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Heroes come from all corners of the globe, each with

their own reasons for seeking supreme power. e
Will you be the one bold enough to take the throne? v fo AN
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OBIJECT OF THE GAME
Reduce your opponent's life ta 2ero befare they do this to you,
Sewtns simple, bt be wary, & each heo has tricks up their sleeve toput you down first!

Eath player selects their hero before the game begins.
This chobce has a significant impact on the strategy and feel of the game, so pick-one to suit your style,
Eart nate that some heroes require mone camplex factics to be victonous with,

BARBARIAN )

PLAY STYLE:
- Hit hard, heal it up, win games.

Complexity: .
~

MOONELF )

PLAY STYLE:

Elind & entangle foes, Frustrate your
enemies while you evade their attacks
and wihittle thern down,

Complexity: .
~

defense is another offense. The long
game is not your friend. Scorch the
carth quickly or die trying,

Complexity: u
i

N A
PYROMANCER MONK
PLAY STYLE: PLAY STYLE:
s a classic “glass cannon,” even your Usa Chi to be more offersive or defensive,

Master the balance and victary is yours.

Camplety: !
=/

PALADIN )

PLAY STYLE:

Buff your offense and defense. Stay
alive even after death. Control wour
dice to attain the victory you
deserve.

lomplexity a
~/

SHADOW THIEF

PLAY STYLE:

Poison foes, steal resources, draw extra
cands, force oppanents to discard, and
tede in the shadows. The langer the
game goes, the stronger you get.

Complexity: a
-




Dice Throne comes with 192 cards (32 perhera), & turn order cards (1 per hera), 30 dice (5 perhero), 6 hero beards (1 per herol, 6 combat point (CP) dials {1 per hera), 6 health dials (1 per heso},
72 status effect tokens, and § hero leaflets (1 per herol.
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TURNORDER (PHASES) ¢

N

f-game of Dice Theone is played over several ounds, each consisting of the following phases:

up KE Ep PHASE: Apply any applicable status effects during your Upkeep Phase {such as Poison o Bum),

I"co“! PHM!: Gain 7 CP (as long s you are below the 13 CF maximum) and draw 1card from the top of

your draw pile.

L H ] MAIN PHASE (": Play Main Phrase Actin cards, hero upgrade cards, and‘or sell cards {by placing them n the
discard pile from your heand for 1 CF each).

SEFENSEVE RWGLL FRA = It time tor mll some dice and activate some abllities! All of the
following steps are optional, except for the firstone:

T)Roll all 5 dice (1t mll)

2} Dptiomal: Set aside any dice that you would lie to keep, then re-rall the remainder (2nd rll).

3} Optionat: Set aside any dice that you would [ike 1o keep, then re-roll the remaindzr a final time (3rd roll].

4} Optional: Choose & activate a single ability whose Activation Requirement is satisfhed by the final outcome of the dice.

i < IFthere are mare than 2 players and the ability activated during the
Offensive Roll Phase requines a target, then asmgre die must be rolled in order to determine that target. Folbow the rubes listed
wilhin the Game Yariofions section to determine the results of the wil

« Ifyour cpponent deals damage as a result of their Offansive foll Fiase,
[hen ]ruur!}efersmﬂb.n‘r!y lia(mated (if multiple abilities are zvailable, thoose one before rolling). The notation “Cefensive Roll 1
means that ¥ numberof dice should be ralled a simple tiene, Then refer to the ability dascription to resolve the defense.

After rolling, all players have one final chance to play fofl Phase Action cards, Instant Action cards, or use applicable status effects
{such as Chior Fvasive).

Finally, @l offensive and defensive damage & dealt simultaneously.

(M) MAIN PHASE ()= mesecond boiopruse ates lace sfter combat condudes, b sotherwise idnicato the
first Maain Phase.

DISCARD PHASE: Before your tumn concludes, you must sell cards until you have § or fewer cards in hand.




GET TO KNOW YOUR HERO BOARD

PASSIVE
ABILITY

ABILITY
DESCRIPTION

ACTIVATION
REQUIREMENT

HOLY ATTACK

Heal 1, daal 5 dmg.

Gain 2CP.

fou may draw 1
card ot any time

Tor 3 CF per card,

RIGHTEOUS COMBAT

Dieal & dmag & roll 28:
Add 1508 + 20w dimg.
Galn 2% haalth

Gain 1x# CP.

