
- Not afraid of Triggers - will be packing some protection, but my playstyle involves recovering from 
problems more than necessarily avoiding them in the first place, so not that bad
- More afraid of Scourges - looks like there's limited ways to remove them, and Curse of Poisoning 

HURTS. I'm pretty sure it's a requirement to pack at least Remove Curse
- Barriers are going to be a big deal - looks like there's more of them than even in S&S. Should probably 

have a plan for that.

Alahazra seems like everything I want to be doing during this with just some bad stats. But the curse 
removal is huge, and the sweet scouting and fire bonus is also pretty nice. Plus room for multiple cures.
Alahazra is bad at barriers though, so I should pair her with someone who's a weapon user that's good 
with barriers - Simoun it is then!

Bulding decks comments
- Weapons - I don't know if 2 Kopis 3 Kukri is the right split. 3/2 might be better, but it's not going to 

really matter, and I like rolling more dice.
- Spells - I know I said remove curse, but I think that alahazra's innate remove curse will be fine. I'm 

more worried about combat checks at this point. Monsters still exist.
- Armor - I'm not sure which is better between tussah silk coat and crocodile skin armor, but I'm going 

with tussah silk coat for the immediate benefits of the B "during this adventure text". I'm sure I'll be paid 
back for this later. It bothers me that neither the crocodile skin armor nor the tussah silk coat prevent 
fire damage.
- Items - The basic items are slim pickings. Mostly alchemical items that I don't want. Compasses and 

Magnifying Glasses it is then!
- Allies - Pahmet Clansmans for Alahazra if she is going to be scouting that much. Simoun gets a mix of 

Dhabba and Shock Lizard to add to combat checks and Embalmer to add to Int checks. (But will probably 
be used more for scouting).
- Blessings - choices! Blessing of the Ancients for Simoun since they are more likely to recharge for her. 

Blessing of the Elements for Alahazra since she can already scout with her blessings, and she can cure 
them if she uses them to explore. (I feel like this is going to be one of the biggest questions in 
deckbuilding, and a lot of people are probably going to split to keep it easy. But both blessings are pretty 
strong.)

Building
Friday, October 14, 2016 9:40 PM

   Mummy's Mask Thoughts Page 1    



All That Glitters Begets Gold
- Ugh. I'll be happy when I'm past this one. I mean, it's not bad, but I did demo this a bunch of times at 

Origins. I wanna get to the new stuff. I see we no longer get the Scarab Buckler as a reward now though, 
so there are minor changes
- Mining Constructs - Don't care about the <=6 requirement. If it happens, cool, but not worth aiming 

for.
- Ruined Temple - this is probably going to be the focus on location jumping and scouting to not bury 

too many cards.
# of cards examined: 15 (2 were known but shuffled)
Cards triggered: 0
Curses gained: 0

Falsin Deek: Alchemist's Kit & Twitch Tonic-

Hadden Hoppert: Acid Jet & Unshakable Chill-

Trader Offers: 0 taken

- Ah yes, I love opening with the 2 immolates, fireblade and cure hand at the ruined temple
- And then drawing the second cure after the first turn
- Oh, the difference between a Kopis and a Kukri is that the first uses ranged and the second uses 

Melee. Well shit. Learn to read the cards n00b.
- Ruined Temple closed on turn 2 thanks to some scouting and the Giant Sand Eel being 3rd from the 

top
- Gained a Blessing of Bastet from Ruined Temple, then during Simoun's next turn a Blessing of Bastet 

showed up on top of the discard pile. I got super excited until I realized that it only mattered if you had 
other Gambling cards in her deck, which she definitely didn't.
- Simoun failed at Collapsing Scaffolding because I don't know how to spend resources properly. This is 

entirely my fault.
- Avoided a trigger w/ blind explore! Woo! (I'm not reporting this every time, don't worry.)
- Woo - triggered a mining constructs bonus by accident (yay millions of d4s by recharging these useless 

kukris)
- Completely overkilled the other Mining Construct w/ Alahazra. Fire spells only have one setting!
- Had to navigate around the end, since neither character was capable of making a good combat check 

to finish off the villain. Lost a few turns, but it's 2 player, so no big deal.
Rebuilding Notes:
- Okay, now that I see that Magnifying Glass only works on your deck and not the location deck, time to 

cut those down to 1. Fortunately, I got a replacement Healer's Kit, so that is going into Alahazra and a 
Compass is moving to Simoun. Again, learn to read the cards n00b.
- The Wing of Horus looks… okay. A worse pseudo-blessing? I don't really see a need yet. Not worth it.
- Alahazra will get the Blessing of Bastet since worst case scenario she can just recharge it for value. I 

have a feeling this will end up with Alahazra having the most random set of blessings ever.

A Sandstorm of Malevolent Will
- Why are the Sandstorms villains? Shouldn't they be henchmen? It's got to be for something in a later 

scenario…
- Windswept Chasm looks annoying to close, but sweet for Simoun. Meanwhile, Glass Pavilion & Hot 

Springs are great for Alahazra. (Not that I'll be controlling where I go too much - there are 4 sandstorms 
in the blessing deck.
- Let's see how many Aghashs I'll trigger.  It'll be fun!
- And now that I actually read the card, Howling Sands closes on an Dex/Acro check. D12 vs 4 to close is 

nice odds for Simoun. This looks like it won't be too bad. I may run out of turns if there's a lot of 
sandstorms in the blessing deck, but otherwise it looks fine.
- Tukanem-Hanam looks sweet for this party. Electricity damage and bonus if you use a fire spell!

Adventure B Notes
Friday, October 14, 2016 10:18 PM
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- Tukanem-Hanam looks sweet for this party. Electricity damage and bonus if you use a fire spell!
# of cards examined: 12
Cards triggered: 3 (Aghashx3, Geniekin
Sandstorms triggered: 2

Falsin Deek: Find Traps, Lightning Touch-

Hadden Hoppert: Flame Staff, Brilliance of Ra-

Trader offers: Find Traps taken

- Broke my non-Trigger streak right away with the Aghash on the first turn. At least I get a chance at the 
first turn close.
- Alahazra closes the Hot Springs on the first turn, plays all the cards in her hand, and doesn't even have 

a card left in her discard pile for the Hot Springs to recharge. (She did get help from a blessing from 
Simoun.)
- Aghash was on the top of Windswept Chasm, so there's two locations closed in two turns. Windswept 

Chasm is weird - there's little reason not to put everything I have into it, especially when I can recharge 
these dumb kukris.
- Okay, triggering the Geniekin mildly hurt. It hurt more that I rolled 13 on 1d12+2d4+2 and therefore 

took 1 Acid damage. Also that Alahazra sucks at curing Simoun.
- Second Aghash trigger discards a Sandstorm from the deck, not changing much except for shuffling the 

deck I just examined. Which wasn't terrible, since the major reason why I did it was to recharge the 
blessing from Alahazra's hand to cycle her deck. Examining was the icing on the cake. I already know 
that the deck contains an Aghash since I found the villain in the Glass Pavilion, but now I know the deck 
contains a cute little porcupine.
- Okay, there's a 50/50 shot that this Blessing of the Ancients will trigger an Aghash. Meh, do it anyway. 

What's shuffling the 6th Sandstorm into the Blessing Deck anyway? We still have 22 turns left. And the 
Blessing of the Ancients recharges this turn. (Also, it means that we can let Simoun make the Dex check 
to close).
- The fact that Sandstorms can move you to a closed location is pretty lame. I hope there's a balance 

reason behind it.
Rebuilding Notes: 
- I hate to lose the 3rd attack spell on Alahazra, but attacks are easy to come by, Find Traps isn't. Pretty 

sure we're going with that.
- Also, picking up Blessing of Pharasma and Nethys are nice. Don't care that Nethys examines cards, 

doing it anyway.
  - Simoun picked up competent armor (aka Crocodile Skin Lamellar) aka Armor that can bury to prevent 
a hand wipe - and she even has a 1/8 chance of recharging it!
- Scarab Buckler is actually decent, and has the Healing trait so that the Healer's Kit can interact with it. 

Seems better than the Tussah Silk Coat. Into Alahazra!

