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Introduction 

Welcome to Pineleaf’s Pictorial Primer to Skirmishing. In this series, we will look at each of the 

skirmishes you can run in The Lord of the Rings Online™. In this second volume, we will take a look at the 

only skirmish set to the west of the Shire: “Siege of Gondamon.” 

In this series, we will look at each skirmish in turn, including its scenario, layout, mobs, bosses, and 

encounters. While I discuss the lieutenants you will be facing, I will leave a detailed analysis of them for 

Appendix A of this Primer. 

I will not be discussing strategy much, as that can vary based on your class and playing style. Any 

recommendations I make will be from the point-of-view of a hobbit warden. During my skirmishing runs, 

I will be accompanied by my cousin, an archer named Flax. 

Pineleaf Needles 

Follow my skirmishing misadventures in Spear and Skirmish at http://my.lotro.com/raleyd/ 

Follow the latest LotRO news at A Casual Stroll to Mordor at http://www.casualstrolltomordor.com 

 

Pineleaf and Flax prepare to face the enemy besieging Gondamon 
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Skirmish Specifications 
Name:  Siege of Gondamon 

Scenario: The Dourhands have forged an alliance with the Blue 

Crag goblins and have laid siege to Gondamon for nearly 

two weeks. The final assault will soon be launched…. 

Type:  Defensive 

Level Range:  20-65 

Availability: Free for all players 

Allowed Group Sizes: Solo, Duo, Small Fellowship, Fellowship, and Raid 

Tiers: 1-3 

Location:  Gondamon, Ered Luin 

Assaults: 4 

Waves per Assault: 8 (4x2 during fourth assault) 

Opponents: Dourhands, goblins, wolves, hendroval 

Enemy Group Size: Solo 4 

 Duo/Small fellowship 8 

 Fellowship 12 

 Raid 48 or 52 

Available Lieutenants: All 

Lieutenant Count: 12 (16 opportunities with a 75% chance) 

Defenders: 3 non-vital; 1 vital 

Encounters: 5 

Encounter Deed Title: Gondamon Siegebreaker 

SM @ Level 65: 152 (100 CP; 32 defenders; 20 encounters) 

Experience Rating: 82 

Solo Run Time: 25 minutes 

Campaign: Eruilan 

Features: +1 hope, running between three gates, flag encounters 

Consumables:  Standard food; Wound fortification food or pots 

Useful Damage Types: Fire (wolves) and Light (goblins) 
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Summary 

 “Gondamon has been a free city so long as I have ever known. The Dourhand wish to take that from 

you. To take your homes, and slaughter your families! But I say not today. I say we stand. I say we fight! 

Now to the walls! We defend Gondamon to our last breath!” 

So says Mathi at the start of Siege of Gondamon, the first defensive skirmish you may access. This 

skirmish is a marathon, as you must fight off 32 waves of attackers (counting each of the double waves 

in the fourth assault as two waves). 

Siege of Gondamon is set in a Dwarven town. Despite that, it was not built to be defensible. There are 

several gates to the town and none of them can be closed. You will need to run from gate to gate to 

prevent the attackers from taking the town. Your only hope (other than the ambient +1 hope of the 

town) is that the goblins haven’t thought to come all at once. 

The object of this skirmish is to defeat each wave of the enemy. After you fight off eight waves, you get 

a 30-second break. Each of these groups of eight is called an “assault.” After three assaults, the three 

gate defenders depart, leaving you and Mathi to fend off a fourth assault that includes four double 

waves rather than eight single waves. 

Your opponents will mainly be Dourhands, goblins, wolves, and hendroval. In addition, you will face an 

array of lieutenants. This skirmish features all of the possible skirmish lieutenants (a total of 41 in full 

fellowship and raid runs). 

Three of the encounters (referred to as “flag encounters”) features opponents who run up to the gates 

you are defending. The other two are along the walls outside the gates. The encounter bosses are 

weaker than those in Tuckborough (signature rather than elite) as their main challenge comes from 

distraction rather than one-on-one power. 

This skirmish has a high reward value both from high inherent rewards and a high lieutenant count. This 

skirmish is also time consuming, so the total rewards per hour spent in the skirmish are not all that high. 

Some players prefer to forget about the gate guards and defend from Mathi’s platform. I cannot leave 

the volunteers who have chosen to defend Gondamon’s gates to die. Besides, I would rather have those 

extra 32 skirmish marks than to avoid running about. 

