
Building a Better Investigator: Deck Construction
Tips for Arkham Horror 2nd Edition

Why Deck Building Matters More Than You Think
When you first sit down with Arkham Horror 2nd Edition, the sheer volume of cards can feel
overwhelming. You have items, spells, allies, and conditions all trying to fit into your
investigator's limited hand. I have seen new players grab every weapon they find, only to realize
halfway through the game that they cannot cast a single spell to close a gate. The game
punishes hoarding and rewards focused planning. Your deck is not just a collection of tools; it
is your investigator's survival kit, and building it well makes the difference between a
triumphant escape from the city and a messy end in the asylum.

Over the years I have played dozens of sessions, and I have learned that the best decks are
built around three core ideas: reliability, flexibility, and synergy. You cannot control what the
Mythos deck throws at you, but you can control how your investigator responds. This article
walks through practical strategies for constructing a deck that handles the chaos of Arkham
without breaking under pressure.

Start With Your Investigator's Weaknesses
Every investigator in Arkham Horror 2nd Edition has a unique stat line and special ability. Some
are great at fighting but terrible at lore. Others can cast spells cheaply but have no combat
skills. The biggest mistake I see is players picking a deck based on what they want to do, rather
than what their investigator needs. If you are playing a character with low will, you should
prioritize items that restore sanity or provide protection against mental attacks. A high-lore
investigator might focus on spells that close gates or banish monsters, while a fighter should
load up on weapons and physical defense.

I once played as the Doctor, who has decent lore but weak combat. I filled my deck with
physical weapons, ignoring spells entirely. By the third turn I was stuck in a gate with a
Shoggoth, unable to cast a single spell to escape. That session taught me to match my deck to
my investigator's natural role. If you try to cover every weakness, you end up with a deck that
does nothing well. Pick two or three areas to specialize in, and let your teammates cover the
rest.

The Three Pillars of a Solid Deck

Reliability
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You want cards that work in multiple situations. A .45 revolver is fine for combat, but it does
nothing against a gate. A spell like Dread Curse of Azathoth can hurt monsters and close
gates, but it costs sanity to cast. The best items are those that give you options. For example,
the Elder Sign is a one-shot item that closes a gate automatically, and it works no matter your
investigator's lore. That kind of reliability saves you when the dice rolls go bad.

When building a deck, ask yourself: if I draw this card in the middle of a monster surge, can I
use it right now? If the answer is no too often, swap that card for something more versatile. I
tend to keep at least three items that grant bonus dice on combat or lore checks, and at least
two that restore health or sanity. That baseline ensures I can survive the early game while I
search for better gear.

Flexibility

Arkham Horror 2nd Edition thrives on unpredictability. One turn you are fighting a Star Spawn,
the next you are chasing a cultist through a gate. Your deck needs cards that adapt to
changing threats. Spells like Mists of Releh can be used to evade combat or to move quickly
across the board. Items like the Bullwhip let you grab an item from the discard pile, turning a
dead turn into a valuable one. I always include at least one card that lets me search an extra
location or trade items with another investigator. That flexibility often swings the game when
the board gets crowded.

Consider also cards that have multiple uses. The Tome of the Elders, for instance, can be read
for a lore bonus or sacrificed to close a gate. That dual purpose means it rarely sits dead in
your hand. The more flexible your deck, the less you rely on luck to draw the right card at the
right moment.

Synergy

Some cards work better together than alone. If you have a spell that grants bonus dice on
combat checks, pair it with a weapon that lets you fight monsters. If you have an item that
reduces sanity loss, pair it with spells that cost sanity to cast. The game rewards these small
combos. I like to pick one or two themes for a deck: maybe a "spellcaster" theme with high lore
and cheap spells, or a "brawler" theme with strong weapons and defensive items. Trying to mix
too many themes usually results in a deck that lacks focus.

One of my favorite synergies is the combination of the Silver Twilight Lodge membership card
with the Enchanted Knife. The membership gives you a bonus on lore checks, and the knife lets
you spend a clue token to reroll a failed check. Together they make gate closing much more
reliable. Look for cards that complement each other's strengths and cover each other's
weaknesses.



Managing Your Hand Size
Your investigator can only hold a limited number of cards. In Arkham Horror 2nd Edition, the
hand limit is eight cards. That seems like a lot until you have three items, two spells, and a
condition that takes up two slots. Suddenly you have no room for the Elder Sign you
desperately need. I recommend keeping your deck lean. Aim for no more than five or six cards
at any time, and discard duplicates or weak cards as soon as you find better ones.

Do not be afraid to trade with other investigators. If you have a weapon you cannot use
because your combat is low, pass it to the fighter on your team. That kind of cooperation
makes the whole party stronger. The game is cooperative, and your deck should reflect that.
Hoarding cards that you cannot use only slows everyone down.

When to Break the Rules
Every rule has exceptions. Sometimes you draw a card that is so powerful that it is worth
bending your deck's focus. The Shriveling Stone, for example, is a one-shot item that can
banish any monster. Even if you are a spellcaster, that card is worth keeping because it solves
problems that spells cannot. Similarly, the Necronomicon gives you a permanent lore bonus,
which is valuable for any investigator who might need to close a gate. Learn to recognize when
a card is so strong that it justifies a minor deviation from your plan.

But be careful. I have seen players fill their decks with too many "just in case" cards, ending up
with a bloated hand that has no clear purpose. The key is balance. Keep your core focus, but
leave one or two slots open for truly exceptional cards that you find during the game.

Final Thoughts on Deck Strategy
Building a good deck for Arkham Horror 2nd Edition is not about memorizing card lists. It is
about understanding your investigator's role and the challenges of the current game. Pay
attention to which monsters are in play, which gates are open, and what the Mythos deck has
been doing. Adjust your deck as you go. If the game keeps spawning monsters, prioritize
weapons. If gates are piling up, focus on lore items and spells. The best players adapt their
deck to the board, not the other way around.

I have played Arkham Horror 2nd Edition for years, and I still make mistakes. But the more I
focus on reliability, flexibility, and synergy, the more often I walk away from the table with a win.
Your deck is your voice in the game. Make it count.


