
Las siguientes páginas están destinadas a jugadores 
avanzados y torneos.

Estos conocimientos no son necesarios para jugar 
de forma casual.


DAÑO TOTAL FINAL

De forma ocasional, calcular el Daño Total Final (la 
cantidad en la que reduces tu Dial de Salud al 
concluir la Fase de Tirada) puede volverse 
complejo cuando el Daño del Ataque Entrante se ve 
afectado por tu Habilidad Defensiva, cartas y 
Efectos de Estado jugados por ti y por tu Oponente.

Por suerte, puedes calcular fácilmente el Daño 
Total Final siguiendo los pasos que se indican a 
continuación, en el orden indicado, después de que 
ambos jugadores hayan terminado completamente 
de realizar Acciones:

1. DETERMINAR EL DAÑO ENTRANTE 

El Daño Entrante es la cantidad de Daño que se 
espera infligir en cualquier momento de la partida. 
Lo más frecuente es que este Daño provenga de 
Habilidades Ofensivas y Defensivas, pero el Daño 
Entrante también puede provenir de Efectos de 
Estado como la Bomba de Relojería    de la Viuda 
Negra o la Bolsa de Trucos     de Loki.


2. SUMAS Y RESTAS (SUBTOTAL)

Ahora aplicamos cualquier cosa que utilice sumas o 
restas para afectar al Daño Entrante. Las 
Habilidades Defensivas, los Efectos de Estado o las 
cartas que restarían (impedirían) o sumarían una 
cantidad específica de Daño se aplican al Daño 
Entrante durante este paso. El resultado se 
denomina Subtotal de Daño Entrante.


3. MULTIPLICACIONES Y DIVISIONES 

(TOTAL FINAL) 

Por último, calcula todo lo que afecte al Daño 
Entrante utilizando la multiplicación o la división. 
Todas las divisiones y multiplicaciones se aplican 
al final, independientemente del orden en que se 
activaron las cartas, los Efectos de Estado o las 
Habilidades Defensivas.

Además, en el caso de que necesites usar más de un 
multiplicador, cada multiplicador se calcula 
independientemente usando el Subtotal de Daño 
Entrante original determinado por el Paso 2.

Cualquier otra cosa que utilice Daño Entrante como 
parte de un cálculo de multiplicación o división 
(por ejemplo, el Efecto de Estado Agilidad    de la 
Viuda Negra) también se calcula en este momento.


EJEMPLO

DOCTOR STRANGE VS VIUDA NEGRA 

A continuación se muestra un ejemplo de una serie 
de Eventos que ocurren durante la Fase de Tirada 
Ofensiva y Defensiva entre el Doctor Strange 
(Atacante) y la Viuda Negra (Defensora).


1. El Doctor Strange activa su Habilidad Ofensiva 
Proyectiles Místicos, que infligirá   de Daño y le 
permitirá Lanzar un Conjuro. 

2. El Doctor Strange lanza un Conjuro que añade 
un. Modificador      al Daño.

3. La Viuda Negra gasta   Agilidad, su Efecto de 
Estado y obtiene un 1, lo que evita   del Daño 
Entrante.

4. La Viuda Negra activa su Habilidad Defensiva 
Sabotaje II, que evitará     de Daño e infligirá     de 
Daño.

5. El Doctor Extraño juega su carta de Modificador 
de Ataque Tentáculos de Hielo, que añade     Daño 
y le permite Lanzar otro Hechizo. 

6. El Doctor Strange lanza un Hechizo que añade 
un      al Daño.

7. La Viuda Negra gasta su segundo Efecto de 
Estado de     Agilidad y obtiene un 1, lo que evitará 
de nuevo     de Daño Entrante.

Acaban de pasar muchas cosas. Calculemos el 
Daño:

1. DETERMINAR EL DAÑO ENTRANTE

    Daño Entrante de los Proyectiles Místicos del 
Doctor Strange (Evento 1, arriba).

2. SUMAS Y RESTAS (SUBTOTAL) 


Daño Entrante (Evento 1 - Proyectiles Místicos)

dmg (Evento 2 - Hechizo)

dmg (Evento 4 - Sabotaje II) 

dmg (Evento 5 - Tentáculos de Hielo)

dmg (Evento 6 - Hechizo)


Daño Entrante (Subtotal)


3. MULTIPLICA Y DIVIDE 

(TOTAL FINAL) 

Determina el valor de cada multiplicador 
simultánea e independientemente (Nota: Toda 
división en Dice Throne se redondea siempre 
hacia arriba):

Evento 3 (Agilidad     ) =     (Subtotal) ÷ 2 = 

Evento 7 (Agilidad     ) =     (Subtotal) ÷ 2 =

Luego aplica todo esto al Subtotal:

     Daño Entrante -     -      = -1 Daño Entrante

Usando Agilidad     dos veces, la Viuda Negra evita 
todo el Daño, lo que significa que el Total Final de 
Daño que recibe es     .

Además, Doctor Strange recibirá    de Daño por la 
Habilidad Defensiva de Viuda Negra (Evento 4).
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The following is a detailed breakdown of each phase of a turn.  

1. UPKEEP PHASE 
Determine if any of your Status E!ects or Abilities 
activate during your Upkeep Phase. Then resolve 
these e!ects (note: this will not be applicable for 
most heroes during the beginning of the game).

If there are multiple e!ects, the Active Player may 
choose the order in which they are resolved.

All damage and/or healing e!ects are accumulated and 
are applied simultaneously at the conclusion of the 
phase.

2. INCOME PHASE 
Important: The Start Player skips the Income Phase of their 
"rst turn.

Increase your CP Dial by  (skip 
this step if you already have the 
maximum of ).
Draw  card from the top of your deck and add it to 
your hand. If your deck is empty, shu#e your Discard 
Pile to create a new deck.

4. OFFENSIVE ROLL PHASE 
During this phase, any player may choose to play 
Roll Phase Action cards after any step listed below.

Perform up to 3 Roll Attempts:
• Roll all 5 of your dice. 
• Optional: re-roll any number of dice.
• Optional: for a second time, reroll any number of dice.
When you are satis!ed with your roll, you may 
either:
• Announce the O!ensive Ability that you intend to 

Activate (your Final Dice Result must meet its Activation 
Requirement). Ask your opponent if they would like to 
alter your dice or allow the ability to activate successfully.

• Announce that you are not going to Activate an O!ensive 
Ability at all. 

• Tip: Activating a weak Attack against an opponent with 
a powerful Defensive Ability is not always advisable.

If you, a teammate, or an opponent have altered any 
of your dice at this point (e.g. someone played ‘Twice 
As Wild’), you may either: 
• Announce a di!erent O!ensive Ability based on the new 

Final Dice Results. 
• Return to step  of the O!ensive Roll Phase and use 

any remaining unused rerolls.

