DCCD - Fallen-wizard - Alatar - Ironfists

Alatar the hunter of beasts requires the assistance of the Ironfist Dwarves to secure a long lost relic from the 1st age, Anguirel. For their assistance he promises them some treasures held by their greedy Longbeard cousins.  Either via diplomacy or brute force Alatar will reward his followers with shiny treasures. The Ironfists also pay visits to some sites around Eorstan to find some more weapons or air- born intelligence or mannish allies among the more peaceful horse-folk of the area. Eventually the Dwarves will expect to be led to former holdings within the wastes of the north. Meanwhile your Ironfists labor hard at Nurunkhizdín to mine some more ores within the mountains. And after some setting up Alatar feels he’s well equipped to venture forth on a Great Hunt. 

Starting company: Bertok (Black Arrow, Squire of the Hunt), Dwarf-miner, Dworin (Wizard's Myrmidon), Norin (Flaming Torch), Tarin 
Starting stage/events:  Fate Let Our Ways Meet, Squire of the Hunt, Wizard's Myrmidon
Starting site: Nurunkhizdín
DC level: ** DC Graduate (dc intensity 45%)

1. The object of this deck is to play Anguirel and some more weapons to be well equipped for a successful Great Hunt. Anguirel lies hidden in closed off mines below the dwarf-holds in the area; Mines of Falek-dim, the Rusted-deeps or the Wind-deeps. You should be able to find some ores, Durang or Vein of Arda while searching for Anguirel. It is well advised to take some Dwarf-miners and/or Loni along to be able to leave the bowels of the earth afterwards.
2. The cooler setup for this deck though requires a bit more planning. It requires a Regiment of Black Crows (best on Alatar or Bertok) to make your main company overt, to be able to enter minion versions of dwarf-holds where you can then play several items (using Long Forgotten Gold) and/or factions. With Secret Book you can untap the Iron-hill Dwarf-hold or Nurunkhizdín. It is best to have these sites in play during the organization phase so you can smack Double Dealing on it (to be able to play both hero factions and minion items). This will require you to play some character there and/or let them stay behind (no worries characters heal at their home sites).
3. Alatar deploys his new found weapon brothers to full effect, they grant him access to ores and smithies to allow him to better battle the creatures of the dark (The Great Hunt). Alatar should reveal himself at Buhr Widu and stay, unless you already have a Regiment on Bertok, so his Dwarven partners can meet up with him. He must tap to get 5 stage cards into your discard pile 2x Double Dealing, Gatherer of Loyalties, Huntsman’s Garb and Legacy of Smiths, which he can reshuffle to the deck using The Great Battle of our Time. 
In case you have Anguirel also in hand let Alatar join the company at Nurunkhizdín rather to search for it at the Mines below.
4. Your best changes of getting the Ironfists faction into play is using Alatar’s DI or some Ironfist Dwarf or King’s Judge using A Friend or Three.  If you end up with nothing in your hand travel between hoard hero item sites (e.g. The Lonely Mountain) and some dwarf-holds.
5. Sideboard access is not needed too much, but a Longbottom Leaf should get a timely Guarded Haven or a 2nd The Old Trush just in case, otherwise Reforging & Vein of Arda are good choices. New Supplies can get you Cram and Healing Herbs if you manage to get a faction in soon, also Frár can help recovering these as well.
6. Final tips: 
· Houses of Healing should be on any dwarf-hold, but Nurunkhizdín should be the 1st option. 
· If King’s Judge (a diplomat) joins Tarin early at Nurunkhizdín, get A More or Less Descent Giant from your sideboard to play there (can be played at a tapped site). 
· In case you have trouble reaching your stage point total of 12 for The Great Hunt, get Hidden behind Doors of Stone ; get it as soon as possible if your opponent is a Dragon-lord in the area! It could save your ass from evil dudes heading your way.
· Secret Book cannot be duplicated on a given company, so be sure to use it sooner than later. A 2nd copy will come along.
· Hazard play is quite simple and a surprising mix of Men & Spiders, sometimes though you need to sacrifice a Ruffians to pimp up your Pick-pocket later that turn, so watch for that combo.

