el Game Components

Here's what should be kept in each of the four sections

[\\\/ﬂ z{‘\\_@ lE h]f@\\){/ EIR =mrEti

P i e o 12 Archers 12 Elite Archers 6 nghts

Prize & Confusion Cards (38)
9 Summoning 9 Intellect 9 Gloryseeking 11 Confusxon

E

Rule Lm ol !

&7

Demonspawn Plle (26) :
12 Monster-Attack
Placeholder Cards 3 Token Cards

9 Demonspawn
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3 2 Player Game Setup 3 Game Setup (Play Area)
. Each player places their monster and player deck in
*Give eaCh play er 2 Archers, front of them to their right. Then place five piles of

2 Elite Archers, and 1 Knight cards to the side of the play area: Three prize card piles
of 9 cards each (Summoning, Intellect, & Gloryseekmg)
*A pile of the the 26 cards with the ‘
“Demonspawn Pile” banner (with the
9 “Demonspawn” cards on top). °A pile §
of all 11 Confusion cards.

4
&
5
*Also give each player 8 random cards from =
the 166 card draft deck so they now have a g
13 card deck. However, for your first few 5
games don’t use the cards with the advanced
icon on the bottom of the card. RlavergisMonster
Deck, Player Deck,
Advanced Card Icon .. Sducdpiles. (Ghop nrre wredi= Erg)
Call UIE €XACL SALLC a1uouyf UL uallage: 7 e ] Ty
12 Super Mega Games ; Illus. by_Balthasar_AMDa;iker' Plav er 1's

Advanced players lay out 8 cards ata time

“and take turns picking the cards they want
. until each player has 8 cards. They also Player 1's “In Play” Zone
are able to use “Advanced Icon” cards.

; Each player begins the game with 20 life, 0 gold,
*Give each player a 24 card monster and a starting hand of 2 cards.

deck with four of each monster (

20 Life 0 Gold 2 Cards




4 Notes on Game Setupf £l S e ittt s

The Demonspawn pile is a pile
of cards that contains every
card that has a yellow triangle
in the top left corner that says
__“Demonspawn Pile.” —

Playing with 3-4 or more players
eShare a single 48 card monster deck.
*When drafting, each player is given 8 hidden
cards. They pick one and place it face down,
then pass the rest to the next player. This
continues until each player has picked 8 cards.
*The alternate game-ending condition
happens if the 48 card monster deck is shuffled
twice for 3 players, three times for 4-5 players,
and four times for 6 players (see page 16 for
more info on the game end conditions.).
CO-Op Mode (Vs. the orange deck)
*Each player gets 13 random cards from the draft deck *that do
not have the Boon type* and chooses 8 to use with their 5 basic
cards as their deck.
sPlayers have a shared total of 20 life.
*The co-op deck takes a turn, then each player takes a turn.
*On the co-op deck’s turn: For a solo player reveal 4+ points of
monsters, two players reveal 10+ points, three players 15+, four
players 20+. Going over the point value in a turn is okay.
eAttack cards work as normal but the attack part doesn’t do
anything since the monster deck is not a player, and your allies
aren’t considered “other players”.
eWhen a card or effect simply says it “destroys” a monster, it deals
5 damage to that monster instead.

¢If you make it through the 29 card monster deck and kill every
monster, you win.

Solo Mode (Vs. the red monster deck)

eAssemble your deck like in co-op mode.

eMake a monster deck with 6 of each monster.
“Demon” monster card uses its *Reveal 11-13 points of monsters a turn. If you
ability. Demonspawn always go go over, set that monster aside and put it back on

back to the Demonspawn pile when ~ top of the deck when you’re done revealing.
" they leave play. o «Kill every monster in the deck to win!

¥

’

Leave the “Demonspawn’
cards on top of the pile.
You'll only need to use the
other cards if a card tells
you to or if you play a 3-4
player game and someone
gets a Monster-Attack card
in their deck (see page 15)

—

If any player has a card with a
purple triangle in the corner
that says “Gamestart Ability”,
- make sure to do what
it says in the purple
/ box on the card before
the game starts!

| The actual “Demonspawn” cards
are only put in play when the




6 '”"»Phas,_,e?s’fbf a Turn

Beginning of Turn Phase
Draw two cards, gain one gold.

Monster Phase
1. Any angry monsters damage you equal
to their attack value and are discarded.

2. Any non-angry monsters become angry.

3. Add 10-12 points of new monsters to the
monster board, each one in the
closest slot after the other mosnters.

~ Casting Phase

Use up to 7 energy to play cards & abilities,

attack once with each Defender (closest

monster only), buy & play prize cards (do

these things in any order.)
~ End of Turn Phase =~
~ Discard any Ability cards played.
Remaining energy. is lost. Damage does not

| go away at end of turn. 'No max hand size.