Skirmish Mark Awards (Level 65) 

L65 Marks  

21 First Assault Complete 

21 Second Assault Complete 

26 Third Assault Complete 

32 Fourth Assault Complete (including boss fight) 

32 Four defenders (Mathi and three gate defenders) 

20 Two Encounters 

152 Total 
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Assaults 

The Siege of Gondamon is run as a series of four assaults. Each assault is composed of a series of waves 

followed by a 30-second break before the start of the next assault. You earn skirmish marks at the end 

of each of the assaults.  

Assault 1 (21 SM) 

The first assault includes eight waves composed of one group of the enemy. The even numbered waves 

have a 75% chance of including a lieutenant (in a raid, a wave has a 50% chance of including one 

lieutenant and a 25% chance of including two lieutenants). 

Each wave approaches from a random direction: south, west, or north. A wave will run up to the gate in 

that direction and fight with any defenders there. If there is no one defending that gate, then the enemy 

forces will continue to the platform and attack Mathi. If Mathi is defeated, you lose the skirmish. 

Assault 2 (21 SM) 

The second assault operates in exactly the same way as the first assault. 

Assault 3 (26 SM) 

The third assault is very similar to the first two assaults. The only difference is that that if there are any 

available flag encounters that have not yet been triggered, they are guaranteed to be triggered during 

the third wave (this will be discussed in further detail under encounters). 

Assault 4 (32 SM) 

The fourth assault operates differently than the first three. First, the defenders who guard the gates 

during the first three assaults disappear to secure the enemy camps. Second, this assault includes four 

double waves rather than eight single waves. One of the waves approaches from the south wall near 

Mathi. The other wave approaches from the same locations as the waves in the previous three assaults. 

Since we need to defend Mathi, most players fall back to the platform near Mathi for the fourth assault. 

This means that the wave coming from a random direction will pass by an unguarded gate and run up 

the stairs towards Mathi. As they have a longer path to reach the scene, they generally arrive after the 

wave coming from the wall (if you’re lucky, you may even kill the wall wave before the gate wave 

arrives). The gate wave is effectively the even-numbered wave during this assault and had the chance of 

including a lieutenant.  

After you fend off four double-waves, the general arrives. He brings a friend: a drake. After you kill both 

the drake and the Dourhand general, you complete the skirmish (there is no need to take a flag). Any 

surviving gate guards then return to congratulate you on your victory. 

 

  



Pineleaf’s Pictorial Primer to Skirmishing 

 Volume 2: Siege of Gondamon Page | 7 

Defense Points 

Siege of Gondamon includes four defense points, which are the locations where the four defenders are 

located. Three of these points are the main gates to the town. One defender stands at each of these 

three gates. During the first three assaults, you are expected to move from gate to gate to help defend 

whichever of the gates is currently threatened. Each of the gates is guarded by one of two defenders. 

During the first three assaults, each wave of attackers comes down the path leading to one of the three 

defended gates. The gate attacked is generally selected at random (there is an exception that will be 

discussed in the encounter section). If the gate is undefended, the attackers will continue to the 

platform where Mathhi stands. 

During the fourth assault, the waves come in pairs. The odd-numbered waves come from the south side 

of the platform near Mathi. The even-numbered waves come from one of the same direction as during 

the first three assaults. These waves are launched simultaneously, though the odd-numbered wave has 

a shorter distance to reach the platform and so generally arrives first. 

 

 

 

 

The map to the left (courtesy of the Lotro 

Lorebook) if an overhead view of Gondamon. Six 

locations are indicated on the map as indicated in 

the key below. 

 

SG  South Gate 

WG West Gate 

NG North Gate 

Sig Sigurmar encounter location 

G Gnashnâkh encounter location 

M  Mathi’s location (on platform) 
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Southern Gate 

The path leading up to the southern gate includes a sloping curve that makes it difficult to see the 

enemy approaching. The obstacle just to the right of the path (shown in the ellipse) doesn’t make seeing 

the enemy any easier. The obstacle also has a second annoyance: sometimes mobs will get stuck there 

during combat, forcing you to come out to the obstacle to meet them. Generally, they will not get stuck 

there until in combat. Your soldier may also occasionally get stuck there if you tend to fight well in front 

of the gate.  

  
 

This gate has one of two possible defenders: Galfi and Dagfinn. 

 
 

Galfi (Minstrel Trainer) 

 

Morale: 5435 

 

Since Galfi is the minstrel trainer, he naturally has 

morale restoration abilities.  

 

Dagfinn (Hunter Trainer) 

 

Morale: 5435 

 

Dagfinn is the only defender who has a ranged 

attack, though she will resort to melee weapons if 

you allow the enemy to reach her. If you prefer 

tanking, you should grab the aggro in front of her. 
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Western Gate 

The path leading to the western gate slopes downwards but it otherwise a straight shot. If you have a 

decent graphics card, you can easily see the spawn point at the end of the path. You will therefore have 

an opportunity to plan your actions based on the group composition whenever you have an attack from 

the west. At least you would if the previous attack was also from the west and you didn’t just spent all 

your time running up to the gate.  