Desiccated Delirium
- Howling Sands is repeated - I have a feeling flavorwise that we'll be seeing a lot of that card in the 

future.
- Shifting Dunes looks super annoying - fortunately armor isn't a huge part of either deck.
- Otherwise closing looks super easy for this.
- … which is good because I can't temporarily close things. I should flip the scenario card before saying 

things.
- Okay, Mirage looks super annoying. The fact that it potentially moves on a trigger is annoying. But still 

not enough to actually stop me from doing it. (And is actually still helpful, since that's the effect it would 
have on an explore, and I want to figure out which location the Mirage is in, then close the other three.)
- Oh no! I can’t evade banes with the Poison trait at Thornscrub. You know, with all this evading I'm 

doing. 
- Here's hoping the all barrier henchman/villain setup justifies taking the attack spell out of Alahazra last 

game
- I would like to be trying for more weapons so I can get Simoun better knives (and not just because I 

can't read), but there's not a lot of weapons in these setups

   Mummy's Mask Thoughts Page 3    



can't read), but there's not a lot of weapons in these setups
# of cards examined: 11
Cards triggered: 3 (Geniekin, Bonecrusher Hyenamaster, The Evil Eye
Curses gained: 2 (Vulnerability from a Death Dog, Vulnerability from The Evil Eye)

Falsin Deek: Acid Flask, Burglar's Bracers-

Hadden Hoppert: Fiery Glare, Viper Strike-

Traders - Grabbing Fiery Glare

- Man, I've gotten lucky in having a Kopis in each opening hand with Simoun. I know that me failing to 
read Kukri is going to bite me in the behind at some point.
- First turn Alahazra overkills the Yellow Jelly because fire spells only have one setting. BURN. This may 

be a problem in the future.
- Okay, Geniekin is not a nice card. It is kinda annoying that it is the only trigger I've hit besides 

Aghashes though. Interesting turn 1. Basically meant that I took a damage from a Shock toad then 
recharged a blessing of the elements to punch a toad. So not a huge amount of harm done, but 
annoying.
- Of course, as punishment for my last statement, I hit a Bonecrusher Hyenamaster. The hand wipe is 

mildly annoying in that it's two cards, one of which was Find Traps. But I'm not _too_ worried about it at 
the moment. I also know that there is no Mirage in Thornscrub yet.
- And Alchemical Gas came up on Alahazra's third turn. Missing that Find Traps. I did get to punch out a 

Bonecrusher Hyenamaster thanks to a Pahmet Clansman.
- And meanwhile, Simoun finds the Mirage, and it gets shuffled into the Shifting Dunes. Now to just 

close the Howling Sands.
- Okay, meanwhile the Death Hound is super freaking annoying. If both are greater than 11? That's like 

really easy to do. I'm pretty sure that this bounded accuracy mechanic is annoying me more than 
triggers.
- Okay, there was also a Bonecrusher Hunter in that deck. Geez this deck has a lot of triggers in it. At 

least I didn't trigger that one.
- Alahazra finally stops failing at healing Simoun.
- Death Dogs - it's like impossible to not get a curse of vulnerability from them. Fortunately Alahazra 

was there with the spare Acid Splash to get rid of it.
- Okay, the same location deck with the three trigger cards from before also had The Evil Eye. I mean 

seriously? This still isn't as bad as the Carrion Golem, Demonic Horde, Demonic Horde, Carrion Golem 
deck I encountered in Wrath, but it's still really annoying. However, the Evil Eye was off of a Blessing of 
the Ancients, which means that despite getting a Curse of Vulnerability, it's like I recharged a blessing to 
explore twice, which is super value.
- For all the problems that Thornscrub caused me, it did give me a Filter Hood right before losing it. Fun 

fact: Because I actually read the card this time, I noticed that Curse of Vulnerability doesn't stop me 
from preventing Poison damage. Only Acid, Cold, Electricity and Fire.
- And of course, Alahazra finds the third Kopis. Took 3 blessings but she got it.
- The Mirage is an easy villain though. The game just took a while. I'm sure that this is tougher with 

more than 2 players. It took two players 23 turns to push through to the Mirage. Also it took Alahazra a 
little bit of time to recover from the triggers, but the problem had more to do with the fact that she 
didn't have combat spells in hand than anything else.
Rebuilding Notes:
- Alahazra Cha+1, Simoun Dex+1 - This seems like a no-brainer.
- Hadden keeps on providing. Very happy to have Fiery Glare with Alahazra. I will probably push myself 

into more overextension troubles with it, but oh well.
- I realize that currently Simoun doesn't have any proficiency with armor which means that the Lamellar 

is not that useful. I also plan on getting the (Obstacle) power feat first, so it would be into Adventure 1 
before I could use the second power. In addition, it is unlikely that the Scarab Buckler is ever ending up 
in Alahazra's discard pile. So it's better to actually switch the two armors.
- Game of Afterlife should go with Simoun, since Alahazra already has both curse removal and rerolls. 

Magnifying Glass meanwhile has been unimpressive. It's been cut.
- Woo 3rd Kopis!
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- Woo 3rd Kopis!
- On cleanup, I noticed that 5 of the 12 monsters that had been dealt out had the Trigger trait. That's 

more than I was expecting.

The Tainted Tower
- This is a mean ability for a B scenario - really justifies playing every Compass you possibly can. At least 

there's 1 less location in play, but still. Playing this with 6 people and with a couple of them being static-
hand fighters would be ridiculous.
- Alchemical Golems are weird to be showing up in a B scenario. They're CR 9 in the RPG, which is super 

out of range of the level I would expect in the B scenario, but then again I found Vengeance at Sundered 
Crag slightly galling to be a B adventure in WotR. Another variant on the Skeleton Feet problem I guess.
- Ugh on Alchemical Laboratory. Aiming to be within 4 is _really_ hard. 
- Wait, if you don't reduce the Thuvian Alchemist's initial damage, then she will give you a Curse of 

Poisoning, and so will the adventure card. That's great for when you encounter her and terrible 
afterwards.
- I can't wait for Alahazra to fight an Alchemical Golem in a scenario that only has one weapon dealt 

out. Apparently I'm using all healing immediately on her. And now that I look at it, Paracletus is also 
pretty annoying. This just isn't going to be Alahazra's day. Good thing she can scout…
- "For your first exploration each turn, do nothing." How does that interact with RotR Kyra's innate cure 

or other similar abilities? (Not that it matters, just brainstorming potential problems.)
# of cards examined: 8
Cards Triggered: 
Curses Gained: 2 (Curse of Poisoning (Thuvian Alchemist BYA+Adventure card)

Falsin Deek - Noxious Bomb, Potion of Healing-

Hadden Hoppert - Cure, Unshakable Chill-

Trader Offers - Potion of Healing

- Continue to get lucky in drawing Kopises with Simoun's opening hand.
- Found the Thuvian Alchemist 1st turn with a BoNethys. Well, that was lucky. We're just going to leave 

her right on top of the Alchemical Laboratory and go deal with other things.
- Whew. Had to decide between Embalmer or BotAncients to explore with Simoun. Chose Embalmer. 

Explored into Baited Jewel Box. _That_ is a trigger I'm actually worried about. (Although slightly less now 
that I know where the villain is.) Super overkill. Yes, I get that if I don't play the blessing, then I have a 
chance of getting 2 items. But the good thing involves taking damage. No, this card is a trap in multiple 
ways.
- Oof. Lightning Storm is a nasty barrier. I see a lot of healing in my future.
- Or not, as it goes away on the very next turn.
- I admit I feel conflicted about Alahazra throwing a Noxious Bomb at a Shock Toad. On one hand, I 

needed to complete the combat check and it cost me one card to do better than punch + blessing. On 
the other hand, it's just a cute Shock Toad and poisoning it seems super cruel to such a magnificent 
creature.
- It took Alahazra until the fourth try to recharge a spell this game. That's a little sad.
- Found the Alchemical Golem in Thornscrub. Oh Simoun…
- Oh hey, a Trapped Locker produced a Armor of the Sands, nice!
- Paracletus ate the Acid Jet, fortunately Alahazra still had an Immolate.
- Ooh. You get reward before going to the traders. That means that I have the potential of picking up an 

extra card.
Rebuilding Notes:
- Alahazra +1 Spell, Simoun +1 Item (Wasn't sure what to take with Simoun, but finding spots for Loot is 

always tricky. So Item is reasonable.)
- Trading the Canteen to the Trader since otherwise I would have to put the Canteen in Simoun's deck.
- Taking Clinging Venom on the idea of pushing for the power feat that adds the 1d8 to poison as well.

Forged in Flames
- Oh, everything is immune to Fire. That's a good reason for taking Clinging Venom. 
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- Oh, everything is immune to Fire. That's a good reason for taking Clinging Venom. 
- Seems fairly straightforward. I like this idea of putting weather barriers in blessing decks.
- Wait, does the Brickworks trigger on everything monster now?

