DCCD – Ringwraith – Hoarmûrath – The Ice-king

In the great white North, the malice of Morgoth was never really subdued. The cold and corruption that he spread across the lands in the First Age still linger. Along the shores of Illuin Bay, so close to where the mighty fortress of Utûmno lies sunken beneath the waves, evil still endures. Dragons and Drakes awoke here in the Second Age, and other of his foul Spawn. Few of the Free Peoples dare live here to undo the hurts inflicted upon the land. Thus it remains a barren waste.
   In the woods of Dír, to the east of Illuin Bay, Hoarmûrath the Urdar once founded his kingdom. But Sauron has now ordered him to move west, and drive his Sled-horde over the plains to do battle with the Lossoth, Umli, and Snow-elves. At Shapal Udûn he makes his fortress, and revives the spirit of Morgoth Bauglir. Many Ice-orcs aid him, and Ologong, The Iron Troll, is his lieutenant. After breeding some Wolves and Imps, they go in search of the mighty Hammer Grond, which Morgoth once wielded to torment the land. To find it, they must descend to the deep Vaults of Utûmno.


Starting company: Ologong (Whip), Dakalmog, Durba (Flaming Torch), Orc Brawler 2x
Starting events: Orders from Lúgburz
Starting site: Shapal Udûn
DC level: ** DC Graduate (DC intensity 40%)

1. While this deck is not very complicated, it requires some knowledge of the sites and regions in the North-East corner of the map. Your main party will visit some Shadow-holds (Lugdruong, Kala Dulakurth, Deep Cleft) to play major items, an Orc faction or two, Blasting Fires and War-wolves. Hoarmûrath will mostly sideboard, but also do some Dark Forging, and hopefully rouse a faction or 2 (Gostir Roused, The Sled-horde, Orcs of the Barl Syrnac). 
2. Upon Hoarmûrath’s appearance at Dol Guldur, first get some help from Ûvatha the Ringwraith (sideboard). You’ll need a companion on dangerous travels, with Dark Defenders Ûvatha can use his Ringwraith ability, and to boot he’s got more direct influence.  Move to Shapal Udûn by starter (and pray he survives the journey). Tap Hoarmûrath at some point later on to bring some cards to the discard pile. Get Snow-hammer and both the factions. If you have his War-lord card Ice-king of Urd in play, you can get the Snow-hammer from discard. You’ll need the War-lord card to play Call to Arms, with which you can fish for factions, but Ice-king is twice in deck. The Snow-hammer is mostly useful for redrawing Bitter Cold (sideboard) and staying in active play. 

3. When you get into Black Rider, you can move to Zayandaur or Tol Ringurthur to play Dark Forges, and to Hollow Spire for the Dragon faction. There’s Hoarmurath Unleashed and Crept Along for cancelling, try to recycle some of these. The Sled-horde must be played at Urdic Camp, which is however nearest to Mornost, so you will have to move to that Darkhaven first (that takes time, so do this last turns). 

4. Meanwhile when nearing the end of your deck, sideboard in Flight Unmarked and the Mithril Coat. This you can play at the Ruins of Kheledkizdin. Now the Blasting Fires come in handy, because the automatic-attacks down there are vicious. Depending on how the game develops, you could also go down from Kala Dulakurth to the Cobalt-deeps, but most likely you’ll have tapped and left that site. You could leave a small Orc behind to keep the site in play, as there are also some good unique characters playable there. And as a final feat, if you are truly successful, you can find the Hammer of Morgoth (sideboard) at the Vaults of Utûmno (and restore it with Dark Forges).

5. Final tips:

· Hoarmûrath must do some sideboarding and move around at the same time, so do not throw away any avatar copies lightly.
· Torque of Hues is in deck. What, a hero item? Yes, you can offer this jewel to Gostir the dragon for influencing. Get Consumed by Dragon-fire (sideboard) to cash in points for giving him this snack.
· The hazards can be really nasty against many opponents, if you manage to get Morgoth’s Ring in play. Be careful with what you throw in that ring, as it might backfire. What of the Dawn is perfect for dodging environments. Roam the Waste (sideboard) also helps to eliminate a single Wilderness region.
· If you have both Bonds of Winter and Fell-winter in play, the White Wolves can attack as far as Cardolan, Wold & Foothills or Southern Rhovanion! With only 1 of these and The Pack at the Door they can attack at appropriate sites in all of Wilderland, Eriador or the Great Central Plains.
· Eloeklo can get you some environments straight from sideboard, always useful if opponent does not travel far north.

