DCCD - Fallen-wizard - Pallando - Allies amongst the Horse-peoples
A Wizard’s plan often deploys stealth and cunning; sometimes so much stealth, the Wizard is not even seen at all, but still orders everything behind the scenes. Pallando has taken it upon himself to carve a little territory amongst the malcontented horse-peoples of the great steppes, just south and east of Mordor. His followers are hardy southerners, which travel vast distances on horseback to convince others to follow their new prophet. When either enough followers flock to his banners or the region is fully secured, the Master of Dreams will walk among his following and search for rings of power that were once in the possession of Sauron’s puppets.
Starting company: Ivic (Thrall of the Voice), Jerrek (Backpack), Pon Opar (Arcane School, Thrall of the Voice Compass), Vygavril
Starting events/starting stage cards: Whispers of Rings, Arcane School, 2x Thrall of the Voice
Starting site: Southron Oasis
DC-level: *** DC Lore-master (DC intensity 35%)

1) Due to an advantageous starting site your company will be within reach of most sites for your resources. Depending on your opponent’s hazards you should be able to dodge wilder or at least double-wilderness creature all together, but beware of Orc, Troll, or Undead hazards.
2) To be able to let Pallando join his followers, you need to have a faction in play at a Man-hold in the area with Long They Journeyed, or at a Man-hold the Central Plains using Mission to the East. Do NOT play him at The White Towers!  Iorags and the Ahar faction qualify for both of above cards/regions, be sure to get these into play; Southrons and Variags of Khand might yield 1 more MP, but you’ll need Gatherer of Loyalties in play for that and Pallando to access the sideboard to get it.
3) Once Pallando is in play (discard early copies of him freely, you can get them back with Back to the Fray), let him tap to place 5 cards into your discard pile: Blind to All Else, Gatherer of Loyalties, Great Patron, Legacy of Smiths and either Sprautabern or Ered Harmal (depending on your needs).
4) Your Longbottom Leaf should be used wisely. Getting The Great Battle of Our Time is a MUST to recycle the stage cards, but the other resource depends. If you managed to get 2 factions (other than Variags of Khand) into play, get Allies in the East and South or Taarum Elves which both allow for safer and/or easier travel.
5) Except for some typical southern weaponry, Pallando is in search of unique Mind Rings on the fringes of Mordor. To access the hidden sites where these items can be found (Temple of Lokuthor, Oraishapek’s Mound), you need a Compass and/or Lost Knowledge (discard Backpack to get a Secret Book). When you draw a Binding-ring, play one of the special rings on Whispers of Rings and move to the appropriate site. Do not play Binding-rings at any other place unless you get hammered by hazards.
6) The hazards are an agent mix with complementary creatures. Aryen the Beastmaster, Eun, Kori, & Nimloth should not be played as characters but as agents to harass your opponent. Aryen will greatly increase your range of animal playability if you manage to get him to opponent’s site; so he is the perfect candidate for Never Seen Him. Kori is awesome against under-deep decks, but can also move quite fast to surface sites to which opponent might go. Most of your agents are warrior/scouts so all can benefit from An Article Missing and Cunning Foes. Nobody’s Friend has a dual role, since it can get Raisha quickly to your hand and she is a perfect addition to your company, more so if Jerrek was killed (you need a scout).
7) Final tips: 
- Try to play your allies at tapped sites; do not tap one of your factions’ sites for them, until you establish a Haven you will need to bring a lot of characters into play at Variag Camp or Southron Oasis. Gobel Mírlond is a prime site to play horses; Joghul’s Shrine is also a good option if you require healing.

- If you get hammered by opponent keep to Border-holds where you can play your horses and Swag, which can also be played at hero versions to get you 2x Mounted Lance from your sideboard. 
- Killing Merkampa at Home to be able to play the Bone-dragon is optional but not easy to pull of, so only try it if you can defeat the 3 strikes at 15 (using The Old Trush & Deadly Dart makes it 2x 12/4 which still chooses defending characters), so maybe a lone Jerrek or Raisha bearing Southron Scimitar & Deadly Dart is your best chance of defeating it.
- Using Wild Horses and your horse allies (if spread evenly amongst your characters) will allow you to travel around Morder on the southern route ignoring double wilderness all together, so try to give each character an ally, and not stack them on 1 dude.
####