Activate the O!ensive Ability (if one was chosen):
• Determine its variable e!ects (some Abilities require 

additional steps to determine their full e!ects).
• Resolve any e!ects that do not require a target (e.g. gain 

Agility , gain Radiance , Heal , etc).

5. TARGETING ROLL PHASE  
If you have more than one opponent, you must determine your 
target.   
Note: Targeting an opponent still 
applies even if you have activated 
an ability that does no damage, 
but has e!ects that must be 
reconciled (e.g. ‘Web Shot’ in$icts 
Webbed ).
In King of the Hill variants, simply choose an opponent to Attack 
(see “King of the Hill” on page 11).
To decide who the Defender will be in 2v2 games:

Roll 1 die.
This die may be manipulated with cards, unless 
the Attack is an Ultimate Ability. Dice could have 
been manipulated before an Ultimate Ability is 
Activated, but as this is now the Targeting Roll 
Phase, the Ultimate Ability has already Activated and 
simply requires a target.
Determine the Defender who will be receiving the 
damage based on the result of your die roll:
• 1 or 2 - Target the opponent on your left.
• 3 or 4 - Target the opponent on your right.
• 5 - Your opponents choose which of them you target.
• 6 - Choose either opponent as your target.

Note: For targeting rules on other variants, visit: 
http://variants.dicethrone.com

6. DEFENSIVE ROLL PHASE 
If the Active Player’s O!ensive Roll Phase results in an 
Attack, then the Defender now begins the Defensive 
Roll Phase.

Resolve any e!ects from the O!ensive Ability 
that require a target and are not damage related  
(e.g. gain Bag of Tricks , in$ict Webbed , etc).
If the O!ensive Ability results in an Attack and if that 
Attack’s damage type is defendable, the Defender may 
activate their Defensive Ability.
Note: Most heroes only have 1 Defensive Ability. 
However, if a hero has 2, they must choose one now.
Defender performs one Roll Attempt with the indicated 
number of dice (e.g.  DEFENSE ROLL 1 1  means roll  
1 die).  

Based on the dice results, the Defender resolves all 
non-damage e!ects (e.g. gain Crackle , in$ict Time 
Bomb , draw , etc).

There is one last opportunity for any player to spend 
Status E!ects or play cards.

Finally, all damage, prevention, and/or healing e!ects are 
accumulated and are applied simultaneously at the 
conclusion of the Roll Phase.
Note: If all remaining players are simultaneously 
reduced to  health, the game is a draw.

7. MAIN PHASE (2) 
Identical to Main Phase (1).  

8. DISCARD PHASE
Sell cards from your hand, until you have 6 
or fewer cards.
Increase your CP Dial by  for each card 
sold (more expensive cards are not worth 
more ).

Place any sold cards onto your Discard Pile.

3. MAIN PHASE (1) 
Perform any of the options below in any order, and as many 
times as you like:

Sell any card
• Place  card from your hand onto your Discard Pile.
• Increase your CP Dial by  (all cards are worth  

when sold, no matter how much they cost to play).

Play Main Phase Action cards 
• Reduce your CP Dial by the  

cost shown on the left side of 
the card.

• Perform the described action(s).
• Place the card onto your Discard 

Pile.

Play Hero Upgrade cards 
• Reduce your CP Dial 

by the  cost shown 
on the left side of the card. 

• If you are upgrading from 
level II  to level III, only pay 
the di!erence in cost.

• Place the card onto the 
correspondingly named space 
on your Hero Board.
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Change the value of  
 one of your dice to a 6.

At this point you should have enough 
knowledge of how Dice Throne works to try 
out a 1v1 game. We recommend you return to 
this reference section when you have a question.
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At this point you should have enough 
knowledge of how Dice Throne works to try 
out a 1v1 game. We recommend you return to 
this reference section when you have a question.
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Occassionally, calculating a Final Total of damage (the amount 
you reduce your Health Dial by at the conclusion of the roll 
phase) can become complex when the Incoming Damage 
of the Attack is a!ected by your Defensive Ability, cards, and 
Status E!ects played by you and your opponent.

Luckily, you can easily calculate the Final Total by following 
the steps below, in the order shown, after both players are 
completely "nished taking actions:

1. DETERMINE INCOMING DAMAGE
Incoming Damage is the amount of Damage that is waiting to 
be dealt to you at any point during the game. Most frequently 
this damage comes from O!ensive and Defensive Abilities, but 
Incoming Damage can also come from Status E!ects like Black 
Widow’s Time Bomb  or Loki’s Bag of Tricks .

2. ADD & SUBTRACT (SUBTOTAL)
We now apply anything that used addition or subtraction to 
a!ect Incoming Damage. Defensive Abilities, Status E!ects, or 
cards that would subtract (prevent) or add a speci!c amount 
of damage are applied to Incoming Damage during this step.  
The result is called the Incoming Damage subtotal.  

3. MULTIPLY & DIVIDE (FINAL TOTAL)
Finally, calculate anything that a!ects Incoming Damage 
using multiplication or division. All division and multiplication 
is applied at the end, regardless of what order cards, Status 
E!ects, or Defensive Abilities were activated.  

Also, in the case that you need to calculate more than one 
multiplier, each multiplier is calculated independently using 
the original Incoming Damage Subtotal determined by Step 2. 

Anything else that uses Incoming Damage as part of a 
multiplication or division calculation (e.g. Black Widow’s  
Agility  Status E!ect) is also calculated at this time.

EXAMPLE 
DOCTOR STRANGE VS BLACK WIDOW
Below is an example of a series of events that transpire 
during the O!ensive and Defensive Roll Phase between Doctor 
Strange (attacking) and Black Widow (defending).  

1. Doctor Strange activates his Mystic Bolts O!ensive Ability, 
which will deal  damage and allow him to Cast a Spell.

2. Doctor Strange casts a Spell that adds  dmg.
3. Black Widow spends her Agility  Status E!ect and 

successfully rolls a 1, which prevents  of the Incoming 
Damage.

4. Black Widow activates her Sabotage II Defensive Ability, 
which will prevent  dmg and deal  dmg.

5. Doctor Strange plays his Icy Tendrils Attack Modi"er card, 
which adds  dmg and allows him to Cast another Spell.

6. Doctor Strange casts a Spell that adds  dmg.
7. Black Widow spends her second Agility  status e!ect and 

successfully rolls a 1, which will again prevent  of the 
Incoming Damage.

DOCTOR STRANGE VS BLACK WIDOW 
(CONTINUED)
A lot of stu! just happened.  Let’s calculate damage:

1. DETERMINE INCOMING DAMAGE 
 Incoming Damage from Doctor Strange’s Mystic Bolts (Event 

1, above).