And yes, attackers sometimes get trapped in those barriers.  

  
 

This gate has one of two possible defenders: Ráthorn and Halflith. 

 
 

Ráthorn (Loremaster Trainer) 

 

Morale: 5435 

 

Ráthorn has apparently lost her staff during the 

time of the siege, as all she has to fight with is a 

sword. While many high-levels Loremasters use a 

sword as a secondary weapon, I suspect there are 

very few who would willing to make that their 

only weapon. Don’t expect any neat Loremaster 

skills from her, as they all require a staff to use. 

 

Haflith (Champion Trainer) 

 

Morale: 5435 

 

Halflith does appear to have the expected area 

attacks. Whether you consider that to be good or 

bad will probably be based on your class and 

playing style. 
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Northern Gate 

The path leading to the north gate includes a switchback that obscures vision even more than the curve 

on the south gate. The attackers take a long time to approach this gate due to the distance and slope. 

  
 

 

This gate has one of two possible defenders: Mergeth and a town guard (each morale 5435 at level 65). 

How are they different? I haven’t the slightest idea. They both appear to die with the same alacrity. 

Gondamon Guard 

 

 Mergeth (Guardian Trainer) 
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The Platform 

Mathi stands at the top of the platform overlooking the town’s main courtyard. Mathi is the last defense 

for the town. Any enemy attackers that get through the gate will run up to the platform to attack Mathi. 

 

Mathi 

 

Morale: 10,870 

 

Mathi is with you during the double waves of the 

fourth assault. Luckily, he has the highest morale 

of any skirmish defender. 

 

 

During the fourth assault, the enemy will approach from two directions. 

 

 
 

This wall is the drop point for one of the two 

groups in each of the double-waves. You have a 

good variety of choices in places to stand. I tend 

to stay in the position pictured and start the fight 

with javelins. This is habit more than anything 

(and likely a bad habit). The position is more 

suited for someone that primarily uses ranged 

attacks. Guards and champions should be better 

off standing closer to the wall. 

 

The second group of the wave approaches from 

the stairs to the square. If the defenders who 

dropped from the wall are fast (such as the 

goblins you see here) and the other group is slow, 

the first group may be dead before the second 

group arrives, especially in solo mode. That’s good 

news when you consider that I can see the arrival 

of one of my least favorite lieutenants in the 

picture to the left. 
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Opponents 

There are four types of opponents that you face in Gondamon: Dourhands, goblins, wolves, and 

hendroval. 

Each group you face consists of a number of mob points given on the table below. The number of mob 

points depends on the fellowship size setting for the skirmish run. The mob group sizes in Gondamon 

are about average for a skirmish. Note that the group size for duo and small fellowship settings were 

reduced to 8 from 10 in the recent Book 3.2 update. 

Number of Players Mob Points Possible Setup Mob Types 

Solo 4 2 Hale Weak, Hale 

Duo / Small Fellow 8 2 Hardy Hale, Hardy 

Fellowship 12 2 Hardy + 2 Hale Hale, Hardy, Strong 

Raid (12) 48-52 2 Staunch + 1 Strong + 2 Hardy Hardy, Strong, Staunch 

Just what is a mob point? A mob point is the equivalent of one weak (swarm) opponent. You will not 

face four dozen swarm enemies in a raid but will instead face a smaller number of tougher opponents. 

The number of points for each opponent is given on the table below. 

Skirmish designation Quality Mob points 

Weak Swarm 1 

Hale Normal 2 

Hardy Signature 4 

Strong Elite 8 

Staunch Elite Master 16 

 

The exact composition of the group is selected at random, but there will always be at least two attackers 

and you will never get a group composed completely of the weakest type of mob (i.e., all weak 

opponents in a solo run).  

Lieutenants are not part of this cost. A group is either accompanied by a lieutenant or not. This is not 

reflected in the mob point total. 
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Each attacking wave during the first three assaults includes a single group. Each attacking wave in the 

fourth assault includes two groups.  

Many opponents, including the basic mobs, have special abilities. These abilities are controlled by both 

the mob name (e.g., “Goblin Firelobber”) and their quality (Weak, Hale, Hardy, etc.). Higher quality 

mobs generally have more special abilities than their lower quality counterparts. This means that there 

are certain special abilities that you will only see in group runs. 

The basic mobs in this skirmish have rather weak special abilities. Most of these abilities can be ignored, 

or at least endured, especially in solo runs. The biggest exception is the hendroval, who have some nasty 

wound effects.  

