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-~ D ' DINOVERSE

Welcome to Dinoverse, a simulation of a prehistoric world
where dinosaurs roam. It is here that you will learn how to
survive with your pack against the changing landscape.

Will you be able to adapt fast enough and manipulate the
herd to your advantage {:r wal the transformatlons leave

your pack broken? | | \ |

| | R | |
In Dinoverse, players take control of a Pack of 2 Dinosaurs,
and are attempting t;o _sc:ora the most pomts by the end of the

game through manipulatt:\g the Herd ancl flttlng yqur Pack
with the best combination of Dlho'éa'ur'é |
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V RIVAL Eat both adjacent Dinos.

2 |

i BUSH Discard the Eater instead ) ‘
7, \ 1
Vi N

+3 points for each Dino the 4
Discard Pile has more than |
the Herd. (Events don't count -
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EVENTS (3) _J

The end of the game is triggered
when an event is revealed.

Each event has different effects
when revealed.

game ends immediately.

Before revealing cards, each player
their

Ifthis card i face up in the Herd, the

When this card is revealed, the game l
ends atthe end of this round. Oth
events Have no effect

Ifthis card is face up in the Herd, the game
ends. Players wilh face up Herbivores ey g
) _take on inal action n ur order

Each player scores 4 addtional points

for each Carnivore in thei pack "

d to the bottom of the

of setup, its revelation

eyane. } 1 j
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Each player gets 1 Egg token at the start
i
of the game and may spend it during.
their turn to take an additional action.




GAME SETUP

Choose a mixture of 3 Carnivores and 4 Herbivores
to play with. For 2 players, choose 2 Carnivores and
3 Herbivores insteéd Téke all copies of ‘the ghosen

Dlnosaurs and\shuffle them bythelr type |
\ \ \
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Shuffle the remaining Dinosaurs together to

form a deck. Take 2 random cards from the deck
and shuffle them together with the 3 Events face
down, then place them at the bottom of the deck.



Reveal 5 cards from the top of the deck, alternating face
up and down, starting from down, to form the Herd. Then
place the Extinction card at the bottom of the deck.
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Dinoverse plays over several rounds, until 1 of the 3 Events
are revealed face up in the Herd, or until the Extinction
card is revealed. | |



[START oF RDUND]

At the start of each round, the First Player draws 2 cards
from the deck and chooses 1 card to discard face up. The
other is placed at the end of the Herd facing the opposite
direction from the rightmost card. After this, First Player
can make their move.
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E.g. As the First Player ou d)fau) a Tric and a Vel-‘ciraplor. You decide to

discard the Triceratops Fnd aii#he Velocir r face 'dn wn at *he end of the Herd.

T

[ | |
|
T

=

| |

| Ll 1

[PI_I\HER “nl.lﬁhi e

e e |

During a player; lmJn th#y cHoqse 1of5 acllqns to take. If

the player has an Egg token available, it may also be spent
to take a 2nd actlon afteﬁ lhe 1st act|on |s complete

The actions ava|lable to players are as follows

§ imaieain:

Swap the positions of 2 cards that are facing the same
direction in the Herd or your Pack. (i.e. face up card
with face up card, face down card with face down card).
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E.g. You decided to Exchange and | | . | "9/ ',
reposition the Spinosaurus. In : i é‘ v 5 N
this case, you may switch it with | | ~ —
the Velociraptor in the Herd or N>
with the Triceratops in your Pack
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Look at 2 face down pardsﬁm{haﬂend then place them

back where lhey were. If there are fewer
cards in the Herd you only look at wha}e
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than 2 face down
er r'femains.

Choose a face up card and fllp it. hen choose a different
face down card in the Herd and flip it. If you cannot

perform either part of this action, skip it.

@ PDPUI_I\TE]_

Add the top card of the deck to the end o

f the Herd

facing the opposite way from the rightmost card.
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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.

YUUR PACK NEW CARD DISCARD
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Eg, You decided to redraw—Ym t,—a—'ﬁ'rcerafopsmnd a Spinasaurus,

and draw a new card: a Tyrani to discard the Spinosaurus,
place the Tyrannasaurus Rex\fate pdnd%ebp%hd Tnceifarops‘ face down.