2. ADD & SUBTRACT (SUBTOTAL)
   Incoming Damage (Event 1 - Mystic Bolts)
   dmg (Event 2 - Spell)
 -  dmg (Event 4 - Sabotage II)
   dmg (Event 5 - Icy Tendrils)
   dmg (Event 6 - Spell)

 
   Incoming Damage (Subtotal) 

3. MULTIPLY & DIVIDE (FINAL TOTAL)
Determine the value of each multiplier simultaneously and 
independently (Note: all division in Dice Throne is always 
rounded up):

Event 3 (Agility ) =  (Subtotal) ÷ 2 =  
Event 7 (Agility ) =  (Subtotal) ÷ 2 = 
Then apply all of this to the Subtotal:

 Incoming Damage -  -  = -1 Incoming Damage

Using Agility  twice, Black Widow prevents all damage, which 
means the Final Total of damage she receives is .
Additionally, Doctor Strange will receive  dmg in return from 
Black Widow’s Defensive Ability (Event 4).

When multiple players perform Instant Actions that cause 
confusion as to whose action is resolved "rst, the player 
whose turn it is has priority, regardless of who initiated their 
action "rst. And remember, spending a Status E!ect token is 
considered an Instant Action. 
For example, if your opponent wants to avoid 
some of your Attack dmg by spending  
Agility , and then you play a Buh Bye  
(Instant Action card) to remove your 
opponent’s Agility , your card would 
resolve "rst, because it’s your turn.
Conversely, if your opponent has a  
Crackle  token when they Attack you, and you attempt to play 
a Buh Bye card to remove it, they may still spend that Crackle  
token successfully (because it’s their turn) and your Buh Bye card 
may not be played to remove that token.
The player whose turn it is takes precedent regardless of how 
many instants a player desires to use during an interaction.
Cards/abilities that are not considered “instant” are 
interruptable. For example, when you play a What Status 
E!ects card (Main Phase Action), your opponent may still spend 
valid Status E!ects before the card resolves completely (e.g. 
Electrokinesis ).
Note: When playing with more than two players, the player 
whose turn it is has "rst priority, followed by subsequent players 
in turn order. After all interruptions are complete, the previous 
order of play continues normally. 

Game design: Nate Chatellier, Manny Trembley, Gavan Brown
Game development: Nate Chatellier, John Heidrich
Graphic design: Gavan Brown, Gui Landgraf
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The following 2 pages are intended for 
advanced players and tournament play.   
This knowledge is not required to play the game casually.
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timing conflicts credits
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Occassionally, calculating a Final Total of damage (the amount 
you reduce your Health Dial by at the conclusion of the roll 
phase) can become complex when the Incoming Damage 
of the Attack is a!ected by your Defensive Ability, cards, and 
Status E!ects played by you and your opponent.

Luckily, you can easily calculate the Final Total by following 
the steps below, in the order shown, after both players are 
completely "nished taking actions:

1. DETERMINE INCOMING DAMAGE
Incoming Damage is the amount of Damage that is waiting to 
be dealt to you at any point during the game. Most frequently 
this damage comes from O!ensive and Defensive Abilities, but 
Incoming Damage can also come from Status E!ects like Black 
Widow’s Time Bomb  or Loki’s Bag of Tricks .

2. ADD & SUBTRACT (SUBTOTAL)
We now apply anything that used addition or subtraction to 
a!ect Incoming Damage. Defensive Abilities, Status E!ects, or 
cards that would subtract (prevent) or add a speci!c amount 
of damage are applied to Incoming Damage during this step.  
The result is called the Incoming Damage subtotal.  

3. MULTIPLY & DIVIDE (FINAL TOTAL)
Finally, calculate anything that a!ects Incoming Damage 
using multiplication or division. All division and multiplication 
is applied at the end, regardless of what order cards, Status 
E!ects, or Defensive Abilities were activated.  

Also, in the case that you need to calculate more than one 
multiplier, each multiplier is calculated independently using 
the original Incoming Damage Subtotal determined by Step 2. 

Anything else that uses Incoming Damage as part of a 
multiplication or division calculation (e.g. Black Widow’s  
Agility  Status E!ect) is also calculated at this time.

EXAMPLE 
DOCTOR STRANGE VS BLACK WIDOW
Below is an example of a series of events that transpire 
during the O!ensive and Defensive Roll Phase between Doctor 
Strange (attacking) and Black Widow (defending).  

1. Doctor Strange activates his Mystic Bolts O!ensive Ability, 
which will deal  damage and allow him to Cast a Spell.

2. Doctor Strange casts a Spell that adds  dmg.
3. Black Widow spends her Agility  Status E!ect and 

successfully rolls a 1, which prevents  of the Incoming 
Damage.

4. Black Widow activates her Sabotage II Defensive Ability, 
which will prevent  dmg and deal  dmg.

5. Doctor Strange plays his Icy Tendrils Attack Modi"er card, 
which adds  dmg and allows him to Cast another Spell.

6. Doctor Strange casts a Spell that adds  dmg.
7. Black Widow spends her second Agility  status e!ect and 

successfully rolls a 1, which will again prevent  of the 
Incoming Damage.

DOCTOR STRANGE VS BLACK WIDOW 
(CONTINUED)
A lot of stu! just happened.  Let’s calculate damage:

1. DETERMINE INCOMING DAMAGE 
 Incoming Damage from Doctor Strange’s Mystic Bolts (Event 

1, above).

2. ADD & SUBTRACT (SUBTOTAL)
   Incoming Damage (Event 1 - Mystic Bolts)
   dmg (Event 2 - Spell)
 -  dmg (Event 4 - Sabotage II)
   dmg (Event 5 - Icy Tendrils)
   dmg (Event 6 - Spell)

 
   Incoming Damage (Subtotal) 

3. MULTIPLY & DIVIDE (FINAL TOTAL)
Determine the value of each multiplier simultaneously and 
independently (Note: all division in Dice Throne is always 
rounded up):

Event 3 (Agility ) =  (Subtotal) ÷ 2 =  
Event 7 (Agility ) =  (Subtotal) ÷ 2 = 
Then apply all of this to the Subtotal:

 Incoming Damage -  -  = -1 Incoming Damage

Using Agility  twice, Black Widow prevents all damage, which 
means the Final Total of damage she receives is .
Additionally, Doctor Strange will receive  dmg in return from 
Black Widow’s Defensive Ability (Event 4).