# of cards examined: 13
Cards Triggered: 1 (Ghost Scorpion)
Curses Gained: 1 (Poisoning from Ghost Scorpion)

Hadden Hoppert - Immolate, Unshakable Chill-

Smiths of Wati - Chakram, Corrosive Dagger +1-

Trader Offers - Taking Chakram, Corrosive Dagger +1

- Triggered the Ghost Scorpion on the first turn. It's annoying, but it's not a big deal.
- There is a _lot_ of triggers in this that I'm not missing.
- Baited Jewel Box is nasty - there's no stat to defeat it. It's only Disable/Craft. Find Traps only gets us up 

to 3d4. I rolled 5 on 3d4 and that's not unreasonable. And it's Veteran. Uggggggh.
- Oh wow. Clinging Venom has a low recharge number.
- Alahazra punched a Fire Spirit in the face! (w/ 2 blessings)
- Woo! 4th Kopis!
- Oof. Yellow Jelly is going to be a problem for Simoun in the future. Immune to Slashing. Ugh.

Rebuilding Notes:
- Woo! First time with Smiths of Wati, and that's an amazing display. Grabbing both of those.
- No items, so going to get a basic card.
- Taking the Poison feat on Alahazra to diversify her, and taking the Obstacle power on Simoun because 

that power is SO GOOD.
- 8/15 non-henchman/villain banes had the trigger trait.
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Note: this adventure was played after the US elections, so not in the best state of mind/forgot some 
things from Adventure B

Choosing the Order of the scenarios
Tablet of Languages lost is just so amazing for Alahazra that we need to get it first. (Anything that allows 
us to interact with the bounded accuracy mechanic regularly is good.)
Then card feat reward to allow for someone to pick up an armor feat for Akhentepi's Armor
Then the skill feat reward & Akhentepi's Armor
Finally the useless Ghoul Market
Then the forced final scenario

Ahead of the Competition
- Well then, Imanish is completely immune to Alahazra's attacks. So much for branching out with 

Poison. At least it's only a Combat 9 - d6 Strength + 2 Blessings can take care of that.
- Other than that, mechanics seem fairly straightforward. Allies instead of henchmen isn't _that_ big of 

a deal.
- Weird setup with only 1 weapon and 1 spell in the locations for 2 players. 7 armors on the other hand 

is a lot. I wonder how many armors would be left if you played like a 6 person game.
# of Cards Examined: 13
Cards Triggered: 1 (Hyaenodon)
Curses Gained:
Turns Lost: 2 (Villain Escapes when Undefeated for 2) 

Hadden Hoppert - Remove Curse x2•
Smiths of Wati - Galvanic Chakram +1, Poisoned Sand Tube•

Trader Offers: Taking Galvanic Chakram +1 (woo!)

- Starting Alahazra off on the Hot Springs, as usual. It will be an interesting scenario when the Hot 
Springs is in play and that doesn't happen.
- Good thing I discarded a compass instead of recharging a Blessing of the Ancients, since there was an 

Acid Mantis on top of the deck.
- Okay, right after that, Simoun BotAs into Imanish. She has Chakram, Scarab Buckler + a second BotA in 

hand, plus Alahazra has 2 blessings in hand right now. It's a tough decision, but we're only on the second 
turn of the game, and it's not like that villain is moving. We could take care of the villain, but there's a 
5/8 chance that it summons a henchman (without help), which would basically require burying the 
Scarab Buckler to beat it. Looks like we're just leaving it there for now.
- Picked up a Holy Water Grenade for Alahazra, which is basically our answer to a surprise Imanish.
- Looks like we're going with attacking Imanish now. There's at least one bane that I remember that 

shuffles the deck when you trigger stuff, and just in general examined information is less permanent 
than before. Better to close a location now, especially with Alahazra holding on to the Holy Water 
Grenade.
- Alahazra encountered a Yellow Jelly. To nobody's surprise, she overkilled it and took Acid damage. 
- For all Simoun is good with for traps, she has none of the skills needed to defeat The Evil Eye. That's 

impressive. Eh. That's what this random Acid Flask is for. 
- Wooooooooo! Hyaenodon! Yay healing ally!
- Apparently 3d8+2 can't defeat a DC 10 Acid Pool. *shakes head* Apparently Simoun is going to have 

to come over there and do it for her.
- And of course Alahazra explores into Imanish after the failed Acid Pool check wiped the Holy Water 

Grenade out of her hand. This is annoying. 3d6 rolls way under 9. This is not Alahazra's night.
- Yup, took Simoun moving over to close it. Grrrrrrrr.
- Alahazra is basically refusing to draw an Attack spell, which turns out to be okay, since the Beheaded 

have Arcane/Divine 10 as a check to defeat.

Adventure 1 Notes
Tuesday, November 15, 2016 9:35 PM
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have Arcane/Divine 10 as a check to defeat.
- Wow. I've gotten lucky on these BYA checks against Imanish. Simoun has managed to succeed a both 

of the ones she's faced.
Rebuilding Notes:
- That Galvanic Chakram +1 from the trader certainly makes up for not having a ton of weapons or spells 

in the initial setup.
- Pretty sure that Blessing of Horus was made for Simoun, so we're taking it. (We have 1 card that can 

trigger the electricity trait on combat checks currently.)
- We threw away an Acid Flask in Simoun's deck, which means we need to replace it. If I wanted to get it 

back, I could trade away the Compass that the Alahazra's Tablet of Languages Lost is replacing to the 
trader, along with the Holy Water Grenade to have a choice of basic items from the box, but honestly, I'll 
just go with the Compass for now. The Acid Flask is nice, but it just clogs up the hand hoping for one of 
the few barriers Simoun can't deal with.
- Embalmer is nice, but it's no Hyaenodon. If Hyaenodon had the Healing trait then I'd consider putting 

it in Alahazra's deck, but honestly she's going to hand wipe more often anyway, and the Hyaenodon 
wants to just stay in someone's hand. So hello Simoun. Alahazra may have gotten the loot, but you're 
getting quite the upgrade of other cards.
- Oh hey look - I encountered the Third Law but it never went off. Huh. (First location had 8 cards in it 

when it closed, second location had 5 when I rolled a 5, but also the villain was cornered so it never 
actually happened.)

The Pharasmin Lottery
- Ooof. Tooth & Hookah in a scenario where you have to close all the locations is a little rough. I'd love 

to send Alahazra to deal with the Golden Lake since she can defeat the check to close three different 
ways, but it looks like she's going to have to be at the Tooth & Hookah since I can't afford to lose turns 
to reshuffling in the same ally over and over again. (Although, it looks like I'll be sending Simoun to the 
Dye Market, so maybe I'll get Alahazra to close the Golden Lake too)
- I have no confidence in my ability to not trigger the Pharasmin Lottery's bounded accuracy condition. 7 

seems like a big range, but knowing me I'll still overshoot it.
- Dye Markets seems mildly annoying, but nothing I can't get over.

# of cards examined: 8
Cards triggered: 3 (Sand Creeper, Scarab Swarm. The Evil Eye)
Curses Gained: 4 (Curse of the Ravenous from the First Law, Curse of the Ravenous from Dye Market, 
Curse of Poisoning from The Evil Eye, Curse of Vulnerability from Voices of the Spire)
Turns Lost: 4 (Pharasmin Lottery x4)

Falsin Deek: Canteen, Mummified Cat•
Hadden Hoppert: Cure, Speak with Dead•

Trader Offers:

- Turn 1, Alahazra used a Blessing of Nethys to explore and examined Sand Creeper + Scorpion Whip. I'll 
attempt the Perception check with a d4, encounter the Sand Creeper, and if I win, also get to encounter 
the Scorpion Whip. Seems like a good use of a blessing to me.
- First combat check, Alahazra plays Fiery Glare to get 1d10+1d8+2d4+3 and rolls 23. She had to roll 9. 

