale*
Glittering Caves*
Isengard*
Moria% 2x
Mount Gundabad
Moria% 2x
Ost-in-Edhil*
The Under-gates% 2x
The Under-leas%
The Under-vaults%

Sideboard (24)
Resources
Ancient Black Axe[R]
Bold Bru
Broad-headed Spear
Crook-legged Orc 3x
Foul-smelling Paste
Great Bats
Hold Rebuilt and Repaired
Iron Shield of Old
Orc Quarrels
Orc Tracker 2%*
Snaga-hai 2x
Sudden Call
Troll Lout***
Hazards
liEBbaNVords
Nameless Thing
Rain-drake
Sellswords Between Charters
Slayer
Stench ofdédr
True Fire-drake

Other Characters (9)
The Balrog% 3x
Burat
Gorbag
Grishnakh
Lugdush
Tuma
Wuluag

*** These characters have to transfer from sideboatdher characters at Lure because of the special

Balrog rule that forbid to play 3 Mind charactet ofithe sideboard.

V — Great Shadow (The Balrog’'s CHALLENGE DECK)
Stay in Isengad* to get items and allies. Form@sd company at Under-gates and move between Moria
and the Under-gates. In Your last turn You go tolimder-Leas to get the Ancient Black Axe.

Starting Company (1) at Moria%

e Buthrakaur with THrall ring, Orc Veteran, Troll Lband Troll-chief are going to Isengard*;
Buthrakaur controls Orc Veteran and Troll-chieftwols Troll Lout

Suggested Sites for Resources

Ancient Black Axe — The Under-leas%
Broad-headed Spear— Glittering Caves*, IsengardduM Gundabad*, The Under-vaults% (use Catch an
Elusive Scent to play this item if the site isgagd)
High Helm - Glittering Caves*, Isengard*, Mount Glabad*, The Under-vaults% (use Catch an Elusive
Scent to play this item if the site is tapped)
Iron Shield of Old- The Under-leas%, The Under-ts4l
Great Bats —Dimril Dale (after Hold Rebuilt and R&pd has been played there), Mount Gundabad*,

The Under-leas%
Orcs of Moria — Moria%

Palantir of Orthanc*- Isengard* (use Catch an EiScent to play this item if the site is tapped)
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Sable Shield— Glittering Caves*, Isengard*, Mounin@abad*, The Under-vaults% (use Catch an Elusive
Scent to play this item if the site is tapped)

Snaga-hai 2x — Dimril Dale (after Hold Rebuilt aRdpaired has been played there), Mount Gundabad?,
The Under-leas%

Stinker— Moria%

War-warg 3x— Isengard*, Ost-in-Edhil*

War-wolf 3x— Isengard*, Dimril Dale (after Hold Reitt and Repaired has been played there), Ost-in-
Edhil*, Mount Gundabad*, The Under-leas%

Resource Play

Just play all of your wolf-allies at Isengard*. ke major items and the Palantir also at Iserigarih the
help of Catch an Elusive ScerBuilt a big company there with the help of thesthunique Troll brothers.
Built a second company by using the special Baibijty to play characters out of the sideboarduarcb
the Balrog to move between Moria% and the Undeegyatand play Stinker and Orcs of Moria in Moria%.
InYour last turn go to Under-leas% to get the Axel @ahe Iron Shield. If Your opponent has big hagard
playable at Ruins & Lairs change Isengard to a 8Waabld by using Hold Rebuilt and Repaired. When
Your opponent is a Fallen Wizard and has ptorelstedgard, You can go to Dimril Dale and play Holst-O
in-Edhil*Rebuilt and Repaired there. Then You stdin play War-wolf and Snaga-hai. Or You can mave t
Ost-in-Edhil* to play all of Your wolf-allies there

Balrog

If You don’t have Stinker and/or the Orcs of Momayour hand then You can tap the Balrog to bring
resource in Your playdeck. When the Balrog beco@esat Shadow then tap the Balrog to bring five non-
short event resource in the discard pile and ltiege cards in the play deck during Your end of plrase.

Hazard Play

The hazards are just a mix. So try to play themtarfdirt Your opponent.
Sideboard

The conditions for sideboarding You will find here:

Name of the card Card you must have in play or corition
Ancient Black Axe Great Shadow

Broad-headed Spear Recycled Catch an Elusive Scent
Foul-smelling Paste Wounded Lead in Isengard*

Great Bats Great Shadow

Hold Rebuilt and Repaired Protected Isengard* aviiereatures at Ruins & Lairs
Iron Shield of Old Great Shadow

Snaga-hai 2x Great Shadow

Errata

Please read the following cards as follows:

FOOLISH WORDS Permanengvent (C)

Playable on any character. Any riddling roll, offey attempt, or influence attempt by target chamaist
modified by-4. If placed orguard, it may be revealed and played when a cleracthe company declares
such an attempt. During his organization phasechiaeacter may tap to attempt to remove this cgrd b
making a roll (drawing a #)if the result is greater than 7, discard this c&ahnot be duplicated on a
given character(E)

RIVER - Short-event (C)
Playable on a sitéf a company that has moved to this site this tuibes not tap a ranger, it must do
nothing during its site phasgE)

SLAYER - Creature (C)
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[MP: 2; P/B: 11/-; Playable: Border-lands and Border-kbld
Slayer Two attacks (of one strike each) against the sameacter. Attacker chooses defending character.
The defender may tap one character in the sameaomp cancel one of these attadl.