The morale levels for most basic mobs attacking Gondamon are lower than they are for mobs in other 

skirmishes. The only exceptions are the hendroval, which are on par with mobs in other skirmishes. The 

morale given for each opponent is for a level 65 hale opponent in a tier 1 solo run. 

Hendroval 

These birds are the nastiest opponents you will face in this skirmish.  

 
 

Name:  Mountain Hendroval 

Type: Melee 

Morale: 4035 

Abilities: Wound: Light Wound 

   Common damage / 2 sec for 10 sec 

 

The mountain hendroval are tougher than 

most other basic mobs in this skirmish. On top 

of this, their talons will make you bleed. 

  

 

 

 

Name:  Cliff Hendroval 

Type: Melee 

Morale: 4035 

Abilities: Wound: Light Wound 

   Common damage / 2 sec for 10 sec 

 Wound: Eye Rake (10% miss chance) 

 

The cliff hendroval are even nastier. On top of 

the mountain hendroval attributes, they also 

have an eye rake attack that increases your 

chance to miss in combat.  
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Dourhands 

The Dourhands are the arch enemies of the rest of the dwarven folk. They are the leaders of this siege. 

Note that four of the five encounters in this skirmish, as well as the skirmish boss, are all Dourhands. 

 
 

Name:  Dourhand Warrior 

Type: Melee 

Morale: 3293 

Abilities: Wound: Minor Injury 

    -Might for 1 minute 

 Wound: Laceration 

    -15% melee & ranged damage 

    - Parry Rating for 42 seconds 

 Wound: Minor Spain 

    -20% run speed, -Evade, 30 seconds 

  

 

 
 

Name:  Dourhand Captain 

Type: Ranged 

Morale: 3293 

Abilities: Heals (group runs only) 

 

Dourhand captains prefer to throw axes at you, 

though they occasionally run up to make melee 

attacks. In group runs, they gain the ability to 

heal, so take out the captains first in you are 

running in a group. 

 

Name:  Dourhand Flamewright 

Type: Ranged 

Morale: 3261 

Abilities: Fire (Hardy+) 

 

While Dourhand Flamewrights can throw small 

bits of fire in group runs, it is hardly anything 

spectacular. 

 

 

 

 



Pineleaf’s Pictorial Primer to Skirmishing 

 Volume 2: Siege of Gondamon Page | 15 

 

Goblins 

You know that something nasty is afoot when goblins are involved. There are three types of goblins: 

warriors, skirmishers, and firelobbers. Goblins are vulnerable to light damage. 

 
 

Name:  Goblin Warrior 

Type: Melee 

Morale: 3228 

Abilities: Poison: Minor Crippling Poison 

    -Agility for 2 minutes 

 Poison: Minor Poison 

    Common damage / 3 sec for 12 sec 

 Wound: Serious Wound 20 seconds 

    Common damage / 2 sec (Hardy+) 

 

 
 

Name:  Goblin Skirmisher 

Type: Ranged and Melee 

Morale: 3196 

Abilities: Sticky Tar, +40% attack dur (Hardy+) 

 

 

 

Name:  Goblin Firelobber 

Type: Melee 

Morale: 3196 

Abilities: Fire bomb (Hardy+) 

 

If you watch the animation of these goblins, 

you will see that they occasionally look like 

they are throwing fire bombs. The weak and 

hale firelobbers are just bluffing. The higher 

quality ones can create that wonderful fire 

attack you all love in goblin sappers. 
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Wolves 

Where there are goblins, there are also generally also wolves. Wolves are vulnerable to fire. 

 

Name:  Mountain-Wolf 

Type: Melee 

Morale: 3261 

Abilities: None 

 

They probably have at least one wound ability but 

it’s never been severe enough to be noticed. 

 

 

 

Name:  Rabid Mountain-Wolf 

Type: Melee 

Morale: 3261 

Abilities: W: Minor Injury (-29 might for 1 min) 

 W: Crippled (-25% run speed for 37 sec) 

 D: Minor Diseased Frailty (-Vitality) 

 

Query: how can a rabid wolf be hale? 

The crippling effect can be annoying if you need to 

run to the next gate quickly. Take these out first to 

give you time to recover before the next wave.  

Name:  Mountain-Wolf Hunter 

Type: Melee 

Morale: 3228 

Abilities: Stealth 

  

If the attacking force seems short of its proper 

size, then it probably means that one of these 

wolves is about. The Mountain-wolf Hunter often 

enters the combat under stealth. I have even had 

two cases where an entire attacking group 

consisted of stealthed hunters. 