ULTIMATE

HT

Heal 2, deal 8 dmg.

A%

MIGHTY PRAYER

On W,

draw 1 card.

ABILITY
NAME

| * RIGHTEOUS PRAYER

i OFFENSIVE

ABILITY
Prevent Tifi + W dmg,
Galin 1xe# CP.
) DEFENSIVE
ABILITY

[ ABILITY DESCRIPTION

An explanation of what should be dare if this ability was
activated successfully,

L

e
DEFENSIVE ABILITY

Dusing your Defensive Bl Phirse, rall the spedfied

number of dice a single time 10 defermine the sutcome

of your defense,

-\

ABILITY
o i o o= = 5

ACTIVATION OFFENSIVE ABILITY ULTIMATE ABILITY

REOU' HE"E"T During your Offensive Aoll Pliase, you may sake up to 3 rll Each hero possesses a unsgue Uitimate Ability that is

At the conclusion of your (fensive Roll Phase, a single attempts to activate an ability. activated by rolling all 6. This is always their most powerful

offensive ability may be activated (ifthe outcome of the ahility! Dice may he altered to prevent an (fmate fam

dice sufficiently satisfies the Activation Requirement]. successhully activating. Otherwise, na action of any kind
(defenze, cards, status effects, etc) may be performed by any

J J | vpponent until the ability fully completes s applies to
both the Targeting & Oefensive Roll Phases), The effects of an
N\ | Uttimate may be enhanced, but they cannot be prevented or

reduced.
N,

J
-
PASSIVE ABILITY
Fassive abilities are unique hero attributes that aren’t
conventionally “activated,” but rather are always available
(based on the ahility's description).
. S




1Ise this dial ta track the armaunt of damage taken over the coure of the game. Plavers can
heal up to a maximum of 10 points beyond their starting health. When a players health
reaches 0, they are defeated and remaved from the battlefield,

COMBAT POINTS (CP)

Lse this dial ta track the amaunt of (P yai have over the course of the game. Spand (P to
play cards & other effects.

STATUS EFFECT DEFINITIONS

Each hero has a companion leafiet that provides important information as you are
learning the game.

DACE KEY: A quick refesence t learm the probability of relling each kind of die face
symbol,

STATUS EFFECT DEFINITIONS: A detailed explanation of the effects of sach kind
of status effiect, whether it is positive (something you want] or negative | something you
ot want), and what the“stack limit"is.

o

- VAN /
'a ' 4 )

Status effect tokens can be gained or inflicted in various ways throughout the game.
They are sametimes beneficial (positive status effect] and sometimes harmful (negative
status effect).

Al status effects have a “stack limit* which specifies hiow many tokens of the same type
can be onany one hero at any time (unless a card or ability increases that stadk fimit),

A deseription of their effect can be found within the applicable hera's leaflet.

A status effect is Persistent if it doesnt ever go away inberently, but instead requires
some external cand or ability to cawse its removal.




HERO UPGRADE CARDS

Hero upgrade cards are identified by the 4 icon and include Otertsive, Defensive, and
Fussive upgrades, They are played directly onto your hero board, permanently improving a
previous wersion of the same ability for the duration of the game, These cards can ondy be
played during your Main Piase,

Heal W,

On W,

yommay also pravent
Vincemssg datus fivct.

N
r f o
ACTION CARDS CARD TIMING
(ands with 2 * icon are played, resalved, and then placed in the discand pile. The icon on the top-right of a card represents when a card can be played:
i ~
ROLL PHASE ACTION
Roll Phase Action cards may be played at any time.
during the Offensive, Defersive, anor Targeting
Feanl Phases of any player.
TRANSFERENCE!
-""HAIH PHASE FCOMN: May only be played on your awn tum during\\'
| Mafn Fhase (1} or {2}, )
\
7~
MAIN PHASE ACTION 8\
Main Phase Action cards may only be played during d/
your own Main Phase, TRANSFERENCE!
Tremstes one status effect
From target player ta ey,
other targat player.
. Cain 3 O
| INSTANT ICON: May be played at any time regardless of whose
tun it is orwhat is happening in the game.
N
rf’ S
INSTANT ACTION
Tnstant Action cards may be played withaut
restriction and at any time. The affects resolve GE’TAI;'N!G
irmmedsately and cannet be interrupted by prprm—
anything. Grin 2P
[ ROLL PHASE ICON: May be played on anyone's tum during the
Offersive, Targeting, andior Defensive fioll Phase. Ben after the dice
have finished ralling, thers is ane last chance to play these cards befoee
L \‘ti\e game proceads. _,_.u
- . S




