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a Double Move, with 6 Movement Points. If you count it out,
er were one square closer to his starting point, the Double
, and 2 single Moves would not.










It could spawn as shown and when activated, use the long range attack (check its Profile Sheet,
the Attack Range is three squares forwards) to Attack without Moving first - 2 Attack Actions
against Tripitaka could do him a lot of damage.




If you play the Bull General’s move from either position, the result will be the same, so don’t
sweat the small stuff!
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This is another example of a Priority 2 Plan - Attack someone, but end closer to Tripitaka.
When there are multiple Plans at the same Priority, use the Demon’s Preference to select the
best option. The highest Preference is to attack the most Targets. The short move suggested
above allows Kogaiji to Attack 2 Pilgrims, so it would still be used in this scenario.




better for Monkey if Kogaij[’s Attack value was (
Damage), which would be (0+1+3+2)ie 6. Witha Defence f 5, Monkey should only
take 1 Damage, not 2.

Good thinking, but this wrong. Think of the Attack and Defense as being weapon attacks and
parries. Monkey cannot parry flame damage (or poison damage, another Condition Card); the
Defense roll never applies to the Condition Cards. Our Flaming Monkey loses 2 Health Points.
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Cost: 2 HP.

Activate after making an
Attack Dice roll.

Sacrifice 2 HP to gain 2
damage on the Attack Roll.

Retain this card.







Activate before making an
Attack Action.

Attack the same Target twice
for 1 Action Point. Resolve as
2 separate attacks.

Discard immediately.







This would be a good time to review the Victory Conditions:
Monkey used the Mystical Box.
Monk Sha Rescued the Villagers.
Tripitaka Sealed a Gate.
There are no Demons on the board.
We are inside the time limit of 2 Turns.

The Pilgrims achieve a Heroic Victory!

Review

STRATEGY

In this short Quest we saw many rules, skills and other cards in play. It was fast and furious, and the
Pilgrims got their win at the eleventh hour. Obviously; things were contrived but you should be able to see
many elements of strategy.

Many cards were played in just 2 turns. Clearly these are a powerful resource and should not be burned
through at such a high rate. But when you need them, they can turn a loss into a victory.

Monkey and Monk Sha did a great job of shielding Tripitaka from Demons spawning from one of the Gates.
But Monkey took a lot of damage; you can't simply charge into battle.

Monkey and Cho demonstrated two different ways to improve your Pilgrims. Because they started with
Karma Points already marked on their Profile Sheets, this happened quickly, but you can see that this is
normally a slower process that must be managed carefully. Cho took the harder route and received a Skill
Card that could have been used many times in a longer Quest.

Monkey took a risk at the Mystical Box, but had another option: the Pray-Action gives a Pilgrim an
immediate reward, 1 Fortune Card. Clearly less risk than Meditate, but not such a good reward either.
Monkey opted for the easy Kill in his battle against a Bull General. He was rewarded with a better weapon,
but had to suffer his corrupted spirit. You'll need to balance the 2 methods in most Quests - if too many
Pilgrims take Corruption Cards, you have difficulty using them, but if you try to save every Demon, you will
fail too many Cleanse Rituals and be overrun.

Tripitaka had to rush forwards to close the Gate inside the time limit, but this was very risky. Imagine if the
Demons had spawned the other way around and Tripitaka had been up close to Kogaiji and the Bull General.
Circumstances may force him into the thick of battle, for example because he must, or just wants to, close
Gates, but this needs to be done with care.

There are many ways to play Journey: Wrath of Demons, but all require thought and trading factors against
each other.






