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Welcome to Dinoverse, a simulation of a prehistoric world
where dinosaurs roam. It is here that you will learn how to
survive with your pd‘ck a

Will you be able to a

inst the changing lbnd%cape.

enough and ma

herd to your edt‘ra};h
your pack broken

\ | [y
In Dinoverse, player

attempt to score the

through manlpttlatln
‘the best combinatio
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own in the
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| example below.

FS"H‘E ecial way itrs'co e"p{) nts a
sho
1
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i { it int ZmajeE;gr ups:

rnivore.

|

O '@ Carnivore

RIVAL — Eat both adjacent Dinos.
EFEND — Discard the Eater instead.
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Events are part of a variant
game mode. Learn more
about it at page 14

Ifthis card is face up in the Herd, the
game ends immediately.

Before revealing cards, each player

chooses one of their Dinos to discard,

END OF A PREHISTORIC ERA Exile or place in the Herd in turn order.

(1 ¥

D i
When this card is revealed, the game '
ends at the end of this round. Oty
events Hiave noeffect. §

Ifthis card is face up in the Herd, the game |

- ends.Players withface up Horbivores mey g

take one final action in turn order. - |

Players it a face up Canivore score
6 points immediately. I

th

of
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[ ] i
Each player gets 1 E#g'to en at the start
of the game and may spend it/during.
their turn to take an additional action.

e




1. Choose a mixture of 3 Carnivores and 4 Herbivores
to play with. For 2 players, choose 2 Carnivores and 3
Herbivores instead. Take all copies of the chosen Dinos

and shuffle them by thelr type |

i i e
|~ CAMPTOSAURUS

P
STEGOSAURUS ¥

O r——
SPINOSAURUS Q‘

e =
VELDCIRAPTUR (2
=

B

\
% ] |
E" 3 TYRANNOSAURUS REX @)

|
|
|

For your‘fu*stlgéme,%uu pla.)c{ngjlﬁl.'n the} following
Dlnosaurs () i ‘ i i | i
3J5 playérs Tyrpnndlsaurluq , Spino aiurus:, llosaurus, :
Brachlosaqruls, Triceratops, Camptosaurus, Stegosaurus ‘

2 players: T"yrhn‘ncsdluruﬁ ex, Spihosaurus, Brachloéaurus
Camplosauruis, Steg'osaurus

, ‘
\
(4gj Bm""’s‘g:‘ 2 Randnmlv ufve each player a Dino
B } fro}m ‘each type (1 daranore and1
. Herbivore) to form thelr starting Pack.
‘ Aléo give each player 1 Egg token.

3. Shuffle the remaining Dinos together to form a deck. Reveal
5 cards from the top of the deck, alternating face up and down,
starting from down, to form the Herd.
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who loves di ‘\;Y)‘ =
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Player card, and you PLAYER

Dinoverse plays over several rounds until the Extinction

card is revealed. After the Extlinction card is revealed, play
continues until the last player has completed their turn. ‘




emmaror s |

At the start of each round, the First Player draws 2 cards
from the deck and chooses 1 card to discard face up or place
at the bottom of the deck face down. The other card is placed
at the end of the Herd facing the opposite direction from the
rightmost card. After this, the First Player takes their turn.

TRiceRATOPS. ® || TRICERATOPS & | VELOGRAPTOR @ |
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E. q As the First Player, | a Velociraptor. Yab dleclﬂe to
discard the Tnfeg]adfi : un_rauhe_enfi_n* the Herd.

T

T T i
e - —1
| - | 1 o |
PLASER TURN | | |
! ! ! f ! ! ol
During a‘pl:ay‘ptj:rt'urn, :theywel' 00s hof 5 actions to take. If
the player has an Egg token avaitable, it may also be spent
once to take a Z‘nd action after the Ist action i %s complete.
The actlons avallable to FlayerSIare as fo\llows
‘ 1
| |

Swap the positions of 2 cards in the Herd or your Pack,
they must face the same direction (i.e. face up card
with face up card, face down card with face down card).