 

 

 

 

  



Pineleaf’s Pictorial Primer to Skirmishing 

 Volume 2: Siege of Gondamon Page | 17 

Lieutenants 

There are 14 lieutenants that appear in the solo setting. 13 more are added in duo and small fellowship 

settings. 14 more are added in fellowship and raid settings. This means that there are a total of 41 

lieutenants that can appear in this skirmish on the larger group settings. These are all of the lieutenants 

that are available in the skirmish system. 

There are 16 points where lieutenants can appear. There is a 75% chance of a lieutenant appearing at 

each of those points. In raids, there will be a 50% chance of there being one lieutenant and a 25% 

chance of their being two lieutenants.  

Solo Lieutenants 

All of the lieutenants that can appear in skirmishes appear in Siege of Gondamon. Since Gondamon has 

a large lieutenant count, it is a good choice for working on many of the lieutenant deeds. Below is a brief 

description of the six solo lieutenants that do not appear in Trouble in Tuckborough. A more complete 

description of the lieutenants will appear in Appendix A. 

Blood-rook 

 
Blood-rooks are gregarious: the more company 

they have, the better they like it. If feasible, take 

out the company first to make things easier. 

Day-Walker Berserker 

 
This lieutenant is trouble in a large package. He 

hits hard, has a 30-second immunity shield, and 

has two fear attacks. What’s not to hate? 

Echo of Death 

 
The Echo of Death has a really nasty debuff that 

causes you to take extra damage against melee 

and ranged attackers. Kill it last. Notes soldiers will 

not attack it without orders in fear of this debuff. 

Forest-born Reaver 

 
The Forest-born Reaver can throw bounders that 

can stun you. It also likes to break off the fight and 

attack your soldier. 



Pineleaf’s Pictorial Primer to Skirmishing 

 Volume 2: Siege of Gondamon Page | 18 

Pale Trapper 

 
The Pale Trapper blows a horn and sets off a trap. 

He slows you just before setting off the trap (the 

slow is a recent addition). In solo mode, the trap is 

always an area fire blast. 

Troll Wound-Taker 

 
Troll Wound-takers can heal their allies. I 

therefore kill it before I attack the allies. 

 

 

 

Duo/Trio Lieutenants 

I will save the discussion on the group lieutenants for Appendix A. There is one lieutenant that I will note 

to treat with caution: the Priest of Vengeance. Yes, I did discuss that lieutenant in the Tuckborough 

primer. The Priest of Vengeance is even nastier in this skirmish as Mathi has no qualms about attacking 

the mob with the Priest’s reflect buff. If Mathi decides to attack that mob, either heal Mathi or have 

someone sacrifice themselves by attacking the mob. You cannot afford to lose Mathi  

 

 

Boss Fight 

If you survive all four assaults, Ingithor Blackhand, 

the general for the assaulting force, arrives to 

personally deal with you and Mathi. 

 

He does not come alone. His companion is a drake 

named Nethgarch. 
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Nethgarch (Drake) 

Morale: 8234 

 

Burning Flames: Heat Aura for fire damage / 2 sec 

 

Nethgarch is a drake. It is therefore no surprise 

that he has a heat aura, a tail swipe, and a 

knockback. 

 

 

Oh, yeah, of course he can breathe fire. 

 

 

Ingithor Blackhand (The General) 

Morale 12,351 

 

Feel the Burn: -25% Fire Mitigation for 15 seconds. 

Injury: Wound: -Might for 1 min 30 seconds. 

Self Heals 

 

Blackhand’s Feel the Burn debuff is rather pointless 

in a solo run if you kill the drake first. The debuff 

will more likely come into play in group runs. 

 

I prepare for the fight by entering stealth while the drake is flying about and then ambushing the drake 

when it lands and becomes active. Note that this forces me to start well back since the drake has a fire 

aura that would break stealth if I were in its range. 

In solo mode, it is best to kill the drake first and let Mathi fight Blackhand until the drake is dead. It’s 

even possible to kill the drake before Mathi and Blackhand start fighitng. If you are in a group, you may 

want someone to help Mathi when the general becomes active to avoid the possibility of Mathi getting 

killed before the drake is defeated. 



Pineleaf’s Pictorial Primer to Skirmishing 

 Volume 2: Siege of Gondamon Page | 20 

Encounters 

Each time you run a skirmish, the game selects two encounters that are available. The selected 

encounters become active when you perform their triggering actions. 

There are a total of five encounters in Siege of Gondamon. As with other defensive skirmishes, the 

encounter bosses in this skirmish are all signature in solo runs. The challenge of the encounters in this 

skirmish is not with the inherent strength of the encounter bosses but with the difficulty to control the 

circumstances of facing the encounter boss.  