When multiple players perform Instant Actions that cause 
confusion as to whose action is resolved "rst, the player 
whose turn it is has priority, regardless of who initiated their 
action "rst. And remember, spending a Status E!ect token is 
considered an Instant Action. 
For example, if your opponent wants to avoid 
some of your Attack dmg by spending  
Agility , and then you play a Buh Bye  
(Instant Action card) to remove your 
opponent’s Agility , your card would 
resolve "rst, because it’s your turn.
Conversely, if your opponent has a  
Crackle  token when they Attack you, and you attempt to play 
a Buh Bye card to remove it, they may still spend that Crackle  
token successfully (because it’s their turn) and your Buh Bye card 
may not be played to remove that token.
The player whose turn it is takes precedent regardless of how 
many instants a player desires to use during an interaction.
Cards/abilities that are not considered “instant” are 
interruptable. For example, when you play a What Status 
E!ects card (Main Phase Action), your opponent may still spend 
valid Status E!ects before the card resolves completely (e.g. 
Electrokinesis ).
Note: When playing with more than two players, the player 
whose turn it is has "rst priority, followed by subsequent players 
in turn order. After all interruptions are complete, the previous 
order of play continues normally. 
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And the BIGGEST thanks goes to you for purchasing 
this game and helping us to pursue our dream of 
creating Dice Throne.
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Discard 
Pile
(face up)

The following is a detailed breakdown of each phase of a turn.  

1. UPKEEP PHASE 
Determine if any of your Status E!ects or Abilities 
activate during your Upkeep Phase. Then resolve 
these e!ects (note: this will not be applicable for 
most heroes during the beginning of the game).

If there are multiple e!ects, the Active Player may 
choose the order in which they are resolved.

All damage and/or healing e!ects are accumulated and 
are applied simultaneously at the conclusion of the 
phase.

2. INCOME PHASE 
Important: The Start Player skips the Income Phase of their 
"rst turn.

Increase your CP Dial by  (skip 
this step if you already have the 
maximum of ).
Draw  card from the top of your deck and add it to 
your hand. If your deck is empty, shu#e your Discard 
Pile to create a new deck.

4. OFFENSIVE ROLL PHASE 
During this phase, any player may choose to play 
Roll Phase Action cards after any step listed below.

Perform up to 3 Roll Attempts:
• Roll all 5 of your dice. 
• Optional: re-roll any number of dice.
• Optional: for a second time, reroll any number of dice.
When you are satis!ed with your roll, you may 
either:
• Announce the O!ensive Ability that you intend to 

Activate (your Final Dice Result must meet its Activation 
Requirement). Ask your opponent if they would like to 
alter your dice or allow the ability to activate successfully.

• Announce that you are not going to Activate an O!ensive 
Ability at all. 

• Tip: Activating a weak Attack against an opponent with 
a powerful Defensive Ability is not always advisable.

If you, a teammate, or an opponent have altered any 
of your dice at this point (e.g. someone played ‘Twice 
As Wild’), you may either: 
• Announce a di!erent O!ensive Ability based on the new 

Final Dice Results. 
• Return to step  of the O!ensive Roll Phase and use 

any remaining unused rerolls.

Activate the O!ensive Ability (if one was chosen):
• Determine its variable e!ects (some Abilities require 

additional steps to determine their full e!ects).
• Resolve any e!ects that do not require a target (e.g. gain 

Agility , gain Radiance , Heal , etc).

5. TARGETING ROLL PHASE  
If you have more than one opponent, you must determine your 
target.   
Note: Targeting an opponent still 
applies even if you have activated 
an ability that does no damage, 
but has e!ects that must be 
reconciled (e.g. ‘Web Shot’ in$icts 
Webbed ).
In King of the Hill variants, simply choose an opponent to Attack 
(see “King of the Hill” on page 11).
To decide who the Defender will be in 2v2 games:

Roll 1 die.
This die may be manipulated with cards, unless 
the Attack is an Ultimate Ability. Dice could have 
been manipulated before an Ultimate Ability is 
Activated, but as this is now the Targeting Roll 
Phase, the Ultimate Ability has already Activated and 
simply requires a target.
Determine the Defender who will be receiving the 
damage based on the result of your die roll:
• 1 or 2 - Target the opponent on your left.
• 3 or 4 - Target the opponent on your right.
• 5 - Your opponents choose which of them you target.
• 6 - Choose either opponent as your target.

Note: For targeting rules on other variants, visit: 
http://variants.dicethrone.com

6. DEFENSIVE ROLL PHASE 
If the Active Player’s O!ensive Roll Phase results in an 
Attack, then the Defender now begins the Defensive 
Roll Phase.

Resolve any e!ects from the O!ensive Ability 
that require a target and are not damage related  
(e.g. gain Bag of Tricks , in$ict Webbed , etc).
If the O!ensive Ability results in an Attack and if that 
Attack’s damage type is defendable, the Defender may 
activate their Defensive Ability.
Note: Most heroes only have 1 Defensive Ability. 
However, if a hero has 2, they must choose one now.
Defender performs one Roll Attempt with the indicated 
number of dice (e.g.  DEFENSE ROLL 1 1  means roll  
1 die).  

Based on the dice results, the Defender resolves all 
non-damage e!ects (e.g. gain Crackle , in$ict Time 
Bomb , draw , etc).

There is one last opportunity for any player to spend 
Status E!ects or play cards.

Finally, all damage, prevention, and/or healing e!ects are 
accumulated and are applied simultaneously at the 
conclusion of the Roll Phase.
Note: If all remaining players are simultaneously 
reduced to  health, the game is a draw.

7. MAIN PHASE (2) 
Identical to Main Phase (1).  

8. DISCARD PHASE
Sell cards from your hand, until you have 6 
or fewer cards.
Increase your CP Dial by  for each card 
sold (more expensive cards are not worth 
more ).

Place any sold cards onto your Discard Pile.

3. MAIN PHASE (1) 
Perform any of the options below in any order, and as many 
times as you like:

Sell any card
• Place  card from your hand onto your Discard Pile.
• Increase your CP Dial by  (all cards are worth  

when sold, no matter how much they cost to play).

Play Main Phase Action cards 
• Reduce your CP Dial by the  

cost shown on the left side of 
the card.

• Perform the described action(s).
• Place the card onto your Discard 

Pile.

Play Hero Upgrade cards 
• Reduce your CP Dial 

by the  cost shown 
on the left side of the card. 

• If you are upgrading from 
level II  to level III, only pay 
the di!erence in cost.

• Place the card onto the 
correspondingly named space 
on your Hero Board.
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Gain 1 ×  Kinetic Energy  .

Gain Vibranium Suit  .

heart-shaped herb ii

combat        points

+1+1
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Gain Kinetic Energy .

Then deal  dmg.

Gain 2 Kinetic Energy .

Then deal  dmg.

Meteoric Punch II

SMALL STRAIGHT

LARGE STRAIGHT

×6×6

combat        points

+1+1
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Change the value of  
 one of your dice to a 6.

At this point you should have enough 
knowledge of how Dice Throne works to try 
out a 1v1 game. We recommend you return to 
this reference section when you have a question.
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Occassionally, calculating a Final Total of damage (the amount 
you reduce your Health Dial by at the conclusion of the roll 
phase) can become complex when the Incoming Damage 
of the Attack is a!ected by your Defensive Ability, cards, and 
Status E!ects played by you and your opponent.