VELOCIRAPTOR & — S SPINOSAURUS &
7% > - = s x — -
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THE HERD \ | \
| | | o ' +
i i | TRIBERATOP é&‘ /— s
E.g. You decided to Exchange and
reposition the Spinosaurus. In \c"“"
this case, you may switch it with | -
the Velaciraptor in the Herd or | S
with the Triceratops in your Pack. |
| | | | | L
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Look at 2 face down cards i erd, then place them

cards in th(:\: I-I’er‘d,fyou only look at whatever remains.

[ g —
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back where they were. If there are fewer than 2 face down
L
|
|

i
L

Chodse a: f.'-)‘cei up card an lilq‘ itL Tbe}n' choose a di‘fferent_

face down card in the Herd and flip it. If you cannot

perform either #art of this écﬂ‘ioh, skip it.
\ \ |

Add the top card of the deck to the end of the Herd
facing the opposite direction from the rightmost card.

7
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Pick up the cards in your Pack and draw a card from the
deck. From the 3 cards in your hand, choose 1to discard or
place to the bottom of the deck, 1to place face up in your
Pack and the last one to be placed face down in your Pack.

YOUR OLD PACK DISCARD
- : | -

\ | DbEck |
Edf You decided to redraw. Yo  Triceratops and a Sqinﬁsabrus,
and draw anew car : a Tyrannosa decide to discar th? S?inpsqurus,‘
|

place the Tyrannasaurus Rex face up and keep the Triceratops face down.

THen. fhel néx‘ pha)el% to t*\er eft takes thei th.'i'h#s }:o‘ntinues‘
until play goes back to|the player with the First Player card. = |
Check if the Extinction card has been revealed. If not, pass the |
First Player c:ar to th pia er o |1’h left and start a new round.

This section goes through concepts such as
‘the Herd’ and 'your Pack’ to provide a better
=] understanding of the game.
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‘ HOUR PACK l— VELOCIRAPTOR @

You are dealt 2 Dinos

(1 Herbivore and 1 Carnivore)

at the start of the game to
create your Pack. |
Each pack always cpnsi#ts or 2 Dinos, which ‘determine how

you score at the end‘l of the ghme There should allways be 1
Dino face up and 1 face own yg [ B qk Yqu may look at
the face down Dino Fn your Pack quﬁlng your turn.I before or

aﬂertakingyourbc ion.| | | [ 11| 1[]
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There is no lih|t to the number
of Dinos that can be in the
Herd. -

sy

|

| |
1 1
*You may not look at facé
down cards in the Herd unle

you take the Peek action,




This section goes through keywords that are found on the
Ability sections of the Dinos and what they mean. You should
always perform abilities wherever possible, if any part of an
ability cannot be performed s1|mply skip that part |
@ m | ] : EEREEEEE
e L | | |
[ ] |
Abilities tagged wi th ‘A L' take effect after the Dino
|s placed in the{ rf] fa ( . Pos=|bilmes
mclude when it \5j_Exg when it IS |
added via Fobu}a e. Thi ct when the
Dino is added to the H erlefret‘:t'.\, |
| [ g | | i : !

CAMPTOSAURUS ()|
| TR a %

THE HERD

E.g. You decule ta take an Exchanye action
and swap your Tyrannosaurus Rex from

your Pack with the Carnotaurus in the| =
Herd, This triggers the ‘ARRIVAL' ability of J 4
your Tyrannosaurus Rex and it eats the 2 t both adjacent Dinos. {
adjacent Dinos after it takes the place of e
the Carnotaurus.

YOUR PACK
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Choose a Dino to place in the Discard Pile. If the chosen
Dino is face down, flip it face up first.

E.g. Tyrannosaurus Rex’s ‘ARRIVAL’ ability allows it to ‘EAT the Dinos adjacent
to itself.

In this case, the face up
Camptosaurus is placed
wa  into the Discard Pile. The
d face down card will now
\ be flipped face up first...

A= | | |

|

|
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CAMPTOSAURUS (8 TYRANNOSAURUS REX @
- - =
\ x &Ly

272
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ARRIVAL — Eat both adjacent Dinos.
DEFEND — Discard the Eater instead.