Then, the next play‘er to their ‘eft takps‘thel( turn This continues
until play goes back to the player with the First Player card.
Check if the Extmétlon card‘ has been revealed If not, pass the

First Player card to the player on the left and start a new round.

INCEPTS

This next section goes through concepts such
as 'the Herd' and ‘your Pack’ to provide a better
8 understanding of the game.



[ HOUR PACK ]_ { VELOCIRAPTOR (@ — -
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You are dealt 2 Dinosaurs

(1 Herbivore and 1 Carnivore)
at the start of the game to
create your Pack.

Each pack always consist of 2 Dinosaurs, which determine
how you score at the end of the game. There should always
be 1 Dinosaur face up and 1 face down in your Pack. You can
always look at the face doqu' Dinosaur in yoq‘r Pack during

your turn, before or afte‘f takling your action. :
| | | | | |
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ThE HERD |
The main group of dinosau:rs HTJ& |
to score the highésy‘ poir ts: ac #m t #hmr Dack Many
Dinosaurs’ abilities affect the HTP in \‘yalflous‘ w_ay;s, increasing

or reducing their numbers. %jjj_‘_ o |
| | | | |
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There is no limit to t‘he n‘pmb er
of Dinosaurs that can bein

the Herd. One of the ways the
game ends is when an Event
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card is face up anywhere in
the Herd.

*You may not look at face
down cards in the Herd unless
you take the Peek action. =]
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Events bring about the end of the game. While it is possible to
have Events in your Pack during the game, they do not provide
any effect unless they are placed into the Herd. It is also
possible to have multiple Events facedown within the Herd.

In this case, the first Event that is revealed within the Herd
takes precedence. If you end the game with an Event in your
Pack, it scores 0 points. '

[EXTINCTION] | ‘
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The inevitable that awaits the Dinosaurs. At the start of the
game, the Extinctioﬁ carh is ;.lal‘ce{d #t #hé b'otﬁom Ipf the deck.
Any cards placed at}the I‘)ottom;oﬁ‘, tH‘e ‘Ue‘tk vi‘h‘a ablllities or

actions should be placed under|Extinction. | |
I \ - Y——— [ [ |
When Extinction is Aevea‘led,rrhég‘aﬁqeo‘—eﬁds a‘fter Iﬂhe last
player of the round finisﬂ\e's th‘ieﬁr hurﬁ'n.:Ahy'ef‘#ec!sf that require
you to take cards from tl“\e IoP of the deck shPuld be ignored.

This section goes through keywords that are found

on the Ability sections of the Dinos and what they
mean. The section will make use of a Turn example

- to explain all the keywords found on the Dinosaurs.



@ ARRIVAL ]

Abilities tagged with ‘ARRIVAL’ take effect after the Dino
is placed in the Herd face up from outside. Possibilities
include when it is Exchanged from a ‘Pack, when it is
added via ‘Populate’. This does not take effect when the
Dino is added to the Herd by the ‘First Player’ effect.

- - CAMPTOSAURUS [ CARNOTAURUS (&

your Pack with the ar‘pnt urus in

Herd. This triggers the ‘A
your Tyrannosaurus
adjacent Dinosaurs after it t:
of the Carnotaurus.

Ta

Choose a Dino to place ] LL\erDlscard i’llé If the chosen
Dino is face down, fllp it fa#e up first. 1 il
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Tyrannosaurus Rex’s ‘ARRIVAL’ abllity allows it to ‘EAT the Dmasaurs adjacent
to itself.

CAMPTOSAURUS [ TYRANNOSAURUS REX @ - - In this case, the face up
& 3 & Camptosaurus is placed
e s = into the Discard Pile. The

f [ : —:\ face down card will now
ARRIVAL Eat both adjacent Dinos. be flipped face up first...