Luckily, you can easily calculate the Final Total by following 
the steps below, in the order shown, after both players are 
completely "nished taking actions:

1. DETERMINE INCOMING DAMAGE
Incoming Damage is the amount of Damage that is waiting to 
be dealt to you at any point during the game. Most frequently 
this damage comes from O!ensive and Defensive Abilities, but 
Incoming Damage can also come from Status E!ects like Black 
Widow’s Time Bomb  or Loki’s Bag of Tricks .

2. ADD & SUBTRACT (SUBTOTAL)
We now apply anything that used addition or subtraction to 
a!ect Incoming Damage. Defensive Abilities, Status E!ects, or 
cards that would subtract (prevent) or add a speci!c amount 
of damage are applied to Incoming Damage during this step.  
The result is called the Incoming Damage subtotal.  

3. MULTIPLY & DIVIDE (FINAL TOTAL)
Finally, calculate anything that a!ects Incoming Damage 
using multiplication or division. All division and multiplication 
is applied at the end, regardless of what order cards, Status 
E!ects, or Defensive Abilities were activated.  

Also, in the case that you need to calculate more than one 
multiplier, each multiplier is calculated independently using 
the original Incoming Damage Subtotal determined by Step 2. 

Anything else that uses Incoming Damage as part of a 
multiplication or division calculation (e.g. Black Widow’s  
Agility  Status E!ect) is also calculated at this time.

EXAMPLE 
DOCTOR STRANGE VS BLACK WIDOW
Below is an example of a series of events that transpire 
during the O!ensive and Defensive Roll Phase between Doctor 
Strange (attacking) and Black Widow (defending).  

1. Doctor Strange activates his Mystic Bolts O!ensive Ability, 
which will deal  damage and allow him to Cast a Spell.

2. Doctor Strange casts a Spell that adds  dmg.
3. Black Widow spends her Agility  Status E!ect and 

successfully rolls a 1, which prevents  of the Incoming 
Damage.

4. Black Widow activates her Sabotage II Defensive Ability, 
which will prevent  dmg and deal  dmg.

5. Doctor Strange plays his Icy Tendrils Attack Modi"er card, 
which adds  dmg and allows him to Cast another Spell.

6. Doctor Strange casts a Spell that adds  dmg.
7. Black Widow spends her second Agility  status e!ect and 

successfully rolls a 1, which will again prevent  of the 
Incoming Damage.

DOCTOR STRANGE VS BLACK WIDOW 
(CONTINUED)
A lot of stu! just happened.  Let’s calculate damage:

1. DETERMINE INCOMING DAMAGE 
 Incoming Damage from Doctor Strange’s Mystic Bolts (Event 

1, above).

2. ADD & SUBTRACT (SUBTOTAL)
   Incoming Damage (Event 1 - Mystic Bolts)
   dmg (Event 2 - Spell)
 -  dmg (Event 4 - Sabotage II)
   dmg (Event 5 - Icy Tendrils)
   dmg (Event 6 - Spell)

 
   Incoming Damage (Subtotal) 

3. MULTIPLY & DIVIDE (FINAL TOTAL)
Determine the value of each multiplier simultaneously and 
independently (Note: all division in Dice Throne is always 
rounded up):

Event 3 (Agility ) =  (Subtotal) ÷ 2 =  
Event 7 (Agility ) =  (Subtotal) ÷ 2 = 
Then apply all of this to the Subtotal:

 Incoming Damage -  -  = -1 Incoming Damage

Using Agility  twice, Black Widow prevents all damage, which 
means the Final Total of damage she receives is .
Additionally, Doctor Strange will receive  dmg in return from 
Black Widow’s Defensive Ability (Event 4).

When multiple players perform Instant Actions that cause 
confusion as to whose action is resolved "rst, the player 
whose turn it is has priority, regardless of who initiated their 
action "rst. And remember, spending a Status E!ect token is 
considered an Instant Action. 
For example, if your opponent wants to avoid 
some of your Attack dmg by spending  
Agility , and then you play a Buh Bye  
(Instant Action card) to remove your 
opponent’s Agility , your card would 
resolve "rst, because it’s your turn.
Conversely, if your opponent has a  
Crackle  token when they Attack you, and you attempt to play 
a Buh Bye card to remove it, they may still spend that Crackle  
token successfully (because it’s their turn) and your Buh Bye card 
may not be played to remove that token.
The player whose turn it is takes precedent regardless of how 
many instants a player desires to use during an interaction.
Cards/abilities that are not considered “instant” are 
interruptable. For example, when you play a What Status 
E!ects card (Main Phase Action), your opponent may still spend 
valid Status E!ects before the card resolves completely (e.g. 
Electrokinesis ).
Note: When playing with more than two players, the player 
whose turn it is has "rst priority, followed by subsequent players 
in turn order. After all interruptions are complete, the previous 
order of play continues normally. 
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this game and helping us to pursue our dream of 
creating Dice Throne.
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In
st

an
t A

ct
io

n

PAN
T 07 v1 

2CP

BUH, BYE!

Remove a status e!ect token  from a chosen player.

The following 2 pages are intended for 
advanced players and tournament play.   
This knowledge is not required to play the game casually.

Final DMG Total

timing conflicts credits

14 15

Occassionally, calculating a Final Total of damage (the amount 
you reduce your Health Dial by at the conclusion of the roll 
phase) can become complex when the Incoming Damage 
of the Attack is a!ected by your Defensive Ability, cards, and 
Status E!ects played by you and your opponent.

Luckily, you can easily calculate the Final Total by following 
the steps below, in the order shown, after both players are 
completely "nished taking actions:

1. DETERMINE INCOMING DAMAGE
Incoming Damage is the amount of Damage that is waiting to 
be dealt to you at any point during the game. Most frequently 
this damage comes from O!ensive and Defensive Abilities, but 
Incoming Damage can also come from Status E!ects like Black 
Widow’s Time Bomb  or Loki’s Bag of Tricks .

2. ADD & SUBTRACT (SUBTOTAL)
We now apply anything that used addition or subtraction to 
a!ect Incoming Damage. Defensive Abilities, Status E!ects, or 
cards that would subtract (prevent) or add a speci!c amount 
of damage are applied to Incoming Damage during this step.  
The result is called the Incoming Damage subtotal.  

3. MULTIPLY & DIVIDE (FINAL TOTAL)
Finally, calculate anything that a!ects Incoming Damage 
using multiplication or division. All division and multiplication 
is applied at the end, regardless of what order cards, Status 
E!ects, or Defensive Abilities were activated.  

Also, in the case that you need to calculate more than one 
multiplier, each multiplier is calculated independently using 
the original Incoming Damage Subtotal determined by Step 2. 