Aifter sefecing a hero, each player should setup their play area as follows:
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PLAYING YOURFIRSTGAME

LIKE MOST GOOD STRATEGY GAMES, THERE IS A LEARNING CURVE TO DICE THRONE. }

To make this pracess as simple as possible, here are the recommended guidelines for your very first game:

+ Play Wl

« Eath player starts with 30 health (instead of the normal 50).

= Mo cards ar (P will be used (this means that the anly game phases that apply are the Offensive and Defensive Roll Phases).

- Eah player selects the Barbarian or Moon EIF (snge the strategy needed ta achieve victory with these heroesis mare straightiorward).

SETTING UP A NORMAL GAME

= Each player shuffles their dadk and draws 4 @rds,
= Eath player sets thelr starting Health to 50 and 0P 10 1.

« Determine whawill go first by each ralfing one die. Highest ol gaes first.
« The player who goes first must skip their income Fhase (for their first turnonly).
« The game is naw played ome turn at atime (sdbaring to the Turm Order section) until one player’s health reaches 0.




EXAMPLE OF A ROUND

~
SETUP:
The game type is 11, Moon B vs. Barbarian, with the standard 50 health and 2 CF to start.

Maon B alled higher, so she goes first.

They start the game by each drawing 4 cards:

MOON ELF'S TURN
ke skips her income Phase and goes
directly into Main Phase (7).

She wants ko be able to play her Twice as Wild! card this tum, so she sells her
Transference! card and gains 1 more CF

~,

She could go for the small straight by re-rolling the 1 & 4 m hopes of getting Entangling
Shat or she could re-roll the 6 and go for one more # o get Govered Shat, But singe she has
e Tinice s Wild! card available, she decides to press her luck. She keeps the G= and goes
far her Ultirmare Abiity by re-rollimg the other four dice.

After hier second roll she has:
1 (2 B B
2 B

She could re-roll the 5in hopes of getting one more ¥ and activating Demising Shot, whith
wauld be the safier bet, but she keeps the two & and molls one more time since she can at
least activate Ecipse by using her wild card:

LT

Unénrtunately, she didn't get that additional € that she warted. But che plays Twice a
1t amypway and turns the two 55 into two &% to activate Eclipse:

The Barbarian has a chance to play st Action or
Ratl Phase Actian cards in response (like a Helping
Hand! card), but he doesr't have anything useful
cumrentty.

So her Offensive foll Phase concludes and now the Barbarian adds the Blind, Enfangle,
and forgeted status todens 1o the middle of his board {25 instructed to do so by the EIf's
Fefipse ability):




XAMPLE OF A ROUND (CONTINUED

10

-

Haw the Barbarian hegins the Defensive Roll Phase. He is receiving 7 damage from
Eclipse + 2 more becawse he's Targeted (for a total of 2 damage).

Using his Mhrick Sk defensive akility, he rolls 3 dice and gets:
"vil'v|

Thick Skir heals for 2 times the numbser of 8 rolled, for a total of 4in this case. $o he
receives 9 damage, but abso heals 4, for anet los of § health.

Both players have one final chance to play Aoll Fiase Actian cards, but neither of them
choose 10, 50 the Defensive Roll Phase concludes,

He redudes his health from 50 down to 45:

The Eif now has her second Main Plhase, but she has no cards she wants to play or sell, so
she congludes her tum,

BARBARIAN'S TURN:
The Barbarian has 3 status effects (Bhind, Ftamgle, & Targeted), @

but none have any effect during the Upkeep Phase. @ @

For the Income Phase, be gains 1
CPand draws 1 cand:

Itis now Main Phase (1), He pays 2 CPto play Smack if. This card is laid over the top of
Smack on his Hero Board and permanently improves that ability for the remainder of the
game. =

He now beging his 0ffen | Phase, He rolls all 5 dice and gets:

Since heis Enfmgied, he only gets 2 rolls instead of 3. 50 he deddes to play
it safe and g for more . He re-ralls the § & & and gets:

1 2 . 3 3
id B4 B4 B4 B4
He naw remaves the Entengled status effect token and is out of rolls. @

He cousld play his Try, Try Again! cand in zn attempt to turn the Tinto 2 3, which would result
In his attack becoming undefendable thanks to his Smack i upgrade, but he decides to save
the card for later.

