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B. Notes, Maps, Illustrations, & Descriptions for Game 

(Game Masterôs Guide) 

 

Start of Game: 

You are 3 summoners-in-training and are journeying to meet 

the legendary Morgon, one of the greatest summoners of your 

time. Earlier when you arrived at the summonerôs tower to 

train with him, you were told he had gone to a distant 

mountain village to research a cave nearby.  In order to begin 

your training, the tower sent you to this village in order to 

assist him. They sent word ahead for him to expect you.  

 

The tower gave you each supplies for your journey. 

1. A sword to defend yourself. (hand out 

Sword card & D12) 

2. Heart potion to restore health. (hand out 2 

HP cards each) 

3. A revival potion for when things turn for 

the worst. (hand out Revival card) 

 

Village: 

You arrive at the town. But in front of you, you see an old townswoman being attacked by 

a group of monsters. 
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Rescue the village woman. 

Tutorial 

1. Each player rolls their D12 to determine turn order. (b/c this is 

preemptive, the monsters donôt get a roll. In other circumstances, game 

master rolls a D12 as designator for all monster parties together) 

2. The first player rolls his D12 to determine the number of steps he can 

take. He does not have to use all the moves but he can not take more 

than what the dice designate. 

3. The player may choose to battle an opponent if he is next to it on the 

board.  

4. In a battle, the player rolls his D12 while the opponent rolls its D6. If 

there are multiple opponents sharing 1 space, then the player must 

battle them as a group (so, 2 D6ôs instead of 1 D6 since it is 1 D6 per 

enemy). After both parties roll, if the total number of the opponentôs 

dice is greater than the playerôs, then the opponent takes 1 heart from 

the player. If the playerôs is greater, then 1 enemy is removed. This 

continues until the current player decides to stop or the enemy or 

player is completely defeated. 

5. If the player wins the battle and still has moves left from the 

movement roll, he can then choose to move on to the next opponent or 

retreat. 

6. Using health or revival potions equals 1 move. Players  can use 

multiples per turn. 

7. Players cannot share the same space with each other. 

 

The townswoman thanks you for saving her, and is surprised to see that you are 

strangers. What brings you to our small town?ò 

 

Players answer that they are looking for Morgon. 

The townswoman looks a bit nervous and hesitates. Then answers, ñWell, he 

hasnôt been seen for some time now. That white house over there, thatôs his, but 

none of us go in. Iédonôt think I can tell you much more than that.ò 

 

Players ask why people are nervous about Morgon. 

Morgon seemed like a nice man, buté Itôs the 

monsters. Ever since Morgon disappeared, the 

monsters have been attacking the village. Heôs 

a summoner right? So that means he summons 

monsters doesnôt he? 

 

Players ask other NPCs about who Morgon is: 

Morgon? That large white house over there is 

his place. Keeps a library in there. Says itôs 

open for anyone who wants to read, but Iôve 

looked through the books and there is a lot of 

mysterious things in there no average person 
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should be browsing through. Heôs a suspicious oneé.ò 

¶ Opportunity to loot a few potions from NPC homes. 

 

Morgonôs House: 
You enter Morgonôs home to find it empty, but with various items 

and papers strewn about. 

 

Player searches desk: 

You look at his desk and see 3 colored medallions sitting 

on the desk along with a note. (hand players medallion 

cards and the note) 

Players wish to summon creatures: 

Tutorial: 

1. A playerôs movement roll can be used to summon creatures only when the 
player is standing within the summoning circle. Each creature summoned 

equals 1 move. The maximum number of creatures you can summon is 12. 

2. Only 1 player can summon from each circle. Circles cannot be shared. 

 

Players summon creatures. (Each player rolls their D12 and summons their first 

bunch of creatures). 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Players leave Morgonôs House. 

to my new apprentIces, 

 

the summonerôs tower sent 

me Word of your arrival. 

things have not beEN well 

here aT This village. 

fOrgive THE peopLE here 

iF They are susPicious of 

you. iôve gone to the cAve 

to inveStigate. in the 

meantime, theSe Are your 

summoninG stonEs. use 

these to summon creatures 

from your summoning 

circles Which i hAve 

prepared for You.  

we will soon meet. 

 

- morgon 
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Village II:  

You head back outside but as you step out, you see a pack of monsters spread across the 

ground, eyeing the doors the villagers went into to hide from them. But opening 

Morganôs door has caught their attention. They see you and eagerly take the opportunity 

to advance.  

Players Battle: 

Tutorial ï Battling with your summons 

1. Moving summoned monsters takes a portion of the movement roll, just 

like summoning and player movement. 

2. Summoned monsters can travel in groups or be split up. As long as they 

all share the same space on the board, moving them together will equal 1 

move.  

3. No more than 6 pieces can share the same space (so 6 dice or 5 dice & 1 

player). 

4. Players cannot share the same space with each other, but can share space 

with their creatures. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

The players win, but this time the villagers wonôt come out. Theyôre too scared. 

So the players head over to the cave. 
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Cave Entrance 
Players can summon more monsters here if they wish to max out to 12 each. 

It seems these were scratched into the dirt by someone not too long ago. They are still 

usable. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Cave, First Room: 

The cave is eerily quiet. 

 

Once players are in the 

center of the cave, itôs an 

ambush. (At this fight, the 

players should know what 

to do, and figuring out how 

to move strategically is 

key) 

(As a move of 

desperation, players 

are permitted to 

leave the cave and 

summon more 

creatures from the 

circles outside) 

 

 

 

 