· You do not need all Spawn creatures in play. Simply discard one from hand, and get it back later with Echoes of Morgoth’s Cry, to either increase the hazard limit, or for a surprise attack at a surface site. There’s also Desire All for Thy Belly in the sideboard to top it off.
· The Rune-knife of Risinth can be played at Zayandaur or Tol Ringurthur. Even if you don’t have a magic wielder, you can use Bitter Cold to untap the bearer.
####

Pool

####

# Minion Character (6)

1 Dakalmog (NW)

1 Durba (NW)

1 Ologong (ML)

2 Orc Brawler (LE)

1 Urdrak (NW)

# Minion Resource (3)

1 Flaming Torch (NE)

1 Orders from Lugbúrz (AS)

1 Whip (LE)
####

Deck

####

# Hazard (33)

2 An Unexpected Outpost (DM)

2 Bonds of Winter (NW)

3 Doors of Night (LE)

1 Durlach, Bane of the North (NW)

1 Echoes of Morgoth's Cry (ML)

1 Eloeklo, Lindor's Bane (NW)

1 Fell Winter (TW)

1 Fell Winter (LE)

1 Hurnkennec (TI)

1 Legacy of Carcaroth (NW)
1 Lesser Spiders (TD)

1 Many Shapes of Power and Fear (ML)
1 Monstrosity of Diverse Shape (BA)

1 Morgoth's Ring (ML)

1 Spawn of Ungoliant (BA)

1 The Pack at the Door (NW)

1 Twilight (TW)

1 Ungoliant's Progeny (BA)

3 Wake of War (TW)
2 Wargs (TW)

1 Wargs (LE)
2 Were-wolf (NW)

3 White Wolves (NW)

# Minion Character (11)

4 Hoarmûrath the Ringwraith (LE)

2 Ice-troll (NW)

1 Nadash (NW)

3 Orc Grunt (NE)

1 Orc Tracker (LE)

# Minion Resource (32)

2 Ancient Secrets (BA)

2 Black Rider (LE)

3 Blasting Fire (WH)

1 Call to Arms (KN)

1 Crept Along Cleverly (WH)

1 Dark Defenders (NE)

1 Dark Forges (NE)

1 Hidden Ways (LE)

1 Hoarmûrath Unleashed (LE)

2 Ice-king of Urd (ML)

1 Large Warrior Loose (TN)

1 Mechanical Bow (WH)

3 Orcs of the Barl Syrnac (ML)

1 Snow-trolls (NW)
2 The Goblins Are upon You! (NE)

1 The Runeknife of Risinth (NW)

3 War-wolf (LE)

1 Wargs of the Tundra (ML)

3 Weigh All Things to a Nicety (LE)

1 What of the Dawn? (TI)

# Hero Resource (1)
1 Torque of Hues (TW)
#########

Sideboard

#########

# Dual Resource (1)

1 Flight Unmarked (RS)

# Hazard (5)

1 Desire All for Thy Belly (BA)

1 Drowning Seas (TW)

1 New Moon (TW)

1 Night (TW)

1 Quicksand (SL)

# Minion Character (1)

1 Ûvatha the Ringwraith (LE)

# Minion Resource (13)

1 Bitter Cold (LE)

1 Consumed by Dragon-fire (GW)
2 Gifts as Given of Old (LE)

1 Gostir Roused (ML)

1 Hammer of the Underworld (ML)

1 Our Own Wolves (AS)

2 Roam the Waste (BA)

1 Snow-hammer (ML)

1 The Mithril-coat [M] (LE)

1 The Sled-horde (ML)

1 The Under-roads (AS)

#####

Sites

#####

# Dual Site (3)

1 Ruins of Kheledkhizdin (ML)

1 The Cobalt-deeps (NW)

1 The Rusted-deeps [D] (DF)

# Minion Site (22)

1 Bernastath [M] (NW)
1 Buhr Thurasig [M] (GW)
1 Celeb-ost [M] (NW)
1 Collarmount [M] (GW)

1 Deep Cleft [M] (GW)

1 Dol Guldur [M] (LE)

1 Elyamû [M] (ML)

1 Hollow Spire [M] (ML)

1 Kala Dulakurth [M] (NW)

1 Lar-huz [M] (CP)

1 Lothragh Camp [M] (ML)

1 Lugdruong [M] (ML)

1 Mirror Halls [M] (ML)
1 Mornost [M] (NW)
1 Númenórean Tomb [M] (ML)

1 Olyavud [M] (ML)

2 Shapal Udûn [M] (ML)

1 The Vaults of Utûmno [M] (ML)

1 Tol Ringurthur [M] (ML)

1 Tower of the Wolf-friend [M] (GW)

1 Urdic Camp [M] (NW)

1 Zayandaur [M] (ML)