AMBUSH Discard the Eater instead

n



Z(i)é AMBUSH/DEFEND ]

Abilities tagged with ‘AMBUSH’ or ‘DEFEND’ take effect when
the Dinosaur is targeted by an ‘EAT effect. These abilities
are resolved before ‘EAT take effect and often prevents the
Dinosaur from being eaten. However, ‘DEFEND’ abilities are
only active if the Dinosaur is already face up when targeted
by ‘EAT while ‘AMBUSH'’ abilities are active when the
Dinosaur is flip‘ped face ‘pp’ when largetq‘d by ‘EAT.
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CAMPTOSAURUS [ TYRANNOSAURUS REX (@
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From the previous example, the Tyr. n#ﬁsim:bs Rex has eaten the Camptosaurus,
and is now flipping the irgcé down card face %g i ‘
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Oh no! It's the armored Ankylosaurus, with an AMBUSH’ ability that sends its eater
to the bottom of the deck instead.

ANKYLOSAURUS (8

After resolving all abilities involved
in the action, the Ankylosaurus is the
only Dinosaur left in the aftermath.
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@ AUWAKE ]

Abilities tagged with ‘AWAKE’ take effect when the Dino is
flipped face up by an non-‘EAT effect. Possibilities include
when it is flipped face up by the FLIP action and if another
Dino’s non-’EAT ability flips it face up.
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Move 1 space left or right,
£ Atve"  then eat an adjacent Dino.
Then flip this face down
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In this example, you chose a-FLrP étf/rtrbnﬂr)ckéd—fhese 2 cards to flip.
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You revealed a Splnasaurusl It has anl 'AWAKE’ abIlItM that lets it move 1space and
eat an adjacent Dino befare fllpplng ltI face dawn agawn You perfarm the ability as

per below. | ‘
T T T

G e

When a Dinosaur moves in the Herd, it swaps positions
with an adjacent Dinosaur up the the number of times as
stated. This does not count as an EXCHANGE action.
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o 1 Dranngsaun

When an'Even‘H:ard is face W

TYRANNOSAURUS REX (@

SPINOSAURUS (@

ARRWA\.

ace down.

Move 1space left or right,
jacent Dino.

In the previous example, Spinosaurus had to move 1 space before eating an
adjacent Dino. You move it to the left, towards Tyrannosauruszex and EAT it

REX @

] -
urus Rex has a DEFEND ability, whic
inosaurus instead. Looks like T-Rex is still the apex
f oof |

h takes
redator

d qca:j'diﬁg
rall.

| I (e | I ! 1
Herd, the end of game is triggered.
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Execute instruc!iolns ob the cérq‘] b'efbré }
scoring. If there al'e mbre t‘han 1 Event |
|

card face up in the Herd only resolve the
one that was revealed earlier.
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[EXTINCTION END]* (

When the Extinction card is revealed,

the game ends at the end of that round.
No Event cards take effect. If the
Extinction card is revealed while playing
out the effects of an Event card, ignore it.
Ignore any effect that requires you to draw
cards from the deck when this is revealed.
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Reveal all the face dbvsin card%_l—l@ﬁ E%eryqne reveals

their face down Dijnd‘ and s;un: )INOS i theilr Pack. Any

player that still has their Egg token scores |1 additional point.

Events may affect‘ﬂirH p A}'m 's pc‘p$1 "h:nr 'h% following
in

pages for detalleu Suorlng ror eac| o and I:vents

r \

DINOSAURS @f |

[ALchsmnus]

ALLOSAURUS (@ | After Allosaurus enters the Herd from outside,
it moves up to 2 spaces left or right and eats

a Dino adjacent to it, ignoring any Defend or
Ambush effects on that Dino.

SCORING
Count the number of Herbivores in the

Discard Pile. Score 2 points multiplied
by the result. s




EI"_-IRANNOSAI.IRI.IS RE)a

TYRANNOSAURUS REX | & AB:L:TH
After Tyrannosaurus Rex enters the Herd from

U pEse

Z (‘\'“ 7 g outside, it eats both Dinos adjacent to it at the

Y ‘(S_/{ same time. Tyrannosaurus Rex discards its
eater instead if it is eaten while face down.

F:?MNH‘ T
Count the number of Dinos in the Discard Pile

| ;and g‘uhtract:the numbér of Dinps in the Herd

; ;from:it. Score 3 points r‘hultiplied by the result.
| |

[ srinosaurus |
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SPINOSAURUS (@ ||

After Spinosaurus enters 'thg‘ Herd from

Y -

b h } outside orlis fli

\ lef i ats a Dino a:djacént toit.