Pool

####

1 Compass (RS)

1 Vygavril (TW)

1 Backpack (RS)

1 Ivic (DM)

1 Jerrek (LE)

1 Pon Opar (LE)

1 Whispers of Rings (BA)

1 Arcane School (WH)

2 Thrall of the Voice (WH)

####

Deck

####

1 Aryen the Beastmaster (GW)

1 An Article Missing (DM)

1 An Unexpected Outpost (DM)

1 Beorning Skin-changers (BA)

1 Black Crows (FB)

1 Brigands (LE)

1 Cunning Foes (DM)

1 Dwarven Warparty (DF)

1 Fruitless Victory (NE)

1 Full of Froth and Rage (AS)

1 Galadhrim (AS)

1 Glutan (RS)

1 Great Need or Purpose (DM)

1 Great Northern Bear (GW)

1 Lord of the Eagles (DF)

1 Lure of Expedience (LE)

1 Merkampa at Home (BO)

3 Never Seen Him (DM)

2 Nobody's Friend (DM)

1 Orc-guard (TW)

1 Scatha Ahunt (TD)

1 Sellswords Between Charters (LE)

1 Slip Treacherously (AS)

1 Sudden Fury (DM)

1 The Border-watch (LE)

1 To Get You Away (DM)

1 Trolls from the Mountains (AS)

1 Twilight (LE)

1 Watcher in the Water (TW)

1 Wielder's Curse (GW)

1 Wild Trolls (LE)

1 Jehn Remak (SL)

1 Khandash (SL)

1 Khursh (BO)

1 Kori (DF)

Resource

1 Deadly Dart (PR)

1 Iorags (CP)

2 Mighty Steed (TI)

2 Southron Scimitar (SL)

1 A Friend or Three (TW)

1 Concealment (TW)

1 Dark Quarrels (TW)

1 Fair Gold Ring (TW)

1 Long They Journeyed (CP)

1 Longbottom Leaf (BA)

2 Noble Steed (WH)

1 Southrons [H] (TW)

1 Tempering Friendship (TW)

1 Test of Lore (TW)

1 Trickery (TD)

1 Variags of Khand [H] (TW)

1 Wild Horses (WH)

1 Back to the Fray (LE)

2 Binding-ring (LE)

1 Driven as by a Madness (AS)

1 Poison of his Voice (WH)

1 Sojourn in Shadows (WH)

1 Some Secret Art of Flame (LE)

1 Swag (LE)

1 Under His Blow (LE)

1 Mission to the East (CP)

2 Never Refuse (WH)

1 Wizard's Myrmidon (WH)

4 Pallando [F] (WH)

1 Asternak (LE)

1 Eun (DM)

1 Mîonid (AS)

1 Nimloth (DM)

1 Râisha (DM)

#########

Sideboard

#########

1 Sprautabern (NW)

1 Ahar (CP)

1 Desert Amber (SL)

1 Ered Harmal* (CP)

2 Mounted Lance (TI)

1 Taarum Elves (CP)

1 The Great Battle of Our Time (WR)

1 The Old Thrush (TW)

1 Bone Dragon (NE)

1 Magic Ring of Fury (LE)

1 Minor Ring (LE)

1 Ring of Flame (CP)

1 Ring of the Dispossessed (CP)

1 Secret Book (AS)

1 Allies in the East and South (WR)

1 Blind to All Else (WH)

1 Gatherer of Loyalties (WH)

1 Great Patron (WH)

1 Legacy of Smiths (WH)

#####

Sites

#####

1 Oraishapek's Mound [M] (CP)

1 Temple of Lokuthor [M] (CP)

1 Amrûn [H] (SL)

1 An Karagmir [H] (SL)

1 Arentaurr [H] (CP)

1 Cairn of the Colruh Hazurbal [H] (SL)

1 Gobel Mírlond [H] (AS)

1 Haudh-in-Gwanûr [H] (DM)

1 Henneth Annûn [H] (TW)

1 Iorag Camp [H] (CP)

1 Joghul's Shrine [H] (CP)

1 Kref Masar [H] (SL)

1 Maresh [H] (SL)

1 Mistrand [H] (CP)

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

1 Mount Arysis [H] (SL)

1 Nûrniag Camp [H] (AS)

1 Poison Rock [H] (BO)

1 Southron Oasis [H] (TW)

1 Sturlurtsa [H] (CP)

1 Temple of Kondri Odchi [H] (CP)

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

1 Thraath [H] (CP)

1 Ulk Jey Ama [H] (CP)

1 Variag Camp [H] (TW)

1 Wain-Easterling Camp [H] (CP)