To increase the challenge, the encounters in this skirmish disappear when the skirmish boss is killed. 

Therefore, you do not have the option to wait until the end of the skirmish to handle the encounter. 

Three of the encounters include a multi-step process where you first face a flag bearer before you face 

the encounter boss. The other two simply include opponents who appear outside the Gondamon gates. 

If you are playing in a group, I recommend you designate a portion of the group to handle encounters. 

The encounter group can help fight the flag bearers and stay with any encounter bosses that remain 

when a new wave attacks. Anyone not part of the encounter group should give priority to the attacking 

waves, as defending the town and Mathi are the top priorities in this skirmish. 

The morale given for each encounter boss is at level 65 in a tier 1 solo setting. 
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Flag Encounters 

This skirmish includes three flag encounters. All three of these encounters include the same steps. 

 
 

 All flag encounters are associated with a specific 

wave number and direction. For example, the 

south flag is always triggered after you defeat the 

third wave within an assault that came from the 

south. If you are in the third assault and the 

triggering condition has not yet taken place, then 

the associated wave will be from the triggering 

direction (outside of this case, the direction of a 

wave appears to always be random). 

 
 

When the encounter is triggered, the encounter’s 

flag bearer runs up to the gate. This will be at the 

same time as the next wave attacks. The flag 

bearer will always be from the associated 

direction but the next wave will be from a 

random direction. In the picture to the left, the 

next wave came from the same direction as the 

flag carrier. This will not always be the case. 

 

 

 
 

When the flag bearer is defeated, he drops a 

chest. If you loot the chest, you take the flag.  

 

You can then summon the encounter boss by 

raising the flag up the pole next to the associated 

gate.  It is recommended to do this when you are 

ready to face the encounter boss. I prefer to raise 

the flag between assaults (or just before an 

assault ends to give the encounter boss time to 

run to the gate). 

 

The encounter boss then runs up to the gate. Just 

defeat the boss to complete the encounter. 
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Thrashtar 

 

 

 

 

 

 

 
 

This encounter is triggered at the end of a 

third wave coming from the south. This 

means that the flag bearer (Arfinn) will arrive 

at the same time as the fourth wave. Since 

the fourth wave can include a lieutenant, I 

generally head to the gate with the next 

wave and leave the defender to hold off the 

flag bearer. If I can weaken the attackers 

sufficiently, I will then return to the south 

gate to help finish off the flag bearer. If a 

group, you will likely need to assign someone 

to take out the flag bearer. 

  

 

Thrashtar will arrive shortly after you raise 

the south gate flag. He prefers to attack at 

range, which is annoying for a melee fighter 

who is likely to be in a hurry.  

 

His other annoying feature is that he will 

attempt heal himself once during the fight. 

While you can probably finish him easily 

enough even if he manages to complete the 

heal, the last thing you want is for the fight 

to take any longer than it needs to. 

 

 

 

 

  

Name: Thrashtar 

Type: Dourhand 

Trigger: End of the third wave of an assault that came from the south 

Text: A battle-horn sounds from the south. 

Location: At the south gate (20.5S, 97.0W). 

Morale: 8234 

Abilities: Ranged attack, Self healing 

Flag Carrier: Arfinn, Morale 4076 
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Agi Gatebreaker 

 

 

 

 

 

 

 

  

 
 

This encounter is triggered at the end of a 

fifth wave coming from the west. This 

means that the flag bearer (Jostein) will 

arrive at the same time as the sixth wave. 

Since the sixth wave can include a 

lieutenant, I generally head to the gate with 

the next wave and leave the defender to 

hold off the flag bearer. If I can weaken the 

attackers sufficiently, I will then return to 

the west gate to help finish off the flag 

bearer. In a group, you will likely need to 

assign someone to take out the flag bearer. 

 

 

Agi Gatebreaher will arrive shortly after you 

raise the west gate flag. Like Thrashtar, he 

prefers to attack at range and he has a self-

heal.  

 

 

Name: Agi Gatebreaker 

Type: Dourhand 

Trigger: End of the fifth wave of an assault that came from the west 

Text: A battle-horn sounds from the west. 

Location: At the west gate (20.3S, 97.2W). 

Morale: 8234 

Abilities: Self healing 

Flag Carrier: Jostein, morale 4076  
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Hergill 

 

 

 

 

 

 

 
 

This encounter is triggered at the end of a 

sixth wave coming from the west. This 

means that the flag bearer (Ernir) will arrive 

at the same time as the seventh wave. Since 

the seventh wave never has a lieutenant, 

you can safely choose to either stay or head 

to the next gate in solo mode.  

 

Note that if you have both the west and 

north encounters active in the same run, it is 

possible for the encounters to be triggered 

in two consecutive waves.  

