DCCD - Hero - Avatarless –Tears of Ladnoca
by donepi

According to legends, the lands of Far Harad have been scorched by the unyielding flames of Vatra ever since he lived in anger with his wife Ladnoca the moon-goddess. Yet of late the Deserts seem to encroach even farther upon Bellakar in the West, and the former Dúnadan colonies there are in trouble. Ûrezîr the hidden heir to the throne of both North and Southern Bellakar must take action. Together with his brother Ûrekhâd and sister Nîlûphel he goes in search of the Hidden Waters of Harad, that must still be around somewhere in Sunlands. They once lay on the surface of what became the Ogladalo Vatra – the Mirror of Fire- before that Demon brought forth his reign of heath. But these water went below the earth’s surface to escape evaporation, and now the company will go from oasis to oasis, and perhaps with the help of Travelling Merchants and Forlindaal the maia they can be found.
Starting company: Nîlûphel (Star-glass), Ûrezîr, Ûrêkhâd, Dúnadan Mariner
Starting events: Fate Let Our Ways Meet (Ûrezîr), Hidden Waters of Harad
Starting site: Hazaj Tollin
DC-level: ** DC graduate (DC intensity: 65%)
1. The main object of the deck is to score points from Hidden Waters of Harad. To do this you must successfully store Dreams of Lore, defeat demons and descend to the Under-deeps.

2. The deck is avatarless. This and Saw Further and Deeper makes playing a couple of additional characters easy. It’s highly recommended to play more sages as soon as possible (four more in the deck); you will need them to play Guinarnen and Dreams of Lore.
3. Play Dreams of Lore in information sites (Oasis of Fult, Sudu Cull, Umbar, Pellican Islands; or any Border-hold in the Sun-lands if you discard a stored Travelling Merchants) and move to Tresti to store them there under Well of Junast; you can take this card from your sideboard if you are at Tresti. If you have Zûrafy or Travelling Merchants in hand, sites in a Desert region are a nice option. Don’t forget to rotate the Hidden Waters! The Travelling Merchants can be stored at Border-holds in the Sun-lands (also Tresti). Safe from the Shadow helps to do this faster.
4. Play the Southron Scimitars in the Killing Fields, Abandoned Caravansary or Charnesra. The last two are interesting because of the appearance of Desert regions in the site path, which will help for point 4.
5. When you have tapped and discarded some sites with desert regions in their site path, move to The Great Oasis to play Forlindaal. He’s a sage and he’ll allow you to play the Dreams of Lore in additional sites. You can always try to move to Great Oasis and bounce to another site in a Desert to play other stuff.
6. When you have a powerful enough company, move to Fuinur’s Well and afterwards to the Deeps of Fuinur in order to play there the Karma of Aldarion. If you played this item successfully with Great Secrets Buried There on yourself, it can be played in other sites, but if you played it on other item and not the Karma, you can play that item there in the deeps. Again do not forget to rotate the Hidden Waters (for the demon and item in the Under-deeps).
7. Final tips: 
· Storing Travelling Merchants allows you to play Oliphaunt at the stored site.
· Great Secrets Buried There has a double function. Besides its function as hazard, it can be played on yourself, if Karma of Aldarion hasn’t been drawn yet.
· Desert regions are the most of the times a secure path. If your company contains some wounded characters, instead of moving to a haven, you can move to The Hospice of Lost Faith if you think it’s more secure, and it’s possible to play more Zurafy and Travelling Merchants there.
· When moving to Fuinur’s Well remember not to tap the site and move all the company to the deeps. You won’t be able to go back until you exhaust.
####

Pool

####

# Dual Character (1)

1 Dúnadan Mariner (WR)

# Hero Character (3)

1 Nîlûphel (SL)

1 Ûrezîr (SL)

1 Ûrêkhâd (SL)