1. Beginning of Turn Phase
Draw two cards (even on your first turn so

you will have four cards.) Gain 1 gold. If
you ever need to draw or reveal cards
from your deck while it’s empty, shuffle
your discard pile and put it face down as
your deck. Do the same for the monster
deck when it's empty.

7 “Pha“ses'of 2{ ‘Tur N (Monster Pﬁase)., *

2. Monster Phase

a. (Parts a. and b. don’t matter for the first turn
because you won'’t have any monsters on your
monster board yet. Skip to part c. on the next page.)

If you begin the Monster Phase with
monsters on your monster board, any
angry monsters attack you equal to their
attack value.

Monster Attack

Monster Health

f
|

Take 2 damage
& discard it
b. Non-angry monsters become angry and

move closer to fill any empty monster slots.

Angry

Non-angry



% 8 ‘Phases of d Turn (Monster Phase) 24 Phases of a— Turn Monster Phase)

 Dine e e  aOrae ot Let’s take a look at our example monster board
5 2 ¢ partway through the game, during the monster phase:

Take a look at the monster board:

8th 7th 6th 5th
Closest Closest Closest Closest
Monster Monster Monster Monster
Slot Slot Slot Slot
4th 3rd 2nd
Closest Closest Closest e
Monster Monster Monster Mousecr
slot Slot Slot B
Those guys in the bottom right attack us for 1 and 4
damage respectively, then are discarded. The other
Take the top card of your monster deck and three monsters move forward and become angry, then
place it into the closest open monster slot we add two new monsters that happen to add up to 10
(behind all other monsters). Continue until points because they are Giants that are worth 5 points:

you've added 10-12 points of new monsters.

Monster Board

Example On
Next Page!

When a monster would put you over 12 points Uh oh, we better kill those three angry monsters before next
turn or we'll be taking more damage!! (Rules Note: You can

for the turn, discard it and keep gOing' have more rows of monsters if these rows fill up.)



10 p hases Of a Turn (Casting Phase)

1T Arrow Damage Example

3. Casting Phase
Every card has an energy cost in the top
right corner. Each casting phase you have
7 energy to spend to play cards.
=T ., DOC

Let’s talk go over the different types of cards you
might play during the Casting Phase:

Ability Cards & Arrow Damage

I Ability I

When you play an Ability card, do what it says
on the card. Then, leave it in play until the
End of Turn phase when it is discarded.

lDeal 3 damage —>.

Many cards deal arrow damage, shown by the —>
symbol. Arrow damage attacks the closest
monster. Ifitkills that monster, the extra damage
carries over to the next closest monster until it’s all
used up. Let’s look at an example on the next page.

Let’s say you play Elite Archer, which is an
Ability card that simply deals 5 damage —>.

lite Archer

4
l Deal 5 damage —>.

Here’s what happens when we deal 5 damage
—> on this monster board:

2 Damag

T
| 2 Damage |

*2nd Closest

eClosest

Monster
1. The Warlock on the right is the closest. He

has 2 health, so he takes 2 damage, dies and
is discarded. We started with 5 damage —>
so we have 3 damage —> left.

2. The middle Warlock takes 2 damage and is
discarded. We only have 1 damage —> left.
3. The last 1 damage —> is dealt to the Giant.

*3rd Closest

e e v
TR = it R T~ g L

4 Damage is permanent. Only
= cards and abilities that deal —>
damage have their damage

carry over to the next monster. o




12 Card Types (Defenders)

: ~13 » : Cal’d Types (Permanents)

. Defenders
Defenders, like monsters, have attack and

health values- but they fight on your side!

Attack i .

/471

Defenders stay in play until they die by
taking damage equal to or more than their
health, then they are discarded.

A defender can attack the *closest* monster once per
turn, any time during your casting phase, even the
turn you play them. The monster and defender deal
damage to each other equal to their attack values.
(Extra damage doesn’t carry over to the next
monster.) You can choose not to attack with a
defender. Defenders only interact with monsters
during your casting phase (they can’t stop monsters
from hurting you in the monster phase.)

Basic Defender

Permanents
Permanents are cards that stay in play like

Defenders, and often have activated abilities.
Once played, they stay in play unless
something destroys them.

ement Cannon

Permanent

lPay 2 energy, Sacrifice a defender you
L control: Destroy the closest monster.

3

Element Cannon lets you pay 2 energy and
sacrifice (destroy/discard) a Defender you
have in play to destroy the closest monster.
Play this ability any time during the casting
phase and as much as you want or are able to.
Time for some rules clarifications!
*You can only play cards and activated abilities
on your turn, during your casting phase.

eCards only affect your own monsters or

in-play zone unless they say otherwise.
eSacrificing something causes it

to be killed/destroyed. “Killed”
and “destroyed” are the same thing,
they cause it to be discarded.