Even the tablet isn't helping here. 0/1 on the Pharasmin Lottery. Also means that she fails the First Law. 
Screw bounded accuracy.
- Using a Blessing of the Ancients on Turn 2 runs into a Scarab Swarm, which is normally fine but not at 

the Dye Market, which since the Scarab Buckler doesn't stop poison, meant that Simoun had to take a 
Curse of the Ravenous. 0/2 on Pharasmin Lottery.
- Tooth & Hookah closed on turn 3.
- Managed to fail the Pharasmin Lottery on a Desert Trapper. That's pretty sad. Just took recharging a 

Corrosive Dagger… (0/3 on Pharasmin Lottery)
- Using Blessing of Horus to move Simoun to Golden Lake at the end of her turn, then heal before the 

Curse so that the curse can't get anything important.
- Okay, with the Sands of Time that Alahazra randomly picked up at the previous exploration and 

placed, she rolled 2d10+1d8+2d4+3 and got 10, 10, 8, 4, 2. She needed an 8. Uh… (0/4 on Pharasmin 
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placed, she rolled 2d10+1d8+2d4+3 and got 10, 10, 8, 4, 2. She needed an 8. Uh… (0/4 on Pharasmin 
Lottery)
- Simoun fights a Voices of the Spire on turn 6, rolls 1d12+1d8+1d4+4 with recharging a Chakram, gets 

18, needed a 9. I swear, like these aren't terrible odds for me, and I keep almost rolling max. (0/5 on 
Pharasmin Lottery)Rebuilding Notes
- Speak with Dead looks really cool, but not worth the slot it would take up in my deck.
- Mummified Cat, on the other hand, looks completely meh.
- As much as I like the way that Sands of Time looks, I need to take an armor feat on Alahazra to pick up 

Akhentpi's Armor next game, so I can't keep Sands of Time. Meanwhile, Simoun is picking up a Blessing 
feat so that she can have more exploring power.

Akhentepi's Legacy
- I'm not sure if it's supposed to work like this, but I was able to easily sort all the Trap barriers out of 

the barrier section, then deal 1 face-down one to each location deck. Even if I'm supposed to be able to 
see them, it's more fun this way.
- So, Alahazra is going to have a _much_ easier time closing locations than Simoun is going to. But of 

course, there's extra barriers so Simoun will still have fun. I'm pretty sure that Simoun should start at the 
Dye Market and Alahazra should start at the Tarworks since those are going to be the easiest for those 
characters to close.
- Honestly, this seems fairly straightforward. I guess the extra barriers would be a problem if I was 

playing a 6-player game, but I'm not. The major problem is going to be the barrier-villain. But Simoun 
can deal with that - Alahazra will just run into trouble if she encounters it early.
# of cards examined: 4
Cards triggered: 1 (Ubashki Swarm)
Curses Gained:  ()
Turns Lost:  ()

Hadden Hoppert: Unshakable Chill, Good Omen•
Smiths of Wati: Kukri, Kopis•

Trader Offers:

- Woo! Alahazra closes Tarworks on the first turn with only one combat check needed! That's how to 
start a game.
- Meanwhile the first card Simoun encounters is Trapped Sarcophagus, and she crushes it with a 

Blessing of Horus. Two turns, 2 locations. Not to mention that there was a Blessing of Horus on top of 
the Blessing discard pile, which meant that Simoun got to move and do some more exploration that 
turn.
- This hyaenodon is doing nice work for Simoun.
- Meanwhile Alahazra is back to rolling like crap. 3d8 vs. a DC 8 Corridor dart trap and she rolls 3-1-1. 

Anydice gives me a 93% chance of making that - given current experiences with her, I'd put it at less 
than 50-50. *shakes head*
Rebuilding Notes:
- The only thing that was any good on the traders this time was the Good Omen, but it's not better than 

the cards that Alahazra already has in her deck. However, with Alahazra getting Akhentepi's Armor and 
Simoun getting Reta Bigbad, there's enough upgrades to go around.

Tomb Raiders Gone Rogue
- The scenario power looks interesting. I like the villain summon - it'll make this feel different certainly. 

(I kinda want to get the Scorched Hand early, not from a strategy perspective, but more from a "make 
the scenario feel cooler" perspective.)
- On the difficult side - the Precinct of Left Eyes is a big wtf. I'm pretty sure we'll be trying to redirect the 

villain into that location.
- Hmmm. This is another scenario that is all locations that are great for Alahazra. I still think Tooth & 

Hookah is going to be Alhazra's starting location, but now I'm thinking that Simoun should start at the 
Smoking Den. It's harder for her to close, but the Mausoleum is such a nice list for Alahazra.
# of cards examined: 12

   Mummy's Mask Thoughts Page 9    



# of cards examined: 12
Cards triggered: 1 (Shrieking Plant)
Curses Gained:  ()
Turns Lost:  ()

Falsin Deek - Lottery Urn, Osirion History Guide•
Smiths of Wati - Sling Staff, Torch•

Trader Offers: (Taking Lottery Urn)

- You know, Alahazra is really good at drawing the Healer's Kit in her opening hand. I'm sure that card 
would be great if it wasn't clogging her hand the entire time.
- Once again, I need to learn how to read cards - the henchmen don't let you attempt to close a location 

unless you beat them by 5 or less. That's dumb. (0/1 on closing attempts on henchmen). I've found why 
this scenario is hard.
- Encountered the Scorched Hand with 4 locations open, so I got my wish (even if 1 of those locations 

was empty.)
- Fail at bounded accuracy for Daughter of the Desert. (0/2) And not even by much this time.
- Sand Creeper being immune to Piercing & Slashing is bullshit for Simoun.
- Man, between the unfortunate hand wipe against the Sand Creeper and just playing cards for extra 

explores like it's nobody's business, Simoun actually needs to be healed this game - Alahazra needs to 
use Cures on someone other than her. This feels weird. At least this time, she healed 5 cards.
- Okay, THIS time Alahazra can beat 9 with 3d8. *shakes head*
- Miss on the Cryptfinder as well, so that's the full 0/3 on trying to close off of henchmen this game. 

Boo.
Rebuilding Notes:
- Well, that turned out not to be too bad of a scenario, but I was exploring like three times a turn, which 

made up for the fact that I had to go through 3 of the 4 decks completely in order to close them. On the 
plus side, lots of boons.
- The traders are just there to help Simoun. She could use items or weapon upgrades, and Alahazra 

doesn't really need any spell upgrades right now. The weapons aren't that great (the Sling Staff would 
solve my Sand Creeper problem, but it's not that great and I can't recharge it), but the Lottery Urn is 
worth trying out. 
- When it comes to the boons from the scenario, there's some pretty good ones. Khleru is more self-

healing for Simoun. For Alahazra, Blessing of Abadar acts as a second Find Traps, since that's what 
Alahazra's currently failing at the most, and Ubashkis are just better Pahmet Clansmen, and she 
managed to pick up two this scenario. Some nice upgrades here!

Sanctum of the Erudite Eye
- Well, I'm going to guess that I'm going to have a lot of boons at the end from the scenario card. I 

usually toss a lot of boons as a player, so it'll be nice to save a third of them.
- Senenmerek is a really cool henchman. I hope that it shows up more later, or mechanics like that 

where you get bonuses for beating them that you can use later.
- Ugh, the Crypt is going to be a rough location. Looks like we're going to try to close that one first. (Or 

at least, Alahazra is going to start there.)
- There's a lot of Blessings in this setup - 5 mixed in location decks + Crypt's when Permanently Closed 

bonus.
- Ugh, Alahazra starts with three spells, none of them attack spells. That's super annoying. I love starting 

the game with two Cures in my opening hand! At least Simoun's hand is decent.
# of cards examined: 12
Cards triggered: 4 (Bonecrusher Hyenamasterx2, Quicksand Bunyipx2)
Curses Gained: 1 (Curse of the Ravenous from The Evil Eye)
Turns Lost:  ()

Hadden Hopper - Holy Light, Elemental Treaty-

Falsin Deek - Canteen, Acid Flask-

Trader Offers: ()

- And we're off to the races, immediately triggering a Hyenamaster with no combat spells in hand. 
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- And we're off to the races, immediately triggering a Hyenamaster with no combat spells in hand. 
Guess we're using the Ubashki right off the bat then. Then explore, then immediately trigger it again 
with the Blessing of Nethys I had. Guess I'm getting hand-wiped anyway. At least at the end of the turn 
she now has 2 attack spells and an armor.
- And then on her second turn, immediately after losing the Find Traps to the hand wipe, Alahazra runs 

into a Trapped Locker. Things are going great for her. (Of course, if I had looked closer, I would've seen 
the Blessing of Abadar. Whoops.
- Then, Simoun comes over on her turn to deal with a Stabbing Spear Staircase, and ends up closing the 

location. Geez, Simoun is so competent, even if it uses one of Alahazra's blessings.
- The Evil Eye is rough for Simoun, but a Curse of the Ravenous doesn't seem to hurt her too much. 