 

If this happens, you may have fights at all 

three gates at the same time (two flag 

bearers and the seventh wave). There’s only 

a small chance of this happening, but it will if 

you play the skirmish enough times. 

 

Hergill will arrive shortly after you raise the 

north gate flag. Like the other two gate 

encounter bosses, he prefers to attack at 

range and he has a self-heal.  

 

  

Name: Hergill 

Type: Dourhand 

Trigger: End of the sixth wave of an assault that came from the north 

Text: A battle-horn sounds from the north. 

Location: At the north gate (20.1S, 96.9W). 

Morale: 8234 

Abilities: Self healing 

Flag Carrier: Ernir, morale 4076 
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Sigurmar 

 

 

 

 

 

 

  

 
 

To find Sigurmar, face left (east) just outside 

the southern gate. You will find Sigurmar 

kneeling next to the wall ahead.  

 

His exact location depends on the skirmish 

setting, though he will always be visible 

from the position shown. 

 

Sigurmar has a ranged attack so he will not 

leave the wall unless you make an effort to 

pull him away. Therefore, I just run up to 

him and kill him as fast as possible. He has 

no special attacks (at least not in solo) and 

he doesn’t heal himself, so he is an easy 

opponent.   

 

Name: Sigurmar 

Type: Dourhand 

Trigger: End of the second assault 

Text: A deep voice roars outside the south gate, ‘I will dance as Gondamon burns!’ 

Location: Outside the south gate (20.5S, 96.8W). 

Morale: 8152 

Abilities: Ranged attack 
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Ghashnâkh 

 

 

 

 

 

 

 

  

 
 

Ghashnâkh has the most annoying timing of any 

encounter I know. The announcement text 

comes right at the end of the third assault. This 

is generally when I am planning to fall back to 

the platform. Instead, I have to go out of my 

way to actually leave the town to kill this guy. 

This is therefore the most likely encounter that I 

will leave unfinished at the end of the skirmish.  

 
 

If I do attack him, I will do it quickly. After that, I 

will attempt to face the stairs group of the first 

wave at the bottom of the stairs and head up 

the platform between waves.  Mathi will be 

able to handle the group that drops from the 

wall with no trouble. This only goes for solo 

settings – in a fellowship you will be best served 

to split the group if you want to do this 

encounter and not risk losing Mathi. 

Name: Ghashnâkh 

Type: Goblin 

Trigger: End of the third assault 

Text: A cackling laughter comes from beyond the north gate. ‘Gondamon’s walls will be 

nothing but small pieces.’ 

Location: Outside the north gate (20.0S, 97.0W). 

Morale: 7989 

Abilities: Serious Wound 
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Variations 

One of the advantages of skirmishes is their scalability. Skirmishes can be scaled in three ways: level, 

player group size, and tier. 

Level 

All skirmishes have a level range. The range for Siege of Gondamon is 20 to 65. The default setting for a 

skirmish run is the level of the character starting the skirmish. You can set the skirmish to any level 

within the level range if required. Most skirmishes, such as Gondamon, cannot be set to a level higher 

than the level cap. 

Why would you want to change the level for the skirmish? If you are just starting to learn a skirmish, you 

may want to set the level lower to allow you to understand how the skirmish works. This isn’t always 

possible, though, as you generally first try a skirmish when you reach its minimum level.  

Another reason to set the level lower is to compensate for an underpowered soldier. If you start 

skirmishing at a high level, your soldier is likely to be under par. Many players in this situation set the 

skirmish level one or two levels lower to allow them to complete enough skirmishes to bring their 

soldiers to a reasonable level. You should avoid dropping the level too low, though, as you receive a 

penalty based on the difference between your level and the skirmish’s level. 

Some classes may find Tuckborough a challenge due to the mob density. Lowering the level may be 

needed just to make completing the skirmish possible without several wipes. Some may also do this if 

they are attempting to complete a particularly tough encounter (though you have no way to control 

which encounters are available, so you would likely need to make several runs before getting it). 

You may also want to adjust the level if not all the members of a group are of the same level or if the 

group is short of the recommended size.  

Finally, you may want to increase the challenge by raising the level by 

one or two. This can be especially useful if you are getting near a level 

where the rewards are upgraded. There are reward upgrades at levels 

30, 45, 60, and 65. You therefore would generally want to increase the 

level to one of these levels and avoid decreasing below one of these 

levels. 

When you adjust the level of the skirmish, you also adjust the skirmish 

mark rewards within the skirmish. These adjustments are based on your 

level when you first enter the skirmish (so you are not penalized if you 

level during the skirmish). The exact adjustment varies based on your 

level. The table to the right includes levels 25 and 65 (though it is not 

possible to increase Gondamon above level 65). 