@ Amsuswoerens |

e - f=—1

NN O s s == | J el ||
Abilities tégde& with ‘AMJEUEH or ‘DEFEND’ ita ke effect hoen
the Dino is t#réet dlb effect. "-Lc_él. i iti'e§‘ are
resolved before ‘EAT takes often prevent the

; I

I | [ | | -
mnofrn;n‘h%mhcatln ] i ! - -

|

T

However, ‘bEk:Ehg albilitigsglg nly ctivgiUtl-n_lt-i‘,Dint; is
already ‘fa#e}u# when targ ted by ‘E 'I"w‘lhi'e‘[A BUSH"

abilities are active when the Dino is flipped face up
when-targetéd:-b\ EAT. — -

o

[
| - L1 |
CAMPTOSAURUS (3% TYRANNOSAURUS REX &
SR | e B
|

From the previous example, the Tyr us Rex has eaten the Camptosaurus,
and is now flipping the face down card face up. T



CAMPTOSAURUS (3¢ TVRAOIORA S8 R, ) ANKYLOSAURUS
= Vi Fom e
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Place targeted ca‘rd at the“bd‘tt#nj o‘f the deck,

underneath

the Extlncllon card. If the card is face down,
‘ it. Thl$ qffect does ruﬁI trigge EeMd br Amb

|| — | 'JJ
1 Abilities!tdgg‘ed wm -/?wAKE' take effect when
PR e
 flipped face up uy| i
"when it is_il‘ﬁd‘ped face
Dino's non-‘EAT ability

=

do not look at
ush.; ,

11
he:ba(tolln of the

E
T,
>
o

ANKYLUSAURUS *ﬁ ’ ’5—‘
deck. Even \a Defend ability,
it does not trigger. | s
| | | ) [
After resolvi ilities involved in the action, the,
Ankylosaurus |i ftin the aftermath. |
| (]
. |
|
T
!
|

the Dino is
\

ffect. Possibilities include

another.

up by the FLIP action and i
'

LTI INAT TN

TYRANNOSAURUS REX @ ANKYLOSAURUS 8 |
&o

In this example, you chose a FLIP action and picked these 2 cards to flip.



. ARRIVAL Move 1 space laft or right,
then eat an adjacent Dino.

2 awake flip this face down.

You revealed a Spinosaurus! It has an ‘AWAKE’ ability that lets it move 1space and
eat an adjacent Dino befare fllp(Jlng it face down again. YDL{ perform the ability as
per below. | i

1
|
§ wove |
When a Dino ‘mpv'as,in the Hé!ﬁﬁ&?ﬁqpé positions \‘@/ith
f 4

a#‘l adjlac‘bn:t [?lriwo p:to tH[e mbe
d?e; rrol; c?unt [35(311 Xc action. |

|
I
|
T
|
1
| ARRIVAL  Move 1 space lef or right,
then eat an adjacent Dino.

I AWAKE  Then flip this face down.

| |

[

|
\ ——t ‘ ! by ! ! bt
In the previous éxamp}e, Spinos before eating an
adja+:ent Ulind‘. Yn%u r*w*ei to rhel%ft, owards Tyrannosaurus Rex ahd FATiH

RUS REX @ || i)

|
However, Tyrannosaurus Rex has a DEFE_ND: ability, which takes effect, discarding
Spinosaurus instead. Looks like T-Rex is still the apex predator after all.

1=



‘to your games. To do-so; |
_c%rdls frolm}th,e deck and 0

i

When the Extinction card is revealed,
the game‘ ends at the end of tr{\a\! rq}:uhdi
Ignore any effect that requires y ut
take cards from the top of the deck
laften tHis:is:rq‘v "':'_"‘ :
| T I I

'Yd‘u may %di’d the 3 Event to

Events face dlb'. n. Then pl
Ll

When an Event ca:i'd isjfacejup in the Herd, i:‘ollev instructions
on the card. If there are more than 1 Event card face up in the
Herd, only resolve the one that was revealed first. Events do
not count as Dinos for scoring purposes.