We'll see.
- A timely villain showing up in the Hall of Blessed Rebirth means that we don't even have to expend 

resources to get rid of Simoun's curse. Which is good, because Alahazra is starting to run low on cards 
on account of the fact that the Healer's Kit she needed to get the 2 Cures back from the first turn hand 
wipe was on the bottom of her deck.
- I'm pretty sure every bane I've encountered in the Catacombs has had the Trigger trait. Glad I sent 

Simoun over there and not Alahazra.
- DAMN QUICKSAND BUNYIPS! This makes the Blessing of Nethys much less good. Especially since I'm 

now forced to go after this Baited Jewel Box. At least I didn't trigger THAT.
- And she triggered the Quicksand Bunyip again on the next turn. These location decks have been 

packed with Triggers. While it looks like less than half have had the trigger trait, it means that she's only 
had one safe Blessing of Nethys, which I feel like is much even for this set.
Rebuilding Notes:
- Okay, looking back, 8/11 Monsters had the Trigger trait, and 3/8 Traps had the Trigger trait. The Traps 

were about right, but the Monster were over by a lot. And even still, 11/19 banes is still a decent 
amount. (Or, to put it another way, 11/40 cards.) I only got 5 boons off of the Scenario bonus, which was 
less than I was hoping but still not bad.
- Holy Light on the trader is tempting, but I think Alahazra's fine with the spell loadout she has, or at the 

very least, doesn't need an off-type spell that doesn't get her free d8.
- Despite all the Blessings, I don't think we're taking any. Blessings of Nethys are fun, but Alahazra 

doesn't need a third, and I'd like some to be in the Blessings Deck to potentially recharge them. Plus 
Simoun's doing fine with the large amount of Blessings of the Ancients for now, and Blessing of Horus is 
good as a one-of, but doing extra exploring would be super awkward with more than one. Blessing of 
Thoth just won't see use with this party, and everything else is basic.
- Osirion Ancestor looks really cool, but I don't think that either of the characters has the room in their 

deck.
- Power Feats: Simoun really wants the extra hand size, especially with the tendency for the Game of 

Afterlife and the Hyaenodon to just sit in her hand for a while. Alahazra, would prefer to have the ability 
to change the order of the cards she looks at with her innate power. That ability is just SUPER 
POWERFUL, and makes it more likely that she'll be able to give the right stuff to Simoun and still go 
relatively fast. I'm excited for it.

ONTO ADVENTURE DECK 2!
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Evening at the Canny Jackal
- Geez, you're going to force me to acquire boons? That's actually hard for the way I usually play. I like 

the Natron Zombie mechanic, although I have almost no Electricity, so that's going to hurt. One Blessing 
of Horus and a Galvanic Chakram +1 are my only ways of getting electricity.
- Need to keep track - each deck has 17 cards to start out, so they need to gain 4 cards each. (This may 

involve passing random cards to each other.)
- I kinda want to trigger a monster that would force me to encounter it, only to have it be banished and 

forced to encounter the Natron Zombie instead. That seems cool. Take that gnolls!
- Wait, the Canny Jackal has no monsters at it? Weird…
- Oh right, this is why I keep track of data. I've played 10 scenarios so far, and in half of them, I've 

collected 8 boons or more. So I've got to do better than I do half of the time. That's… smaller odds than I 
usually feel like I have.
- Warehouse seems like a good location for Simoun though. The "At This Location" ability is more 

relevant than it usually is.
- Crawling Hands at Alchemical Laboratory is nasty!

# of Cards Examined: 12
# of times Examined Cards Order Changed: 1/3
Cards Triggered: 
Curses Gained: 1 (Curse of Vulnerability from The Evil Eye)
Turns Lost: 1 (1 from Scenario Power)

Smiths of Wati - Ooze Falchion +1, Scorpion Whip•
Hadden Hoppert - Heat Metal, Disable Mechanism•

Trader Offers: 

- Game of Afterlife is getting immediately recharged
- I can't wait to see if Alahazra's new power feat is going to be super helpful. I feel like the ability to 

reorder the cards was holding back the power.
- And of course, on the first turn Alahazra comes across a Crawling Hands with only a Poison spell in her 

hand. Looks like we're using the scenario evade power right away.
- And after Alahazra's first turn she has two Cures in hand. I love this… *shakes head*
- Simoun picks up Mumia, which is useless but can at least be recharged at the end of the turn with her 

Game of the Afterlife. (4, 3 needed)
- Alahazra can't fail to pick up this Pahmet Clansman. Long time no see! (3, 3 needed)
- Simoun continues to run into The Evil Eye, and continues not to have the skills needed to defeat it.
- Alahazra topdecks a Cleric of Nethys. This card seems super strong. (2, 3 needed)
- Simoun moved over to the Canny Jackal to clear the Curse of Vulnerability, which simultaneously 

allows Alahazra to get rid of the Clinging Venom in her hand. Alahazra then finds her a Wall Scythes and 
a Crawling Hands to take care of immediately afterwards.
- Hehe. Thanks to massive amounts of recharging, Simoun knows exactly what the order of her deck is.
- Alahazra accidently picks up a Bladeguard. Not complaining. (1, 3 needed) Then Blessing of Nethys into 

a Flame Staff for a quick pick-up. (0, 3 needed)
- You can tell it’s a weird scenario when I have to look up what the rules are for giving a card to another 

character. I almost NEVER use those rules because they are too restrictive.
- And Alahazra finally picks up a fire combat spell at the end of her fourth turn.
- Alahazra grabs an Embalmer from closing the Canny Jackal (-1, 3 needed), then has to discard it due to 

hand size.
- Takes a couple blessings, but Simoun gets an Osirion Ancestor (-1, 2 needed).
- In a spectacularly failure to read the cards moment, I missed for a while that the Galvanic Chakram has 

the Electricity trait, so the first power also has Electricity trait. This makes the whole Natron Zombie 
mechanic _much_ easier.

Adventure 2 Notes
Saturday, December 31, 2016 9:58 PM
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mechanic _much_ easier.
- Alahazra spends almost her entire hand dealing with a Collapsing Scaffolding. Thank god for Find Traps 

and Tablet of Languages Lost.
- Crushed the Crawling Hands at the Alchemical Laboratory, and even had a Ubashki on hand to negate 

the damage. Woo! Then picks up Stone Skin. (-2, 2 needed). Which means we have a guarenteed win in 
2 turns, possibly with this Helpful Haversack we know is on top of the deck.
- Yes on Simoun picking up the Helpful Haversack (-2, 1 needed)
- Okay, so Alahazra just examined on Simoun's turn to see if there was anything else that was worth 

Simoun trying to pick up, and runs into a Staff of Minor Healing. Excuse me while we take a minor stop 
off to pick that up. (-3, 1 needed)
- And now we wait 2 turns, and Alahazra gives a card to Simoun, ending the scenario.

Rebuilding Notes
- +1 Cha for Alahazra, and +1 Dex for Simoun. Still no reason to do otherwise.
- I'm not sure that replacing a Compass with a Handy Haversack is technically better, but it's cooler. 

Replacing a Healer's Kit with a Staff of Minor Healing is a nice upgrade though. Cleric of Nethys replacing 
Reta Bigbad hurts, but it feels like the best choice. Simoun needs more ally feats. 
- Weapons on the trader were not great. Spells were cool, but Alahazra doesn't have the slots for Heat 

Metal, and Disable Mechanism is cool, but not really worth it for her. Find Traps is better since it can 
deal with _all_ barriers. If I had an Arcane caster, I'd snap it up in a heartbeat.

Panic in the Streets
- Okay, so this is a straightforward "close all locations" scenario with the addition of the panic deck, 

which just ensures that I can't lose against henchmen 5 times more than the number of times that I win. 
Old Eye-Taker seems like the only problem there. It's annoying that the scenario doesn't appear to do 
anything with the panic deck, just has it there as a counter. We just had counters in WotR, so there 
exists the technology. I kinda wish that had transferred over to Mummy's Mask
- I'm pretty sure I'm just going to have Alahazra camp on The Shiny Bauble and use its power as often as 

possible. Because it's really good and I'm playing 2 player so I might as well go for broke.
- I guess Simoun is camping Hall of Blessed Rebirth because she at least has 1d8+1 vs. 8 to close that 

location, as opposed to having to make two checks, one of which is going to be 1d6 vs. 6.
# of Cards Examined: 6
# of times Examined Cards Order Changed: 
Cards Triggered: 1
Curses Gained: 1 (Curse of Daybane from The Evil Eye)
Turns Lost: 2 (The Shiny Bauble)

Smiths of Wati - Torch, Ooze Falchion +1•
Hadden Hoppert - Cure, Acid Jet•

Trader Offers: 

- Or I just encounter Old Eye Taker on the first turn and close The Shiny Bauble immediately. Looks like 
we'll only get 2 chances to steal blessings.
- Oh my god. Why does Simoun keep getting The Evil Eye!
- Simoun examines into Widow and Dearly Departed, so we can set up a split of the checks. This looks 

like it's going to be a short game.
- Aww. Couldn't break the record of the smallest number of turns this game, since on turn 6, Simoun 

had to try to close the Precinct of Left Eyes instead of Alahazra.
- Drawing the Third Law with only one other card in a location deck is pretty lame.
- Simoun closing it the second time works since now we actually have blessings in their hands.