He now has to resolve the Bling status effect, w0 he rolls one diz and gets
4 2. Bummer—his attack 1sa corplete failure!

But luckily bve hung an to that Ty, Ty
Agaier! card. Sohe spends 1 CPro play it:

He solls for the Blind again, and thistime getsa 1. Doh! He has one last chance, so he rolls
again and this time gets a 6—-whew, the aitack succeeds!

He now hias 9 damage going at the Moon B and concludes his Offensive foll Phase.

The Maon Eff begins the Defensive Roll Phase,

She uses her Missed e defensive ability
by rolling all five dice and gets:

She rolled # F, successfully preventing % damage (rounded up], which means she
prevented 5 of the  damage, and takes 4.

The Barhasian niw has his second Main Phiase, but he dossn't wish to play any additional
cards, 50 he concludes his tum.

TAKE THE THROME:

The game continwes in this fashion between the twa players until one of them ssocessfully
reduces their opparent's life to 8, thus daiming viciory and the Dice Throne for
themselves!




GAME VARIATIONS

OUR FAVORITE WAYS TO PLAY!

MULTIPLAYER VARIATIONS

rD:'re??uw phays best TvTar 2v2. However, we have inclided rules for additional variants to h (w;; )
cawter o brood range of game nights! - Eachteam sharesa single health paal, starting at 50.
+ Targeting Roll Phase:
tvi:z 1-2 targets the opponent on yaur left.
+ Bioth players start with 50 health. + 5B targets the opponent on yaur right.
+ Targeting foll Phase s skipped, + -4 1argets the opponent in-hetween them.
vi: vivi:
+ Each team shares a single health pool, starting at 50. + Each team sharesa single bealth pool, startingat 35.
+ Targeting Roll Phase: « Targeting Roll Phose:
« - targets the oppanent on your left, « [fthe outcome is 1-4, count around the table moving clockwise starting with the
+ 3-dtargets the oppanent on your right. dhosest oppanent on your left
= 5 allows the opponents to choose which of them you will target. + §-Ballows you to chosse your target,
\ 6 allows you to choose your target. J U J
betwieen teams,
GAME MODIFICATIONS FREE-FOR-ALL
GIMFI.IHE' R (—fmsm : i h
z it is one af the most vlatile way's fo play the game. Games can be owerin g
This variation can be used t play with children ar anyone ke who prefers a simpler heartbeat, but they can also be filled with fun negetiations and politicd
wersion of Dice Thione:
In all Free-for-all variations the “What the...2" e applies:
« Play vl

- Each player starts with 30 health instead of 50.

Mo cards ar CP will be used in this game. This means that the only game phases that apply

ane the (ffensive and Defensive Roll Phases.

+ Eachplayer selects the Barbarian or Moon EIf (since the strategy needed ta achieve victary
with these heres is mare straightfarwand & since these heres da ot need cands of (P to
play successtully).

HERC UPGRADE DECK:
This variation may be added to any other game type. It invalves separating 21l hero
upgrade cards into their awn draw plle. Whenever a card is to be drawn, the player may
choasa to draw from their hero upgrade deck or their action deck, This variation slightly
reduces the random-factor of the game and increases the strategic choices that can be
miade.

Thiis s a very fun variatian for advanced players, but itis not recommended unless all players

havea deep understanding of the game.
\_ P nq g y,

« Ifa player is defeated before their second turn, they immediately discard their hand,
draw & new cards, reset their (P to 2, and reset their Health 1o 10.
« M status effects and hero upgrads cards are remaved from the defeated player's board.

3 PLAYER FREE-FOR-ALL:

« Al players start with 30 health,

« Targering Ko Phose:
+ 1-3 targets the oppanent on your left.
+ 46 targets the opponent on your right,

4 PLAYER FREE-FOR-ALL:
« M players start with 25 health.
« Targeting Roil Phose:
- 1-2targets the opponent on your left.
+ 56 largets the upponent on your right,
« -4 tamets the opponent in-between hem.