Anything else that uses Incoming Damage as part of a 
multiplication or division calculation (e.g. Black Widow’s  
Agility  Status E!ect) is also calculated at this time.

EXAMPLE 
DOCTOR STRANGE VS BLACK WIDOW
Below is an example of a series of events that transpire 
during the O!ensive and Defensive Roll Phase between Doctor 
Strange (attacking) and Black Widow (defending).  

1. Doctor Strange activates his Mystic Bolts O!ensive Ability, 
which will deal  damage and allow him to Cast a Spell.

2. Doctor Strange casts a Spell that adds  dmg.
3. Black Widow spends her Agility  Status E!ect and 

successfully rolls a 1, which prevents  of the Incoming 
Damage.

4. Black Widow activates her Sabotage II Defensive Ability, 
which will prevent  dmg and deal  dmg.

5. Doctor Strange plays his Icy Tendrils Attack Modi"er card, 
which adds  dmg and allows him to Cast another Spell.

6. Doctor Strange casts a Spell that adds  dmg.
7. Black Widow spends her second Agility  status e!ect and 

successfully rolls a 1, which will again prevent  of the 
Incoming Damage.

DOCTOR STRANGE VS BLACK WIDOW 
(CONTINUED)
A lot of stu! just happened.  Let’s calculate damage:

1. DETERMINE INCOMING DAMAGE 
 Incoming Damage from Doctor Strange’s Mystic Bolts (Event 

1, above).

2. ADD & SUBTRACT (SUBTOTAL)
   Incoming Damage (Event 1 - Mystic Bolts)
   dmg (Event 2 - Spell)
 -  dmg (Event 4 - Sabotage II)
   dmg (Event 5 - Icy Tendrils)
   dmg (Event 6 - Spell)

 
   Incoming Damage (Subtotal) 

3. MULTIPLY & DIVIDE (FINAL TOTAL)
Determine the value of each multiplier simultaneously and 
independently (Note: all division in Dice Throne is always 
rounded up):

Event 3 (Agility ) =  (Subtotal) ÷ 2 =  
Event 7 (Agility ) =  (Subtotal) ÷ 2 = 
Then apply all of this to the Subtotal:

 Incoming Damage -  -  = -1 Incoming Damage

Using Agility  twice, Black Widow prevents all damage, which 
means the Final Total of damage she receives is .
Additionally, Doctor Strange will receive  dmg in return from 
Black Widow’s Defensive Ability (Event 4).

When multiple players perform Instant Actions that cause 
confusion as to whose action is resolved "rst, the player 
whose turn it is has priority, regardless of who initiated their 
action "rst. And remember, spending a Status E!ect token is 
considered an Instant Action. 
For example, if your opponent wants to avoid 
some of your Attack dmg by spending  
Agility , and then you play a Buh Bye  
(Instant Action card) to remove your 
opponent’s Agility , your card would 
resolve "rst, because it’s your turn.
Conversely, if your opponent has a  
Crackle  token when they Attack you, and you attempt to play 
a Buh Bye card to remove it, they may still spend that Crackle  
token successfully (because it’s their turn) and your Buh Bye card 
may not be played to remove that token.
The player whose turn it is takes precedent regardless of how 
many instants a player desires to use during an interaction.
Cards/abilities that are not considered “instant” are 
interruptable. For example, when you play a What Status 
E!ects card (Main Phase Action), your opponent may still spend 
valid Status E!ects before the card resolves completely (e.g. 
Electrokinesis ).
Note: When playing with more than two players, the player 
whose turn it is has "rst priority, followed by subsequent players 
in turn order. After all interruptions are complete, the previous 
order of play continues normally. 
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Occassionally, calculating a Final Total of damage (the amount 
you reduce your Health Dial by at the conclusion of the roll 
phase) can become complex when the Incoming Damage 
of the Attack is a!ected by your Defensive Ability, cards, and 
Status E!ects played by you and your opponent.

Luckily, you can easily calculate the Final Total by following 
the steps below, in the order shown, after both players are 
completely "nished taking actions:

1. DETERMINE INCOMING DAMAGE
Incoming Damage is the amount of Damage that is waiting to 
be dealt to you at any point during the game. Most frequently 
this damage comes from O!ensive and Defensive Abilities, but 
Incoming Damage can also come from Status E!ects like Black 
Widow’s Time Bomb  or Loki’s Bag of Tricks .

2. ADD & SUBTRACT (SUBTOTAL)
We now apply anything that used addition or subtraction to 
a!ect Incoming Damage. Defensive Abilities, Status E!ects, or 
cards that would subtract (prevent) or add a speci!c amount 
of damage are applied to Incoming Damage during this step.  
The result is called the Incoming Damage subtotal.  

3. MULTIPLY & DIVIDE (FINAL TOTAL)
Finally, calculate anything that a!ects Incoming Damage 
using multiplication or division. All division and multiplication 
is applied at the end, regardless of what order cards, Status 
E!ects, or Defensive Abilities were activated.  

Also, in the case that you need to calculate more than one 
multiplier, each multiplier is calculated independently using 
the original Incoming Damage Subtotal determined by Step 2. 

Anything else that uses Incoming Damage as part of a 
multiplication or division calculation (e.g. Black Widow’s  
Agility  Status E!ect) is also calculated at this time.

EXAMPLE 
DOCTOR STRANGE VS BLACK WIDOW
Below is an example of a series of events that transpire 
during the O!ensive and Defensive Roll Phase between Doctor 
Strange (attacking) and Black Widow (defending).  

1. Doctor Strange activates his Mystic Bolts O!ensive Ability, 
which will deal  damage and allow him to Cast a Spell.

2. Doctor Strange casts a Spell that adds  dmg.
3. Black Widow spends her Agility  Status E!ect and 

successfully rolls a 1, which prevents  of the Incoming 
Damage.

4. Black Widow activates her Sabotage II Defensive Ability, 
which will prevent  dmg and deal  dmg.

5. Doctor Strange plays his Icy Tendrils Attack Modi"er card, 
which adds  dmg and allows him to Cast another Spell.

6. Doctor Strange casts a Spell that adds  dmg.
7. Black Widow spends her second Agility  status e!ect and 

successfully rolls a 1, which will again prevent  of the 
Incoming Damage.

DOCTOR STRANGE VS BLACK WIDOW 
(CONTINUED)
A lot of stu! just happened.  Let’s calculate damage:

1. DETERMINE INCOMING DAMAGE 
 Incoming Damage from Doctor Strange’s Mystic Bolts (Event 

1, above).