14 Card Types (Prize Cards)

e 2 15 Card Types (Monster—Attack/Equipment)

Prize Cards
Every turn you gain 1 gold. You can use
gold to buy prize cards from the prize
card piles. There are three prize cards.

The gold cost of a prize card is on the
type lme Pay that much gold to buy it.

Prize cards have 0 energy cost. When you
buy a prize card, it is played immediately
and works like any other ability. At the
end of the turn it is discarded and thus
becomes part of your deck.

Prize cards have an ability that
lets you draw a card if you
didn’t just buy it. You’ll benefit
from this when you draw the
__prize card from your deck later!

ey

Monster-Attack Cards

Monster-Attack cards are monster cards that YOU
play by paying the energy cost in the top right
corner, just like any other card. They go

directly onto the opponent’s monster board in the
closest open slot behind the other monsters, but
don’t become angry that player’s next turn (they
take two turns to become angry.) They go back to
your discard pile when they leave play for any

reason. (These cards never count towards the 10-12 points
of new monsters that players must add each turn.)

In3or4 player games, use the
placeholder cards from the Demonspawn pile
to represent the Monster-Attack card for the
third and fourth players, and return them to
the Demonspawn pile when they leave play.

Equipment Cards

Equipment cards are attached to one of your Defenders
when played and usually provide a benefit to that
Defender. They are discarded when the Defender dies.
You must have a Defender in play to play an Equipment
card. They also have an ability that lets you pay 2 energy
and discard them from your hand to draw a card. This is
useful when you don’t have any Defenders in play.

You may pay 2 energy and discard this ; |

EC[IIlpment Eqmpment from your hand to draw a cai




165Phaséé of a Tarn (End of Turn) & Game End

4. End of Turn Phase

*First, ability cards in play are discarded.
oIf your deck is empty, shuffle your discard
pile and place it face down as your deck.
*Any remaining energy is lost. There is no
maximum handsize.

When the monster board is empty,
any —> damage is dealt to each opponent
(only —> damage). If a Defender attacks,
their damage is dealt to each opponent
and they take 2 damage for attacking.

How does the game end?
ePlayers are eliminated when they have no

life left. The last player standing wins!
OR
eAfter the 2nd time a player empties their

monster deck and has to reshuffle, each other
player takes one more turn then the game
ends. The player with the highest life wins!

In 3 player games the 48 card monster deck
must be emptied and reshuffled twice, and

in 4 player games it must be emptied and
reshuffled three times.

Mage Tower Card-By-Card FAQ 17
A Note On Card background colors - These don't affect gameplay, they just
represent what the card does: Green = Helps survive against monsters, Black = Affects
other players, Blue = Does something that doesn't help survive against monsters,
White = Defender or works with defenders, Red = Monster, Yellow = Affects other
players during their turn, Orange = Co-Op Monster.
Angry Mob - The 2 damage —> is done on YOUR monster board, then Angry Mob is
placed onto the OPPONENT'S monster board.
Bloodblade - The Demonspawn is just a defender while under your control, it doesn't
get "angry" or anything.
Bodysnatcher - Cards and abilities still in play are not counted as part of your deck or
discard. When Bodysnatcher attacks as —> damage, only the closest monster attacks
it back, but Bodysnatcher's damage carries over to the next monster(s) if there is extra
damage, just like —> damage.
Bounty - If you use another card to play this multiple times at once, it does not create
multiple copies of the card, you simply re-choose which monster it will be attached to.
Burning Sensation - Dealing "1 damage for every 4 cards" means dealing damage
equal to the cards counted divided by 4, rounded down. Cards in play or in hand are
not counted.
Chain Lightning - Normally if you need to reveal cards from your deck when its
empty you'll shuffle your discard and use it as your deck. But Chain Lightning says
"until your deck has no cards". So it stops when the deck is empty, and if you play
Chain Lightning when your deck is empty it does nothing.
Charm Ogre - See “Bloodblade.”
Crossbowman - If the 3 damage —> is exactly enough to kill a monster, the extra 2
damage doesn't happen, because it is only dealt to the last monster damaged by it.
Delveheart - Only destroys monsters that entered the board on your turn, so if your
opponent added monsters on their turn those aren't destroyed.
Demeonspawn - Returns to Demonspawn pile when it leaves play.
Dimension Trinket - While this is in your deck, make sure your hand is separate from
the cards you are drawing so you can clearly show the opponents Dimension Trinket in
order to let you play it for less energy this turn. You can reveal Dimension Trinket and
decide not to play it later in the turn, you can also choose not to reveal Dimension
Trinket when you draw it, but then you won't be able to play it for less energy even if
you change your mind later because it's already in your hand.
Enchanted Nymph - This counts prize cards played as well.
Essence Wraith - You must remove two damage (no less) from a single monster.
Fleet Battle - Fleet Battle's damage is reduced for each player that discards two
cards, so in a four player game if the other three players all discard two cards, Fleet
Battle will only deal 2 damage for you.
Frog Familiar - Happens no matter how discarded from your hand on your turn.
Frogcast - See "Bounty".
Golden Golem - It doesn't matter who or what causes you to discard Golden Golem
from your hand, you'll still get the 2 gold.
Greater Mind Control - If the player is unable to play the card, they don’t do it.
Growth Chamber - This works on cards like Dragonform too to give them an extra
counter when it comes into play. Burning damage is increased before doubling, so if
you have a card that deals 1 burning damage, Growth Chamber increases it to 2,
which will deal 2 damage to an angry monster or 4 damage to a non-angry monster.
Heavy Tripwire - If you choose an Ogre with 1 damage on it, Heavy Tripwire will
deal 2 damage to the Ogre and 2 damage to the monster behind it. For the monster
behind it, it doesn't matter what monster or how damaged it is, it always takes the