3 PLAYER FREE-FOR-ALL:
= Al players start with 20 health.
« Targering Rolf Phase;
+ I the outcome is 1-4, count around the table maving clockwise starting on your left
tor see weha you will tamet
+ 5 allows you te target the oppanent an your left or your right.
+ Ballaws you te freely choose your oppanent.

6 PLAYER FREE-FOR-ALL:
« Ml players start with 20 health.
= Targeting Rol Phase:
« IF the owtcome 15 1-5, count around the table moving clockwise starting on your left
o see wrha you will tanget.

\. B allows you to freely choase your apponent. P,




GENERAL GLOS
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1/3/4/5-OF-A-KIND: A roll qualifies as a 4-of-a-kind (etc) when the required number of dice faces all show the same numerical value (e.g. 3-3-3-3). Having the same symbol does
nat qualify; it must be the same number,

ATTACK: An ‘attack” occurs when a player’s Offensive Sof Fhase targets another player with at least 1 dmg,

BATTLEFIELD: This s the area that contains all players within the game, When a players health reaches 0, they are removed fram the battiefield (1.e. only payers with at least 1 health
are eligible battiefield targets).

COLLATERAL: Damane thatis received indirectly (Le. an Offersive Roll Phase did not directly target an opponent). Collateral damage is always undefendable.

CP: "(ombat Points” [CP) are spent to play cards & other effects. 1CP is gained at the start of every tum (except for the first player’s first turn of the game). CF may also be gained by
selling cards (discarding them for 1 CP each).

GAIN: Mdd the specified token or (P to the hem who gained” it {ie. this token cannot be given to any other hero at the tme that it is gained).

HEAL: Increase health by the spedfied amount. Players can hezl up to @ maimum of 10 points beyond their starting health.

HEALTH: The amount of damage a player can withstand before they are defeated. When a player’s hiealth reaches 0, they are removed from the battlefield,
LARGE STRAVGHT: A roll qualifies as a Large Straighit when the numerical values of all five dice are in sequence (2.4, 1-2-3-4-5( 2-3-4-5-4).

MAIN PHASE ACTION: An action cand that may anly be played during yeur awn Main Phase.

ONM [SYMBOL: I s card or ahility reads "on [symbol].." (e.q. 0n J F /On ™, / On \PN), this implies that ot lenst those symbols must be ralled to receive the bensfit. No additional
benefitis gained by rolling mose symbols of the came type beyond the initial equirement.

PERSISTENT: A <tatus ffect is Persictent if it doesn’t ever go away inherently, but instead requires some external card or ability to cause its ramonal.
ROLL PHASE ACTIOM: & card that may be played during any porticn of any pﬂa‘_zer's Roll Phase {induding Offensive, Defensive, & Targeting Poll Phoses).
SELL: During your own Main Phase, any number of cards may be sold {discarded without effect) to gain asingle O (regardliess of the card’s (P cost) per card.
SMALL STRAVGHT: A roll qualifies as a Sarail Straight when the numerical values of four dice are in sequende (e.g. 1-2-3-4 / 1-3-4-5 / 3-4-5-6).
SPENT/SPEND: To spend a token means to discard it and then receive the benefit,

STACK LIMIT: All status effects have a "stack limit" which specifies how many tokens of the same type can be onany one hero at any time (unless a cand or ablity inmeases that statk
liFnit)..

STEAL: A player whosteals CP from another player removes CF from the tageted player while increasing their own CP by an equal amount. Unless the ability spedifies atherwise, the
targeted player must have the CP inorder for it to be stolen (1.e. this ability has no effect if the targeted player has 0 CPY.

THEN: When an ahility conains the word “then’, it implies 3 sequence of events {note that lasfart Action cards may be played inbetween this sequence].

ULTIMATE ABILITY: An opponent may play dice-altering cards to prevent an Uitimate from rolling successfully. Otherwise, the effects of the abiity happen in full and no oppanent
may take any action of any kind in response.

UNDEFENDABLE: Mo defensive rall abilities may be made aqainst an attack that is undefendalbile. However, other means of prevention (cards, status effects, etc) may still be utilized.
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WANT ADDITIONAL HEROES?
Many new heroes are coming o the Dice Throne imiverse in the near futurel Substribe to our newslatier o stay upto date with

Diice Thrane™ Is & copyright 2017 Mind Bottling Games, LLC. dicethrone.com