  

Diff Level 65 Level 25 

-10 1% N/A 

-9 5% N/A 

-8 9% N/A 

-7 20% N/A 

-6 39% N/A 

-5 60% 61% 

-4 75% 78% 

-3 85% 89% 

-2 90% 95% 

-1 94% 95% 

Even 100% 100% 

+1 104% 106% 

+2 107% 111% 

+3 110% 118% 

+4 114% 122% 

+5 119% 133% 
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Tier 

The tier setting increases the difficulty of the skirmish by increasing the morale, damage, and various 

other attributes of the enemy. In some skirmishes, it will also change some of the rules for the skirmish, 

though there are apparently no such changes in Gondamon. 

Tier L 65 Hale Hendroval Morale % Increase Skirmish Mark % 

1 4035 N/A 100% 

2 4932 22% 110% 

3 6726 66% 125% 

 

The defenders are unaffected by the tier setting, which means that they will be more vulnerable in 

higher tier settings. 

 

Player Group Size 

The player group size has the greatest change on the play of the skirmish.  

Number of Players Mob Points Mark % Lieutenants Boss + Dake Encounters 

Solo (1) 4 100% Signature Elite + Signature Signature 

Duo (2) 8 105% Elite 2 Elite Master Elite 

Small Fellowship (3) 8 120% Elite 2 Elite Master  Elite 

Fellowship (6) 12 150% Elite Master 2 Nemesis Elite Master 

Raid (12) 48-52 190% Nemesis * 2 Arch Nemesis  Nemesis 

* In addition, some waves will include two lieutenants rather than just one. 

The player group setting controls the quality of the lieutenants, the encounter bosses, and the skirmish. 

In addition, the group size controls the timings for each wave. In solo and duo modes, the next wave 

starts when the previous one has been defeated. In the other settings, if a wave is not defeated within 

two minutes, the next wave will start right away.  

Duo mode is a variation of small fellowship mode, so the number of mobs is the same in these two 

settings. In addition to the difference in the counterattack timing given above, opponents under duo 

mode receive a penalty to their morale, damage, and other attributes. 
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Deeds 

All skirmishes include a deed to complete all the encounters in the skirmish. This deed awards a title 

when all of the encounters have been completed at least once. The title for this skirmish is “Gondamon 

Siegebreaker.” There is no skirmish mark award for completing this deed. You only gain credit for these 

deeds if you complete the encounter before killing the skirmish boss and if the encounter boss is at least 

green to you (no more than eight levels lower than your level). 

Each lieutenant also has an associated deed. You complete the first tier of the lieutenant slayer deed by 

killing the lieutenant five times. You complete the second tier by killing the lieutenant 50 times. There is 

no title for the deed but you do gain 50 skirmish marks for completing the first tier and 500 skirmish 

marks for completing the second tier. Siege of Gondamon is a good source for completing lieutenant 

deeds as all lieutenants are available there and the skirmish includes a large lieutenant count. A 

lieutenant only counts if the level of the lieutenant is at least green.  

If you are having trouble finding a group, you may be able to complete the deeds for the duo/trio 

lieutenants by running duo skirmishes alone at eight levels below your own (the minimum to get credit). 

You can also complete several non-skirmish deeds while running a skirmish. In Gondamon, you can 

complete the deeds for killing wolves, Dourhands, goblins, and hendroval in Ered Luin. You can also 

complete the goblin, wolf, and Dourhand racial slayer deeds here. 

Quests 

You receive a daily quest whenever you run this skirmish at level 30 or higher. The experience point 

reward is constant through the levels but the skirmish mark bonus scales according to the level setting 

(107 skirmish marks at level 65). If you repeat the same skirmish during the same day, you will still 

receive the marks listed on page 5 but will not receive any daily quest rewards. Each skirmish has its own 

daily quest, so you can do each of the skirmishes in the same day to complete multiple daily quests. 
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Ode to Gondamon 

We guard the gates of Gondamon 
With sword and shield to save our land. 
We fend off folk of foulest bent 
Until the tide is torn asunder. 
 
There’re goblins at the gates of Gondamon 
Who seek to sap our stalwart wills. 
With fire our foes will foul our homes 
Unless we leave every last one dead. 
 
We gather at the gates of Gondamon 
Or Dourhand dwarves will dash our hold. 
We’ll beat them back to break their charge 
To fly the flag of the free peoples. 
 
We gladly guard our Gondamom 
Our hearth, our home, our hope for peace. 
Forever free; forever brave; 
The dwelling of the doughty Durin’s folk. 
 