Rebuilding Notes
- Well, we picked up basically nothing.
- Update: Traders were basically nothing too.
- Hand of the Honest Man feels like Alahazra wants it, but it's not really worth the item slot. Simoun has 

an open item slot, but I'm not feeling it, especially since she already has the Game of Afterlife.
- So, basically, no changes.
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- So, basically, no changes.

Chains of Silver
- Interesting that it doesn't shuffle the villain into the last location or summon a location and put the 

villain into it. It seems like it would be slightly easier if the villain is in the first location. (Not that it's that 
big of a deal in this case since there's only 2 locations).
- I don't actually want to defeat Ekram, since I don't want that loot. I'd rather just mine him for items.
- How does the Cleric of Nethys not have the Nethys trait? That seems bizarre.
- Starting people off at the Mumia Lab is _mean_. Fortunately, Curse of Withering isn't the curse that 

hurts the most. It hurts, don't get me wrong, but I'd be more worried about an active Daybane. (Or 
some of the higher AD curses.)
# of Cards Examined: 9
# of times Examined Cards Order Changed: 1/2
Cards Triggered: 
Curses Gained: 3 (2x Curse of Withering from Mumia Lab, Curse of Poisoning from the Adventure 
power.)
Turns Lost: 1 (Giant Slug)

Sunburst Market - Immolation•
Auction House - Aunty, Kafar•

Trader Offers: 

- And the very first thing we do is mine Ekram Iffek for an item. Thanks buddy! (I mean, not that the 
Canteen is very good, but still.)
- The fact that Simoun doesn't have Stealth continues to boggle me over and over again. Fortunately 

discarding a Chakram to ignore the BYA power is a lot like taking Poison damage, but it doesn't trigger 
the "gain a curse of poisoning" rider on the adventure.
- Curse of Withering was mildly annoying on Alahazra, but there's not a ton of difference between 1d10

+2d8 and 3d8. In fact, anydice calculates 1d10+2d8+6 vs. 12 to be 98% and 3d8+6 vs. 12 to be 98%. I 
think we're good here.
- Same with the check to close. 2d10+1d6+1d4+6 vs. 13 and 2d8+1d6+1d4+6 vs. 13 are a difference of 

99.3% vs. 99.0%. Not that big of a deal.
- It's really annoying taking a Poison damage when you have no cards in your hand, since nothing really 

happened but you're taking a Curse of Poisoning anyway.
Rebuilding Notes
- And the streak of 31's on the final checks continues! I swear I'm not trying to do this on purpose!
- Simoun picked up Black Marsh Spider Venom. I think unless there's something sweet in the traders, 

we're keeping it.
- Feat wise, Simoun wants more allies and Alahazra wants that 7th spell, possibly so that she can pick up 

another attack spell. We'll grab those in the traders to see what we get. As fun as grabbing Haden for 
more spells would be, I think I actually want to go to Sunburst Market to make sure that she gets a fire 
spell. Meanwhile Simoun can see what other allies there are, since worst comes to worst she gets a cute 
stone weasel!
- As fun as Kafar is, he's a nonbo with the haversack, and Aunty isn't that great, so Stone Weasel it is! 

(At least, until something better comes up. But I'm not going to complain about the cuteness of the 
Stone Weasel.)

Those Who Dwell in Darkness
- Mumia Lab and Ghoul Square both look rough. Since theoretically we can avoid one location all 

together, I'm just going to go to Mumia Lab last and hope that it's not necessary to go there at all.
- Looks like Alahazra to Canny Jackal, and Simoun to Vizier's Hill.
- If I see a blessings anywhere but Vizier's Hill (or 2 at VH), ignore that deck, it's worthless.
- Oops. I didn't look at the non-EC henchmen except to confirm that they didn't close locations. This 

should be interesting.
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should be interesting.
# of Cards Examined: 10
# of times Examined Cards Order Changed: 1/1
Cards Triggered: 2
Curses Gained: 4 (Curse of Poisoning from The Evil Eye, 2x Curse of Withering from Mumia Lab, Curse of 
Withering from Gaunt Cadaver)
Turns Lost: 

Hadden Hoppert: Knock, Flames of the Faithful•
Auction House: Unwrapped Harmony, Qasin•

Trader Offers: 

- Alahazra examines into a Memories of Violence. It'll affect her for a turn, but fortunately her Divine is 
based off of her Charisma, so she's got this. It's like a free explore. She can't even explore anymore this 
turn, so ha!
- Simoun explores into the Evil Eye at Vizier's Hill. OF COURSE SHE DOES! Fortunately, a mid-turn move 

on a blessing means that Alahazra can clear the Poisoning before it even affects Simoun.
- Simoun had the potential to gain 3 curses in 1 turn. Start of turn from Mumia Lab, BYA on the Gaunt 

Cadaver from the poison damage, and AYA on the Gaunt Cadaver from the Curse of Withering. Alahazra 
discards to take care of the first one, recharging a Chakram stops the second, and Game of Afterlife 
takes care of the third.
- Coffer Corpse got shuffled into Vizier's Hill from Ghoul Square, but it didn't matter since Vizier's Hill 

was already marked as not needed anymore.
- Oof. Alahazra hasn't run into a Geniekin in a while. Ah well. Fortunately, that same Blessing of Nethys 

also turned up a blessing in the Ghoul Quarter, so we can mark that one as irrelevant now.
- We have the last Elegiac Compass in the Mumia Lab, but now that Simoun has the Cleric of Nethys 

again and we have extra turns remaining, she's going to fish for Shardizhad.
- Fortunately, on the next turn, she picks up a Tomb Raider with the help of the Cleric of Nethys.

Rebuilding
- Well, that took a lot of turns, but part of that was that I was just not able to cycle cards ever. There 

were more turns than I would like that were "Explore, go." We'll see if this is a trend or if I need to put 
more exploring power into my decks. (I know that I was trying to keep the Cleric of Nethys in Simoun's 
hand in the opening part of the game to try to get Shardizhad, but that was all for naught when I 
recharged my hand due to the Collapsing Scaffolding.)
- I have more boons than normal, but seeing as I was actually trying to get boons, that's not surprising.
- The loot - Ushabti of the Willing Servant - is decent for Simoun, but she doesn't have the slots.
- Hadden was useless, Unwrapped Harmony is a really good replacement for the Stone Weasel though. 

I'd also try to fit Qasin in Simoun's deck, but she's already got the Helpful Haversack. Actually, I'll try it on 
Alahazra. That seems like it would be interesting.

The Gilded Mask
- Well, that villain looks nasty. I guess I'll be sending Simoun to the Sepulcher since Alahazra has Poison 

attack spells. And Alahazra is going to the Hall of Blessed Rebirth, because that location is sweet.
- It's nice to be back to finding the villain again.