same amount of damage as the initial monster chosen.

Imposter Knight - Nothing can heal or damage the face down defender.
Lost Cities - Cards and abilities still in play are not counted.

Marble Highway - Discarding to prevent an attack from affecting you must be done
immediately after the attack is played and costs no energy. "Not affecting you"
means that it doesn't affect you, anything you control, your hand, your monster
board, etc.

Mead Hall - So if the closest monster is an Ogre, it deals 3 damage to the Ogre but
isn't allowed to kill it, so the damage carries over to the next monster(s) until it's all
used up. It just can't deal that last point of damage.

Meddlefish - In 3+ player games only one opponent has to have no cards in hand for
Meddlefish to get +2/+0.

Medium - You don't need to choose which one you might play when Medium
attacks, it just lets you choose one later to play if you choose.

Mind's Eye - Doesn't count itself when counting cards remaining in hand.

Mystic Moment - Just start revealing cards from the top of the draft deck until you
get an Ability card that costs 3 or less. Abilities that attach to monsters are still
played and stay in play until they leave play through normal use, then they are re-
turned to the draft deck.

Orc Chieftain - See "Angry Mob". His ability that raises Orc's and Ogre's health
values ends when he leaves play. Orc Chieftain doesn’t count as an Orc.
Overpowering Evil - Set aside cards aren’t in play or in your deck/hand/discard.
Pain Transfer - You can play this even if opponents don't have damaged monsters.
Parrot Familiar - You don't take the card out of the opponent's discard, you just play
an imaginary copy of it. It does everything that ability does, except it can't be put in
your discard pile at end of turn. Does nothing with abilities that attach like Bounty.
Prince - See "Golden Golem".

Prosperity - Overall what should happen is you get 4 energy once, each opponent
gets 2 energy once, then Prosperity goes away at the beginning of your turn without
giving you any more energy.

Rampaging Elephant - When Rampaging Elephant attacks, only the closest monster
attacks it back, and if Rampaging Elephant kills that monster any extra damage carries
over to the next monster(s) just like normal —> damage.

Recurring Dream - The Ability you copy stays in play until end of turn when it is
discarded like normal. Also, see "Bounty".

Sacrifice Chamber - If you activate the first ability you have to destroy one of each
opponent's Hellhounds if able.

Skeletal Apprentice - Its second ability happens even when played from your discard.
Summoning Ritual - Can only get the Defender revealed at the beginning of the
game, so you might want to write it down.

Sword of Midas - The defender must deal the finishing blow to the monster.

Tomb Guard - Tomb Guard dies when you shuffle your deck for any reason. Also
even though you can only play Tomb Guard when there are 6 or more cards in your
discard, if cards get removed from your discard it doesn't die.

Tree Form - You can't get rid of Tree Form for no reason.

Unholy Chalice - The "player to your left" is the player whose turn it is next.
Unicorn - Putting Unicorn on top of your deck when shuffling is optional. If you
forget after you shuffled it's too late.

Voodoo Doll - Goes into play whether you or opponent cause the discard.

Whispers of Legend - You need 9 energy to play this, usually from a Summoning.
Special Thanks To All The Mage Tower Kickstarter Backers! You made

this game possible!
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Some card illustrations are used with
the GNU Free Documentation License.
These will have the tag (GNU FDL) next
the the illustrator’s name on the card.
This page contains the full text of the
GNU Free Documentation License.
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