# Hero Resource (3)

1 Fate Let Our Ways Meet (RS)

1 Hidden Waters of Harad (SL)

1 Star-glass (TW)

####

Deck

####

# Hazard (35)

2 An Unexpected Outpost (DM)

1 Arthadan Rangers (LE)

2 Beacons Alight (WR)

1 Black Crows (FB)

1 Chance of Being Lost (DM)

1 Chill Them with Fear (LE)

1 Doors of Night (TW)

1 Doubled Vigilance (DM)

3 Errand-riders of Gondor (WR)

1 Falathrim (FB)

1 Frightful Guardian (GW)

1 Galadhrim (AS)

3 Great Secrets Buried There (DM)

1 Marsh-drake (LE)

1 Nameless Thing (DM)

1 Rain-drake (TD)

1 Redoubled Force (DM)

1 Returned Beyond All Hope (AS)

1 Sand-drake (SL)

1 Seafaring Bellakarin (SL)

1 Shifting Paths (FB)

1 Slayer (LE)

2 Sons of Kings (LE)

1 Stench of Mordor (LE)

1 Steward's Guard (AS)

1 True Fire-drake (TD)

2 Twilight (TW)

# Dual Agent Character (1)

1 Sakalthôr (SL)

# Dual Character (4)

1 Abur (SL)

2 Dúnadan Mariner (WR)

1 Manari Akaji (SL)

# Hero Character (4)

1 Lardin Aril (SL)

1 Peshtin (SL)

1 Tabaya Kas (SL)

1 Tharúdan (FB)

# Dual Resource (10)

1 Covshek-pust (SL)

1 Desert Amber (SL)

2 Guinarnen (SL)

1 Harad [D] (SL)

2 Southron Scimitar (SL)

3 Zûrafy (SL)

# Hero Resource (25)

1 Dark Quarrels (TW)

1 Dodge (TW)

3 Dreams of Lore (TW)

1 Erû's Gift (NM)

1 Forlindaal (SL)

1 Junast's Guard (SL)

1 Karma of Aldarion (SL)

1 Longbottom Leaf (BA)

1 Many Turns and Doublings (TD)

1 Marvels Told (TD)

1 Moon (TW)

1 Safe from the Shadow (AS)

2 Saw Further and Deeper (DM)

3 Smoke Rings (DM)

1 Staff of Medra (SL)

1 The Wind Is Turning (WR)

3 Travelling Merchants (SL)

1 Trickery (TD)

#########

Sideboard

#########

# Dual Resource (3)

1 Fated Individual (TI)

1 Oliphaunt (SL)

1 Well of Junast (SL)

# Hazard (7)

1 Ash-drake (NE)

1 Camthalion (FP)

1 Capricious Spirit (RS)

1 He Is Lost to Us (FB)

1 Stormcrow (TD)

1 Too Narrow a Hole (GW)

1 Wyrmsiege (DF)

# Hero Resource (10)

1 Clan Másra (SL)

1 Far-sight (TW)

1 Here, There, or Yonder (TD)

1 Hwanin (SL)

1 Narsil (TW)

1 No Strangers at this Time (AS)

1 Not at Home (TD)

1 Reforging (NW)

1 Refuge (TD)

1 Tears of Ladnoca (SL)
#####
Sites

#####

# Dual Site (2)

1 Deeps of Fuinur (SL)

1 The Amber-deeps (SL)

# Hero Site (28)

1 Abandoned Caravansary [H] (SL)

1 An Karagmir [H] (SL)

1 Ankruz [H] (SL)

1 Bozisha-Dar [H] (SL)

1 Bûr Esmer [H] (SL)

1 Charnesra [H] (SL)

1 Dûsalan [H] (SL)

1 Fuinur's Well [H] (SL)

1 Hau Nysrin [H] (SL)

1 Hazaj Tollin [H] (SL)

1 Khibil Êphalak [H] (SL)

1 Khorsâj [H] (SL)

1 Killing Fields [H] (SL)

1 Lighthouse at the Cape of Octopuses [H] (SL)

1 Maresh [H] (SL)

1 Monastery of the True Faith [H] (SL)

1 Oasis of Fult [H] (SL)

1 Pelican Islands [H] (SL)

1 Sud Sicanna [H] #1 (SL)

1 Sudu Cull [H] (SL)

1 The Great Oasis [H] (SL)

1 The Hospice of Lost Faith [H] (SL)

1 Tol Uialgaer [H] (SL)

1 Tresti [H] (SL)

1 Tûl Isra [H] (SL)

1 Tûl Póac [H] (SL)

1 Urud-an-Khibil [H] (SL)

1 Ûrêzâyan [H] (SL)