# of Cards Examined: 15
# of times Examined Cards Order Changed: 1/1
Cards Triggered: 4
Curses Gained: 3  (Curse of Vulnerability from Death Hound, Curse of Poisoning from Ghost 
Scorpion/Adventure Power, Curse of Poisoning from Scarab Swarm/Adventure Power)
Turns Lost: 

Hadden Hoppert: Deathgrip, Locate Object•
Auction House: Neb-At, Minnothet•

Trader Offers:

- And Alahazra examines into an Acid Mantis on the first turn. Well, at least it's a free explore…
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- And Alahazra examines into an Acid Mantis on the first turn. Well, at least it's a free explore…
- Simoun triggers a Crystal Stalker with a Blessing of the Ancients. Oh no! I have to encounter that 

monster! Whatever shall I do?
- Given that Alahazra rolls 1d10+2d4+1d8+6 on a combat check if she plays a fire spell (which was all 

she had), it is very hard to avoid the curse from a Death Hound. Ah well. Curse of Vulnerability doesn't 
do much at the Hall of Blessed Rebirth at least.
- Freaking stupid Magma Spirit showing up at the HoBR triggering the Poison clause of the adventure. I 

take back my previous statements about this location. I didn't have the one non-fire combat spell in 
hand anyway, but I did have Qasin to evade. Woo!
- Okay, delaying that was the correct choice. I pulled out an Elemental Treaty on the Hall of Blessed 

Rebirth. Sweet.
- The wording on Sepulcher of the Servant is "Monsters you encounter have the Undead…" I presume 

that it means that if Nebta-Khufre is encountered here, it only gets monsters that actually have the 
Undead trait. I'm going with that, especially since it means that Simoun will encounter a Natron Zombie, 
not a Sand Creeper.
- First time I use Unwrapped Harmony, 2 out of the 3 cards trigger. Oops. On the plus side, that's 3 

explorations for the price of one card!
Rebuilding Notes
- Well, only 4 boons this time, and all B so unlikely to be able to get anything good from the Traders.
- As much fun as the Game of Afterlife is - I don't actually have anything that cares about the Gambling 

trait, and the Mask of the Forgotten Pharaoh seems much better at curse removal. In it goes!
- Neferekhu is funny but no.
- I can't get the 2's on the traders, and the 1's aren't that great. (I can't wait until I play all-divine Mavaro 

and I have an excuse to play Locate Object!)
- Simoun's Power feat is to up the electricity resistance to 4 - that'll go a long way to stopping any 

electricity from harming her. Alahazra's ups her examining to 3 cards instead of 2 because I like to live 
dangerously.
- 7/11 regular monsters had the trigger trait. Only 2/7 barriers did, but that puts at 9/18 banes. (w/o 

counting henchman & villain)
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Muminofrah's Amusement
- All right, here comes the chariot race scenario, let's see how wacky this is…
- There are five different villains. This feels wrong. Why can't some of these be Henchmen? Especially 

the Cameltrops?
- An important note that you don't necessarily gain Muminofrah's Favor when you win. The Camel Race 

Finish Line helps out with that, but it's not guaranteed by any means.
- Okay, this is a scenario that wants overkill, seeing as the Cultist Charioteers average 10 on all checks to 

acquire without accounting for the r2k1 effect going on. Overkill I can do…
- Oh hey, it's AD3, I can remove Basic traits from the game! Except that cards don't really get removed 

from the game in this scenario! Booooooooo!
- One location, 23 cards - this will be a quick scenario, but there's not much I could do to make it 

quicker. 
# of Cards Examined: 17
# of times Examined Cards Order Changed: 2/3
Cards Triggered: 4 (Crystal Stalker, The First Law, Acid Mantis, The Evil Eye)
Curses Gained: 2 (Curse of the Ravenous from The First Law, Curse of Poisoning from The Evil Eye)
Turns Lost: 

Hadden Hoppert: Chain Lightning, Heat Metal

Smiths of Wati: Dagger of Doubling, Dagger of Doubling

Trader Offers: (taking Dagger of Doubling)

- Porcupine - 10 vs. 10 (A1, S0, CC0)
- Trapped Locker - 6 vs. 9 (A1, S0, CC1) - That's what I get for using my blessings to explore instead of 

examining. Ah well. Find traps is a good card, but rolling poorly on the dice don't help. At least I get an 
excuse to use these Cures Alahazra started the game with. But seriously, can I banish a Trapped Locker if 
it is undefeated? I'm being told to put it in a trophy stack by a villain, which doesn't fit in the list of cards 
in the Golden Rule… Putting it in the CC pile for now.
- Stone Weasel - 7 vs. 14 (A1, S0, CC2) - Yeah, this wasn't happening. Simoun has terrible survival and 14 

is kinda high.
- Simoun uses Unwrapped Harmony into 3 non triggers! Woo! And if everything goes well, she should 

now go Hurtling Tiles into Caravan Rider!
- Hurtling Tiles - 12 vs. 9 (A1, S1, CC2) - So far so good.
- Caravan Rider - 22 vs. 16 (A1, S2, CC2) 
- Crystal Stalker - 19 vs. 17 (A2, S2, CC2) - geez, these combat checks are not fooling around.
- Corrosion - 10 vs. 15 (A2, S2, CC3) - Alahazra's Divine is good, but 15 is a lot!
- Potion of Healing - 10 vs. 12 (A2, S2, CC4) - Geez that's brutal. Simoun tried…
- Scimitar - 3 vs. 13 (A2, S2, CC5) - Yeah, that wasn't happening. And this kukri that's coming up next 

ain't happening either
- Kukri -  6 vs. 10 (A2, S2, CC6) - No surprises there
- Lightning Bolt - 6 vs. 15 (A2, S2, CC7) - 15 Int check? No way.
- Blessing of Abadar - 8 vs. 11 (A2, S2, CC8) - Simoun should be good at picking these up, but going 

against an 11 is rough. At this point I don't have a great chance at winning her favor, although both 
weapons are out of the location deck. If I don't get the favor, then oh well… I'm probably not putting it in 
my deck anyway, and I'm not sure how I'm supposed to get past these checks with the blessings of only 
two characters.
- Tekenu - 22 vs. 17 (A3, S2, CC8) - Well, that was a nice blast. Good to know that we still have combat 

checks.
- Key of the First Vault - 15 vs. 12 (A3, S3, CC8) - Another good skill (Disable for Simoun), but we 

definitely needed that blessing here. This is definitely sucking out the power from you.
- Blessing of the Elements - 10 vs. 11 (A3, S3, CC9) - BOOOOOOOOOOOOOOOOOOOOOOOO
- Khasmin Coat - 1 vs. 12 (A3, S3, CC10) - Simoun has no Constitution.

Adventure 3 Notes
Wednesday, March 1, 2017 8:01 PM
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- Khasmin Coat - 1 vs. 12 (A3, S3, CC10) - Simoun has no Constitution.
- CAMELTROPS (A4, S3, CC9)
- Acid Mantis - 29 vs. 16 (A5, S3, CC9) - no matter what scenario you're in , when you absolutely have to 

kill it, try Blessing of Pharasma. It triggers the First Law, but meh.
- Crocodile Skin Lamellar - 13 vs. 9 (A5, S4, CC9) - let's go armor with a craft check to acquire!
- Blasphemous Priest - 29 vs. 17 (A6, S4, CC9) - The BP's ability is irrelevant when the CC's check is so 

much higher.
- Triggering the Evil Eye makes it much easier to deal with! It doesn't go in the CC's pile
- Magma Spirit - 29 vs. 14 (A6, S5, CC9)
- At this point there is one card left. I know that there are two more Cameltrops left in the Blessings 

deck, and I might as well wait for them. Then I'll explore the Camel Race Finish Line, and I'll do the roll 
off, and since it's not a check, what is actually in my hand is almost irrelevant. (All of my cards care about 
checks, and this isn't a check.)
So fast-forwarding only 2 turns since they were the next two cards on top of the deck.
- 2* CAMELTROPS (A6, S7, CC7)
- Camel Race Finish Line - A 18, S 10, 12 - Alahazra wins, which means we get M's Favor despite 

screwing up the strategy in the beginning.
Rebuilding Notes:
- I find it funny that most of the cards in my trophy decks are banes. I know what I'm good at…
- This makes it hard to go to the traders, but I can pick up one card if I trade in that loot I just got.
- Woohoo! Dagger of Doubling! Shame I can't pick up both of them.
- Otherwise, no real changes.

Quiet Please
- Alahazra is not good at being quiet.
- There are only 7 potential Combat checks hidden in the scenario though. Hmmmmm
- Stupid Ruined Temple. Oh Simoun…
- Meanwhile, let's see how fast Alahazra runs through the Pleasure Barge. That location looks ridiculous. 

I might not close it right away if I can just try to run the place out of allies and blessings.
# of Cards Examined: 16
# of times Examined Cards Order Changed: 2/3
Cards Triggered: 1 (Shrieking Plant)
Curses Gained: 1 (Curse of Withering off of Voice of the Spire)
Turns Lost: 

Haden Hoppert: Symbol of Pain, Volcanic Storm

Smiths of Wati: Javelin of Lightning, Shocking Scimitar +2

Trader Offers: 

- It's a good thing that Alahazra is starting on the Pleasure Barge, because she got the 2 Cure no Attack 
spell hand to open. *sigh*
- Well, despite initial problems, she made it through 6 cards in the first turn. This is a pretty nice 

Pleasure Barge.
- 2 turns to close the Pleasure Barge, and that's with only leaving two cards in the location deck. 