2. ADD & SUBTRACT (SUBTOTAL)
   Incoming Damage (Event 1 - Mystic Bolts)
   dmg (Event 2 - Spell)
 -  dmg (Event 4 - Sabotage II)
   dmg (Event 5 - Icy Tendrils)
   dmg (Event 6 - Spell)

 
   Incoming Damage (Subtotal) 

3. MULTIPLY & DIVIDE (FINAL TOTAL)
Determine the value of each multiplier simultaneously and 
independently (Note: all division in Dice Throne is always 
rounded up):

Event 3 (Agility ) =  (Subtotal) ÷ 2 =  
Event 7 (Agility ) =  (Subtotal) ÷ 2 = 
Then apply all of this to the Subtotal:

 Incoming Damage -  -  = -1 Incoming Damage

Using Agility  twice, Black Widow prevents all damage, which 
means the Final Total of damage she receives is .
Additionally, Doctor Strange will receive  dmg in return from 
Black Widow’s Defensive Ability (Event 4).

When multiple players perform Instant Actions that cause 
confusion as to whose action is resolved "rst, the player 
whose turn it is has priority, regardless of who initiated their 
action "rst. And remember, spending a Status E!ect token is 
considered an Instant Action. 
For example, if your opponent wants to avoid 
some of your Attack dmg by spending  
Agility , and then you play a Buh Bye  
(Instant Action card) to remove your 
opponent’s Agility , your card would 
resolve "rst, because it’s your turn.
Conversely, if your opponent has a  
Crackle  token when they Attack you, and you attempt to play 
a Buh Bye card to remove it, they may still spend that Crackle  
token successfully (because it’s their turn) and your Buh Bye card 
may not be played to remove that token.
The player whose turn it is takes precedent regardless of how 
many instants a player desires to use during an interaction.
Cards/abilities that are not considered “instant” are 
interruptable. For example, when you play a What Status 
E!ects card (Main Phase Action), your opponent may still spend 
valid Status E!ects before the card resolves completely (e.g. 
Electrokinesis ).
Note: When playing with more than two players, the player 
whose turn it is has "rst priority, followed by subsequent players 
in turn order. After all interruptions are complete, the previous 
order of play continues normally. 
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Occassionally, calculating a Final Total of damage (the amount 
you reduce your Health Dial by at the conclusion of the roll 
phase) can become complex when the Incoming Damage 
of the Attack is a!ected by your Defensive Ability, cards, and 
Status E!ects played by you and your opponent.

Luckily, you can easily calculate the Final Total by following 
the steps below, in the order shown, after both players are 
completely "nished taking actions:

1. DETERMINE INCOMING DAMAGE
Incoming Damage is the amount of Damage that is waiting to 
be dealt to you at any point during the game. Most frequently 
this damage comes from O!ensive and Defensive Abilities, but 
Incoming Damage can also come from Status E!ects like Black 
Widow’s Time Bomb  or Loki’s Bag of Tricks .

2. ADD & SUBTRACT (SUBTOTAL)
We now apply anything that used addition or subtraction to 
a!ect Incoming Damage. Defensive Abilities, Status E!ects, or 
cards that would subtract (prevent) or add a speci!c amount 
of damage are applied to Incoming Damage during this step.  
The result is called the Incoming Damage subtotal.  

3. MULTIPLY & DIVIDE (FINAL TOTAL)
Finally, calculate anything that a!ects Incoming Damage 
using multiplication or division. All division and multiplication 
is applied at the end, regardless of what order cards, Status 
E!ects, or Defensive Abilities were activated.  

Also, in the case that you need to calculate more than one 
multiplier, each multiplier is calculated independently using 
the original Incoming Damage Subtotal determined by Step 2. 

Anything else that uses Incoming Damage as part of a 
multiplication or division calculation (e.g. Black Widow’s  
Agility  Status E!ect) is also calculated at this time.

EXAMPLE 
DOCTOR STRANGE VS BLACK WIDOW
Below is an example of a series of events that transpire 
during the O!ensive and Defensive Roll Phase between Doctor 
Strange (attacking) and Black Widow (defending).  

1. Doctor Strange activates his Mystic Bolts O!ensive Ability, 
which will deal  damage and allow him to Cast a Spell.

2. Doctor Strange casts a Spell that adds  dmg.
3. Black Widow spends her Agility  Status E!ect and 

successfully rolls a 1, which prevents  of the Incoming 
Damage.

4. Black Widow activates her Sabotage II Defensive Ability, 
which will prevent  dmg and deal  dmg.

5. Doctor Strange plays his Icy Tendrils Attack Modi"er card, 
which adds  dmg and allows him to Cast another Spell.

6. Doctor Strange casts a Spell that adds  dmg.
7. Black Widow spends her second Agility  status e!ect and 

successfully rolls a 1, which will again prevent  of the 
Incoming Damage.

DOCTOR STRANGE VS BLACK WIDOW 
(CONTINUED)
A lot of stu! just happened.  Let’s calculate damage:

1. DETERMINE INCOMING DAMAGE 
 Incoming Damage from Doctor Strange’s Mystic Bolts (Event 

1, above).

2. ADD & SUBTRACT (SUBTOTAL)
   Incoming Damage (Event 1 - Mystic Bolts)
   dmg (Event 2 - Spell)
 -  dmg (Event 4 - Sabotage II)
   dmg (Event 5 - Icy Tendrils)
   dmg (Event 6 - Spell)

 
   Incoming Damage (Subtotal) 

3. MULTIPLY & DIVIDE (FINAL TOTAL)
Determine the value of each multiplier simultaneously and 
independently (Note: all division in Dice Throne is always 
rounded up):

Event 3 (Agility ) =  (Subtotal) ÷ 2 =  
Event 7 (Agility ) =  (Subtotal) ÷ 2 = 
Then apply all of this to the Subtotal:

 Incoming Damage -  -  = -1 Incoming Damage

Using Agility  twice, Black Widow prevents all damage, which 
means the Final Total of damage she receives is .
Additionally, Doctor Strange will receive  dmg in return from 
Black Widow’s Defensive Ability (Event 4).

When multiple players perform Instant Actions that cause 
confusion as to whose action is resolved "rst, the player 
whose turn it is has priority, regardless of who initiated their 
action "rst. And remember, spending a Status E!ect token is 
considered an Instant Action. 
For example, if your opponent wants to avoid 
some of your Attack dmg by spending  
Agility , and then you play a Buh Bye  
(Instant Action card) to remove your 
opponent’s Agility , your card would 
resolve "rst, because it’s your turn.
Conversely, if your opponent has a  
Crackle  token when they Attack you, and you attempt to play 
a Buh Bye card to remove it, they may still spend that Crackle  
token successfully (because it’s their turn) and your Buh Bye card 
may not be played to remove that token.
The player whose turn it is takes precedent regardless of how 
many instants a player desires to use during an interaction.
Cards/abilities that are not considered “instant” are 
interruptable. For example, when you play a What Status 
E!ects card (Main Phase Action), your opponent may still spend 
valid Status E!ects before the card resolves completely (e.g. 
Electrokinesis ).
Note: When playing with more than two players, the player 
whose turn it is has "rst priority, followed by subsequent players 
in turn order. After all interruptions are complete, the previous 
order of play continues normally. 

