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How to play:
	Come up with a list of chores or stuff that 

needs doing. Whenever you accomplish 
one, you’ve found a tiny monster!

	Roll a d6 for Type, Form, and Quirk and 
consult the tables: on a 6, roll again and 
consult the uncommon table, on a 6 again, 
roll again and consult the rare table.

	If it’s a new species, name it! Then name 
the monster, specifically. If it’s an existing 
species, level up said monster instead.

	The first time you discover a monster with 
any given trait, put a check mark next 
to that trait. (So if your first monster is a 
fire dog with tentacles, put checks next to 
“fire”, “dog”, and “tentacles”. Later, you 
find a Dark Fish with Tentacles, just put 
checkmarks next to Dark and Fish.)

Trainer Level: 
Your trainer level is equal to the number of 
checkmarks you’ve put down.