1«



It is possible to end the game with an Event in your Pack. In
this case, the Event scores 0 points and its effects do not apply.

Reveal all the face down cardls in the Herd. Everyone reveals
their face down Dinoland 1sc0|J|es for both Dinols in *heir Pack.
Any player that still has their Egg token scores 1 additional

point. Events may affect each player's scoring C'hqlck the
following pages ‘for detailed scoring or each Dino ’and Event.

|

[ |

[ s —— = -
i I

fo | ||
ices left or right

| and eat a Dino adjacent to it, ignoring any
1 Defend or Ambush effei‘:ts on that Dino.

7 points. Score 2 additional points
per Herbivore in the Discard Pile.
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TVRANNOSAURUS REX &

’i ARRIVAL: Eat both Dinos adjacent to it at

( "“; the same time.
" .

DEFEND: Discard the Eater instead.

; gount t!e number of:Dinqs in the Discard

s mors s the 1 Pile and subtract the number of Dinos
= ‘ n the Herd frdm‘ it. Shore‘z points
| mult plqed by thq resth e |

[ e
| | | |

\ REC

| I i

— L L
SPINOSAURUS &

/ e

ARRIVAL — Eat bot

rlght
n, flip
|
|
|

2 different options
rom the following: ‘Move 1 space left or
right’, ﬁeek at 2 cards in l,ihe Herd', ‘Eat

an adjacent Dind’. | }
| | i

~—Name a Dino being played. Treat your
Velociraptor as that Dino, but lose 2
points. All Velociraptors should be
= revealed first.
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ARRIVAL: Look at the top card of the deck,
you may discard it. If not, discard this
and place the card in this position face
down.

H\ 1]
4 points. Sc re3additibnal‘roints
p

er diff rénﬁ s}pe;cig‘,-s_of‘Di_n in the
Discard Pile. = = |
1 1 1

|
1 | |
| ‘ | |
‘ [_ T T ﬂ
| |
| ! i [ ]

| \ | ]
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de¢k<
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e |
-
|
|
gh the Discard |
our choice to the

wn. |
|
i N
< Awake

4 points per different sf:ecies !
of Dino'in the Herd.

+k palnts per unique Dino in the
Herd

O
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PARASAURO LOFHUS )

%

L OEFEND
2 AmBUsH

Exile the Eater instead.

———————
ANKYLO AURUS €))
I i

[mj

DEFEND/AMBUSH: Move Parasaurolophus 1
space away from the Eater if possible. If
it moves, it does not get eaten.

hg D s;ard _Pi[e.

+2 paints per Dino in the Herd.

ks

iG]

p|3 o=1d |
k. Place 1 of them face down
vhbrb t *h% Herd and return the
r é to the top of the deck in any

order. | \ i
I I I T T

Count the number of Dinos'in the Herd.
Score 2 points multiplied by the result.
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| —————
CAMPTOSAURUS (8%

f”" gt r"'M ARRIVAL/AWAKE: Take a Populate action or
T refresh your Egg token if it was already
. spent.

£ ARRIVAL Poplae, or Refesh your : | | | |
) e 17 points. g c! rt% Z;ad‘ditional plbints per

\
= ‘ Camptosaurus in the Herd.
f 1 i B e t

L

J

= T
o

ang %
HE

,
—— 8
o

__Each player with a face up
Herbivore in their Pack y
take 1final actioninturn =~ |
order, Then Jhe game e d# 1 }

Players wuth a fa#e up Carnlvore
score 6 addltlonawl points instead.



The game ends immediately when
this card is face up within the
Herd.

ENDGAME

Before revealing any cards, each
player chooses a Dino in their
Pack to discard, Exile or place in
the Herd.

| AsTERODS ]

ital Gains Studio
is product may be
yut specific

|

Game Deslgn Steve Ng S
Illustration and' Gradhlc DESW" ‘
Game Developmenl Ashley Wo‘p, Jaslyn L|m Xeo Lye Quinn Ouak Sam
Chang, Shawn Chan | | |

Honorary Producer: Blake York‘
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