1 i T |

f T T

} . 13 points, but loses q‘ points *ori each species of
|
|

‘Carn'vo\re\in the Herd that is not a Spinosaurus.
[ | |

d flace up, it moves 1 space
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| /After Velociraptor enters the Herd from

outside, look at the top card of the deck. If it is
an Herbivore, discard it. Otherwise, add it to
the end of the Herd.

SCORING

Count the number of Carnivores in the Herd

and Herbivores in the Discard Pile.

16 Score 3 points per set of each.



[CARNOTAURUS]

ABILITY
CARNOTAURUS (@ After Carnotaurus enters the Herd from

outside, look at the top card of the deck, you
may discard it. If not, discard the next card
without looking and place the first card back
on top of the deck.

SCORING

Count the number of different species in the

D|§card Plle Score 2 pomts multiplied by
; lhe‘ resu|lt — ‘

[ tricerRAToRs |
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r Triceratop. ent%rs| th‘e Herld from outside,

look at the top card of the deck hnd choose to

ut it lal he top or bo lnl:rn of lhnl deck.
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under the Extinction card. |
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After Brachiosaurus enters the Herd from
outside, look through the discard pile and add
a Dino of your choice to the end of the Herd.

SCORING

Count the number Herbivores in the

Herd. Score 3 points multiplied by

the result. Lrd

BRACHIOSAURUS 3




[PARASAURQLQPHUS]

PARASAUROLOPHUS [

5 oum
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ABILITY

When Parasaurolophus is targeted to be
Eaten, it moves 1 space away from the Eater
if possible. If it moves, it does not get eaten.

SCORING

13 points, but loses 4 points for each
Parasaurolophus in the Discard Pile
or uhder the Extmctlon Card.

[ANKgsLQSAuRus]

i i \
'"rus:is 'ar'ge‘ied to be Eaten,
the l?ottor'n ?f the deck instead.

Cq r ver oﬂ Carniv#res under the
incti d; score 3 points multiplied
e res en, coun number of
erbivores under xtinction card,

lose 1 point mu llﬂlled y thq‘ result.
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STEGOSAURUS [

8

|After Stegos_aurus en!ers the Herd fl’om
outside, look at the top card of the deck.
You may exchange it with your face down
Dino. If you do, take a Populate action.
SCORING

Count the number of Dinos in the Herd.
Score 2 points multiplied by the result.



[CAMPTQSAURUS ]
ABILITY

CAMPTOSAURUS (@) After Camptosaurus enters the Herd from

L

v P
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EVENTS

outside, take a Populate action or refresh
your Egg token if it was already spent.

aan 6 points, but earns 1 additional point
p;er Ca:mptosaurus in the Herd.
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- Each player with'a face up Carnivore

__in their Pack rhay t%ke_ 1 fin_lél action é’ :

‘ ‘ ‘HNE JOURNEY
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in turn order. Then the game ends.
e ! |
sc:l:lnlﬂc‘ e )
| |

Each player also scores |4 points

for each Herbivore in their Pack.
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Game Design: Steve Ng | I
Illustration and Graphic DeSIgn Trashzilla

IMMEDIATELY "
Each player with a face up Herbivore I
in their Pack may take 1 final action in N
turn order. Then the game ends.
SCORING

Each player also scores 4 points for

each Carnivore in their Pack. T

‘ \
MEDiATELY
The game e}nds ibme#ia‘tely v'{hgn *his
card is face up within the Herd. |

= [ L .
Beforé revealing ariy cards, e : e
chooses a Dino in their Pack &is:al‘d
or plaql:e :at thé tht{:mTﬂhFrAﬂrThé
(emaif\iri‘g Dino ~|.u:|e uble p 5in‘ﬁs.:
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Game Development: Ashley Woo Jaslyn Lim, Xeo| Lye Sam Chang,
Shawn Chan

Special Thanks: Alex Soong, Jeffrey Yip, Oh Chin Yang, Joel Lim, Loh Wan
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