Fortunately, they were both Basics. That location could not have been any nicer to me. 
- The tephu librarian was 5 down on the Great Library of Tephu, but after exploring twice and then 

using Alahazra's examining power, it's now on top. This is silly. Shame I couldn't close it though. Waiting 
for the villain to get over here.
- Okay, so the one other combat check in the Great Library of Tephu is a Carrion Golem. *sigh*
- Simoun managed to kill a Shock Toad while staying quiet. No one is impressed.
- Are the Voice of the Spires supposed to chain. I'm playing that they don't since that seems really silly. 

(Also shenanigans with summoned monsters summoning other monsters. I feel like that's not allowed, 
but I don't remember that rules discussion.)
- That was relatively easy. The special rule looks harsh, but there's not really a lot of combat in the 

scenario. (and why would there be? It's a library!
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scenario. (and why would there be? It's a library!
Rebuilding Notes
- Well, hello Volcanic Storm. Nice to be able to upgrade an immolation.
- Alahazra gets a new Ally because this takes the pressure off of using blessings to explore more. 

Simoun gets a new Blessing because of the versatility and lets her cycle more.

Sting Operation
- Man, I got so used to playing Merisel on the app and not having to worry about locations that 

summoned one monster a turn. Fortunately the Thriae Dancer can be defeated with a Diplomacy check, 
so looks like Alahazra will be fine.
- On the other hand, Alahazra is probably staying away from the Volcanic Vents, since she does have 

that one Poison spell. That's fine for Simoun.
- I should probably have the first person to close to go rush the Dilapidated Plaza if possible. That would 

be nice to close. I'm definitely not that worried about Thornscrub.
- Oh right, if I have a Stolen Larvae, I can evade the Thriae Dancer. I'll have Alahazra try to blitz the 

Dilapidated Plaza first.
- I'm not looking forward to making the checks on the Stolen Larvae. Alahazra & Simoun's weak point is 

Str/Con.
# of Cards Examined: 15
# of times Examined Cards Order Changed: 2/3
Cards Triggered: 2 (The Third Law, Zizzira)
Curses Gained: 
Turns Lost: 
Trader Offers: 

- I'll be keeping track of the # of monsters left in each location deck for this one since that will help me 
tell if the villain/henchmen is in that location or not. I dunno if it'll be helpful, but we'll see.
- Alahazra only has ONE cure spell in her opening hand. It's an improvement!
- Alahazra immediately explores into a Stolen Larvae, but can't make it with 2d6 on Con. Stupid dice.
- Wait, Curse of Teeth and Fleas just goes away if you examine it? Weird.
- It only took an Unwrapped Harmony to pull the Stolen Larvae from two down, as Corrosive Dagger and 

a Chakram to take down the Dancer, and a Blessing of Bastet and a Cleric of Nethys for Simoun to get 
her hands on a Stolen Larvae. One of the four down!
- Oh no, Alahazra triggered the Third Law! But all these locations I'll be permanently closing!
- I've finally figured out how to do the while Collapsing Scaffolding thing. Have Simoun roll her 

Perception for the first and her Dexterity for the second. Of course, now it's getting removed from the 
box. Ah well. Won't be sad to see it go.
- And Simoun gets the last Stolen Larvae by beating Zizzira for a final check of 34.
- Also, Simoun got all four Stolen Larvae, which I find hilarious.

Rebuilding Notes
- I got two B boons in this scenario plus the loot, so there is literally no point in going to the trader. Not 

much upgrading. However, I get skill feats. Time to max out Dex & Cha on the appropriate characters.
- The loot looks cool, but it's not better than the Mask of the Forgotten Pharaoh, and Alahazra certainly 

doesn't need Curse removal. Maybe it would be cool if I had more characters/ones that weren't as good 
at dealing with curses.

Devouring Dunes
- Wooooo! So much electricity damage. Let's see about having Simoun move to as many locations as 

possible to spit in the face of the scenario! (Actually no, but that's funny.) In reality, she is starting at the 
Windswept Dunes though.
- Meanwhile, the Sulfur Pits seems like the easiest thing for her - there really isn't a good spot for her.
- The villain is annoying. It looks like I could lose a bunch of coin flips with him and lose a ton of 

resources at the end, nevermind running across him in the middle of the scenario. Hopefully my 
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resources at the end, nevermind running across him in the middle of the scenario. Hopefully my 
scouting comes across him…
# of Cards Examined: 24
# of times Examined Cards Order Changed: 3/3
Cards Triggered: 4 (The Evil Eye, Brilliance of Ra, The Second Law, Quicksand Bunyip)
Curses Gained: 2 (Curse of Fevered Dreams from The Evil Eye, Curse of Fevered Dreams from Vanth)
Turns Lost: 
Trader Offers: 

- First turn close of the Sulfur Pits is a really nice way to start the scenario, especially one which can 
force the villain to be undefeated.
- Okay, apparently I'm doing the Collapsing Scaffolding once more. :p
- Alahazra runs into two triggers with a Blessing of Nethys. Unfortunately, I didn't have the blessing to 

grab the Brilliance, so I couldn't try to explore three cards with one Blessing of Nethys. :(
- Oof. Alahazra had to end her turn with a Curse of Fevered Dreams, and now only has 2 cards in her 

hand. Fortunately, one of them is a spell.
Rebuilding Notes:
- Again with the crappy boons. Nothing good to trade with. I will be so happy once most of this basic 

junk is out of the game.
- Yeah, basically no changes.
- I have the problem at this point that I have REALLY GOOD items, but most of the loot seems to be 

items that I can recall. Pretty sure I need to make Alahazra's next card feat items so that I can pick up 
more cool stuff.

In Search of Chisisek
- Hey, we're doing more cool things with the Blessings Deck! I approve!
- Seriously? A Strength or Melee check or the Villain is evaded? Ugh. At least its evaded and not 

undefeated…
- Looks like we're having Alahazra blitzing the library for the spells and Simoun going after the Shifting 

Dunes because that's the one she'll have the best shot at closing. Also more barriers.
# of Cards Examined: 24
# of times Examined Cards Order Changed: 5/5
Cards Triggered: 3 (Malfunctioning Deathtrap, Geniekin, Hyenax2)
Curses Gained: 1 (Curse of Vulnerability from Vanth)
Turns Lost: 

Smiths of Wati - Shocking Scimitar +2, Javelin of Lightning
Hadden Hoppert - Detonate, Mistform

Trader Offers: 

- Turn 3, find Jamirah in the library. Looks like I'll be exploring everywhere else now.
- So far, this seems fairly normal…
- Damn. Idorii blind-explored into the Lamia Sisters at Chisisek's Tomb. That was lucky.
- Okay, so the problems so far haven't had anything to do with special scenario rules - but I keep rolling 

ridiculously low against henchmen. I crushed the Lamia Sisters, but then rolled 4 on 2d10 when I needed 
8. Like 8 isn't guaranteed by any stretch of the imagination, but the 4 is a nice kick in the teeth.
- Okay, I definitely spent two blessings on an AD3 card (Caustic Fog) - I'm not sure I'll be keeping it, but I 

need something if I'm going to use the traders.
- It took 12 turns before a FPC showed up. The blessings deck was trying to be nice to me, but my dice 

were not.
- Okay, I got lucky with the Tarworks and closed it on the first exploration. Phew.
- Freaking Hyena wiped Alahazra's hand since she didn't have any combat spells. A hyena!
- I got my revenge by baiting him out again, but this time with a combat spell in hand! Mwahahaha!

  -It took 4 rolls, but finally got through Jamirah's evade clause. *shakes head*
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  -It took 4 rolls, but finally got through Jamirah's evade clause. *shakes head*
Rebuilding Notes:
- Sun Falcon Pectoral is good. Like seriously. It is still not better than anything I already have.
- Tetisurah, on the other hand, is basically a better version of Qasin (or at least, what I use Qasin for.) At 

the very least, she can allow Alahazra to off-turn heal, and then refill her hand back up to full. Sweet 
deal.
- I actually have stuff for the traders this time, but they have nothing good.
- Symbol of Pain and Caustic Fog are cool, but I just don't have the slots.
- But the real reward is the role card.
- I originally was going to go for Seeker for Alahazra, but the more and more I look at Recursor, and the 

more and more I realize that Curses are just a fact of life in MM, it's better to get good at removing 
them. So Recursor we go. And I'll check the recharge to remove curse box.
- Both of Simoun's roles look really cool, but I'm kinda interested in trying the moving around powers. 

Let's start with the evading encounter power.
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# of Cards Examined: 
# of times Examined Cards Order Changed: 
Cards Triggered: 
Curses Gained: 
Turns Lost: 
Trader Offers: 

Blank Adventure Template
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