TWILIGHT - Short-event (C)
Environment. One environment card in play is imraegly discarded. This card may also be played as a
resourceThis card may be played at any time during any &g turn. (E)

HOLD REBUILT AND REPAIRED- Permanentevent (C)

Playableduring the site phasen a norDragons lair, nofunderdeeps Ruins & Lairs [ ]. The site becomes
a Shadowhold [ ] and all automaticattacks become detainment. Discard this card whesite is discarded
or returned to its location dedE)

IRON SHIELD OF OLD- Special Item (C)

[MP: 2; CP: 3]

Shield Playable at any Undeteeps Shadowuold [ ] or Ruins & Lairs [ ]. +2 to all rolls redped for
bearer’'s company to move to an adjacent Utlibamps site. Warrior only: tap this items to make stnike
against the bearer ineffectuét)
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Introduction

The original ten challengedecks were produced I&yitC1998 and contain cards from METW, METD,
MEDM, MELE, MEAS and MEWH. Balrog cards are nottirese decks because the Balrog was produced
later.

In 2006 Mark Alfano posted in CoE-forum three of thissing Ringwraith challengedecks. | played these
decks during Worlds 2007 in NYC. But this threeltdrayedecks had no sideboard and also the starting
character were not unique to the other existindlehde decks. So a character draft was needed.

But then the idea was born to build also challergks for Akorahil and the five fallen Wizards. aed
this project in 2008 and during the monthly MECC&wing events in Berlin (thanks to the Berlin crew)
and via GCCG (thanks to Heiner) the decks weredesnd further developed.

During Lure X in 2010 (thanks to Wolfgang to orgamthis great event) the nine “Lost Challengedecks”
were presented to the public. So | got a lot ofibeek whether the decks are playable and how togeha
some cards in the decks.

In 2011 at Lure XI (thanks again to Wolfgang toamnize this great event) we had a second “Lost
Challengedecks” tournament. Here are the resuliseoflecks. Please note that we were ten playeiges
had to use one of the already known decks (indas¢ Deck H).

Number Deck Name Ringwraith  Hazard Strategy Rounds | TP MP
K Lord of Rings Ren Auto-attack modifier 3 3 40
L Wolves! Uvatha Corruption & Left behind 3] 12| 56
M It's magic! Akhorahil Heavy Corruption 3| 11 63
N Smoke on the Water Khamul A kind of Roadblock 3 4| 45
o Men of Skill F. Saruman| Mix 3| 10 63
P Join the Hunt F. Alatar Influence reducer 3| 10| 62
Q Prophet of Doom F. Pallandg Orcs/Troll and sohwrtevents 3| 10 73
R The Ally-Armada F. Radagast Men & Corruption 3| 12| 75
S Await the Onset F. Gandalf Spiders & Animals 3| 12 94
H Stealthy Tribe Hoarm(rath Undead 3 61 66

After Lure Xl | also got a lot of feedback (thartksWanja and Heiner) so the decks were changetea li
bit. | also built three new decks (one Hero-decthauit wizards, one Sauron-deck and one Balrog-deck)

At the following pages You find the changes of deeks | made after Lure XI . Please feel free W@ giny
comment. Thanks.
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Deck L Wolves — Uvatha'’s challenge deck

part of the deck

Card name out

Card name in

ressources Black Rider Down Down to Goblin-town
ressources Hidden Ways Orcs of Gundabad
ressources Hidden Ways Orcs of Mirkwood
ressources Smaug Roused Sable Shield

ressources Words of Menace and Deceit Weigh Alh@#ito a Nicety
sideboard Misty Mountain Wargs Black Rider

sideboard Sable Shield Smaug Roused
sideboard Weigh All Things to a Nicety Words of Mer and Deceit
sites Etternmoors* Mount Gundabad*

Other characters Orc Tracker Eradan

Other characters Orc Tracker Nevido Smod

Deck O Men of Skill - Fallen Saruman’s challengeddc

part of the deck

Card name out

Card name in

Swift Strokes

ressources Dark Quarrels

ressources Dark Quarrels Swift Strokes

ressources Hide in Dark Places Warm Now Be HealtLamb
ressources Hide in Dark Places Withdrawn to Mordor
hazards Corsairs of Umbar Ent in Search of the kpwv
hazards Old Man Willow Earcaraxe Ahunt

Deck P Join the Hunt — Fallen Altar’s challengedeck

part of the deck

Card name out

Card name in

ressources Flatter a Foe Swift Strokes
ressources Flatter a Foe Swift Strokes
ressources Wizard's Trove A Chance Meeting
ressources Sapling of the White Tree Smoke Rings
ressources Goldberry Tom Bombadil
ressources Gatherer of Loyalities Bow of Alatar
Sideboard The White Tree Goldberry

Sideboard Dire Wolves Ambusher

Sideboard Giant Spiders Lost in Free Domains
Sideboard Watcher in the Water Gatherer of Loyaiti
hazards Muster Disperses Faces of the Dead
hazards Corsairs of Umbar Ent in Search of the Eetv

Deck T Feel free — the challengedeck without wizasd

part of the deck

Card name out

Card name in

Other characters Fatty Bolger Haldir
Other characters Hama Legolas
Starting Thranduil Galdor
Starting Dain Il Thrain Il
Starting Dagger of Westerness Elf-stone
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Deck U Come by night upon them — Sauron’s challengeck

part of the deck Card name out Card name in

Other characters Dunlending spy none

Other characters Luitprand none

Other characters Odoacer none

Sideboard none Sudden call
Sideboard none Crept along cleverly
Sideboard none Lure of Nature*

Deck V Great Shadow — Balrog’s challengedeck

part of the deck Card name out Card name in

Other characters Lagduf none

Sites none The Under-vaults%

Sites None Mount Gundabad*

Sideboard Shut Yer Mouth None
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