 

####
Pool
####

1 Dwarf-miner (DF)
1 Dworin (DF)
1 Norin (DF)

1 Black Arrow (PR)
1 Fate Let Our Ways Meet (RS)

1 Bertok (ML)
1 Tarin (DF)

1 Flaming Torch (NE)

1 Squire of the Hunt (WH)
1 Wizard's Myrmidon (WH)









#########
Deck
#########

# Hazard (33)

1 Ambusher (LE)
2 An Unexpected Outpost (DM)
1 Beorning Skin-changers (BA)
1 Corsairs of Umbar (TW)
1 Covetous Thoughts (LE)
2 Flies and Spiders (DM)
1 Foolish Words (TD)
1 Full of Froth and Rage (AS)
1 Giant Spiders (TW)
1 Greed (TW)
1 Hard to Tame (DF)
1 King Spider (DF)
1 Lawless Men (LE)
1 Lesser Spiders (TD)
1 Pick-pocket (TW)
1 Pierced by Many Wounds (DM)
1 Rank upon Rank (DM)
3 Ransom (NE)
2 Ruffians (WR)
3 Sellswords Between Charters (LE)
1 Shelob's Brood (BA)
1 Slayer (LE)
1 Spider of the Môrlat (DM)
2 The Border-watch (LE)
1 Twilight (LE)

# Hero Character (9)

4 Alatar [F] (WH)
1 Borin (DF)
1 Dwarf-miner (DF)
1 Frár (DF)
1 King's Advisor (DF)
1 King's Judge (DF)
1 Loni (DF)
1 Náli (DF)
1 Pathfinder (DF)
1 Yanos Kosvar (CP)


# Dual Resource (6)

1 Anguirel (NW)
1 Durang (DF)
1 Dwarf-friend (DF)
1 Logath Herdsmen (CP)
2 Old Grudge (DF)

# Hero Resource (17)

1 A Friend or Three (TW)
1 Clan Bonds (DF)
1 Dark Quarrels (TW)
1 Dwarven Armory (DF)
1 Ford (TW)
1 Horn of Defiance (GW)
1 Houses of Healing (TD)
1 Iron Hill Dwarves (TW)
1 Ironfists (CP)
1 Longbottom Leaf (BA)
1 Magical Harp (TD)
1 Marvels Told (TD)
1 New Supplies (RS)
2 Smoke Rings (DM)
1 The Dwarves Are upon You! (DM)
1 The Great Battle of Our Time (WR)

# Minion Resource (8)

1 Blasting Fire (WH)
1 Bone-hilted Broadsword (GW)
1 Crept Along Cleverly (WH)
1 Long Forgotten Gold (GW)
2 Regiment of Black Crows (AS)
2 Secret Book (AS)

# Stage Resource (2)

1 Bow of Alatar (WH)
1 Hidden Haven (WH)


#########
Sideboard
#########

# Hazard (1)

1 He Is Lost to Us (FB)

# Dual Resource (3)

2 Miner's Pick (DF)
1 Skis and Fur-coats (NW)

# Hero Resource (8)

1 A More or Less Decent Giant (DF)
1 Cram (TD)
1 Healing Herbs (TW)
1 Reforging (NW)
1 Risky Blow (TW)
1 Shield of Iron-bound Ash (TW)
1 The Old Thrush (TW)
1 Vein of Arda (DM)

# Stage Resource (8)

2 Double-dealing (WH)
1 Gatherer of Loyalties (WH)
1 Guarded Haven (WH)
1 Hidden behind Doors of Stone (DF)
1 Huntsman's Garb (WH)
1 Legacy of Smiths (WH)
1 The Great Hunt (WH)


#####
Sites
#####

# Dual Site (2)

1 Mines of Falek-dim (DF)
1 The Rusted-deeps [D] (DF)

# Fallen-wizard Site (1)

1 Deep Mines (WH)

# Hero Site (17)

1 Adan Tomb [H] (CP)
1 Barak-shathur [H] (DF)
1 Caves of Ûlund [H] (TW)
1 Dol Guldur [H] (TW)
1 Gaurblog Lug [H] (DF)
1 Hollow Spire [H] (ML)
1 Iron Hill Dwarf-hold [H] (TW)
1 Joghul's Shrine [H] (CP)
1 Lar-huz [H] (CP)
1 Logath Camp [H] (CP)
1 Mirror Halls [H] (ML)
1 Nurunkhizdín [H] (DF)
1 The Lonely Mountain [H] (TW)
1 The Sulfur-deeps [H] (DM)
1 The Under-leas [H] (DM)
1 Thunder Cleft [H] (GW)
1 Tol Buruth [H] (NE)

# Minion Site (8)

1 Adan Tomb [M] (CP)
1 Barak-shathur [M] (DF)
1 Buhr Widu [M] (LE)
1 Iron Hill Dwarf-hold [M] (LE)
1 Nurunkhizdín [M] (DF)
1 Númenórean Tomb [M] (ML)
1 Thunder Cleft [M] (GW)
1 Tol Buruth [M] (NE)