Game design: Nate Chatellier, Manny Trembley, Gavan Brown
Game development: Nate Chatellier, John Heidrich
Graphic design: Gavan Brown, Gui Landgraf
Illustration: Manny Trembley, Nick Malara, Damien 
Mammoliti
Operations: Aaron Waltmann
MARVEL Product Design: Brian Ng
The OP Team: Amanda McKee, Casey Sershon, Maggie 
Matthews, Adam Sblendorio, Bridgette Reuther, Jake Davis
Trays & Storage: TrayForge, GameTrayz
Main rulebook editors: Simon Rourke, Aaron Hein, John 
Heidrich (and many others who helped)
Current Playtesters: John Heidrich, Kevin Heidrich, Rick 
May, Jonathan Herrera-Thomas, Nick Lem, Brandt  
Arganbright, Dino Pathoummahong, Thomas Dreves, Colin 
Weir, Daniel Dar, Drake Finney, Patrick Slyman, Javid Isayev, 
Je! Hoyt, Je!rey Jacobson, Michael Cox, Tomer Rosenbaum, 
Joel Smart, Niels Ehlen, and the whole Beta Team.
Special thanks: Kira Anne Peavley, Je!rey Jacobson, JP 
Décosse, Paul Saxberg, Aaron Hein, Blake Royall, Drake Finney, 
Jonathan Herrera-Thomas, Rick May, George Georgeadis, 
Thomas Chrétien, Somatone, Coded Cardboard and to anyone 
we missed who has helped us make Dice Throne a success.
For hero speci!c credits, see Hero Lea"ets.

And the BIGGEST thanks goes to you for purchasing 
this game and helping us to pursue our dream of 
creating Dice Throne.

Join our community:
http://community.dicethrone.com

In
st

an
t A

ct
io

n

PAN
T 07 v1 

2CP

BUH, BYE!

Remove a status e!ect token  from a chosen player.

The following 2 pages are intended for 
advanced players and tournament play.   
This knowledge is not required to play the game casually.

Final DMG Total

timing conflicts credits

14 15

Occassionally, calculating a Final Total of damage (the amount 
you reduce your Health Dial by at the conclusion of the roll 
phase) can become complex when the Incoming Damage 
of the Attack is a!ected by your Defensive Ability, cards, and 
Status E!ects played by you and your opponent.

Luckily, you can easily calculate the Final Total by following 
the steps below, in the order shown, after both players are 
completely "nished taking actions:

1. DETERMINE INCOMING DAMAGE
Incoming Damage is the amount of Damage that is waiting to 
be dealt to you at any point during the game. Most frequently 
this damage comes from O!ensive and Defensive Abilities, but 
Incoming Damage can also come from Status E!ects like Black 
Widow’s Time Bomb  or Loki’s Bag of Tricks .

2. ADD & SUBTRACT (SUBTOTAL)
We now apply anything that used addition or subtraction to 
a!ect Incoming Damage. Defensive Abilities, Status E!ects, or 
cards that would subtract (prevent) or add a speci!c amount 
of damage are applied to Incoming Damage during this step.  
The result is called the Incoming Damage subtotal.  

3. MULTIPLY & DIVIDE (FINAL TOTAL)
Finally, calculate anything that a!ects Incoming Damage 
using multiplication or division. All division and multiplication 
is applied at the end, regardless of what order cards, Status 
E!ects, or Defensive Abilities were activated.  

Also, in the case that you need to calculate more than one 
multiplier, each multiplier is calculated independently using 
the original Incoming Damage Subtotal determined by Step 2. 

Anything else that uses Incoming Damage as part of a 
multiplication or division calculation (e.g. Black Widow’s  
Agility  Status E!ect) is also calculated at this time.

EXAMPLE 
DOCTOR STRANGE VS BLACK WIDOW
Below is an example of a series of events that transpire 
during the O!ensive and Defensive Roll Phase between Doctor 
Strange (attacking) and Black Widow (defending).  

1. Doctor Strange activates his Mystic Bolts O!ensive Ability, 
which will deal  damage and allow him to Cast a Spell.

2. Doctor Strange casts a Spell that adds  dmg.
3. Black Widow spends her Agility  Status E!ect and 

successfully rolls a 1, which prevents  of the Incoming 
Damage.

4. Black Widow activates her Sabotage II Defensive Ability, 
which will prevent  dmg and deal  dmg.

5. Doctor Strange plays his Icy Tendrils Attack Modi"er card, 
which adds  dmg and allows him to Cast another Spell.

6. Doctor Strange casts a Spell that adds  dmg.
7. Black Widow spends her second Agility  status e!ect and 

successfully rolls a 1, which will again prevent  of the 
Incoming Damage.

DOCTOR STRANGE VS BLACK WIDOW 
(CONTINUED)
A lot of stu! just happened.  Let’s calculate damage:

1. DETERMINE INCOMING DAMAGE 
 Incoming Damage from Doctor Strange’s Mystic Bolts (Event 

1, above).

2. ADD & SUBTRACT (SUBTOTAL)
   Incoming Damage (Event 1 - Mystic Bolts)
   dmg (Event 2 - Spell)
 -  dmg (Event 4 - Sabotage II)
   dmg (Event 5 - Icy Tendrils)
   dmg (Event 6 - Spell)

 
   Incoming Damage (Subtotal) 

3. MULTIPLY & DIVIDE (FINAL TOTAL)
Determine the value of each multiplier simultaneously and 
independently (Note: all division in Dice Throne is always 
rounded up):

Event 3 (Agility ) =  (Subtotal) ÷ 2 =  
Event 7 (Agility ) =  (Subtotal) ÷ 2 = 
Then apply all of this to the Subtotal:

 Incoming Damage -  -  = -1 Incoming Damage

Using Agility  twice, Black Widow prevents all damage, which 
means the Final Total of damage she receives is .
Additionally, Doctor Strange will receive  dmg in return from 
Black Widow’s Defensive Ability (Event 4).

When multiple players perform Instant Actions that cause 
confusion as to whose action is resolved "rst, the player 
whose turn it is has priority, regardless of who initiated their 
action "rst. And remember, spending a Status E!ect token is 
considered an Instant Action. 
For example, if your opponent wants to avoid 
some of your Attack dmg by spending  
Agility , and then you play a Buh Bye  
(Instant Action card) to remove your 
opponent’s Agility , your card would 
resolve "rst, because it’s your turn.
Conversely, if your opponent has a  
Crackle  token when they Attack you, and you attempt to play 
a Buh Bye card to remove it, they may still spend that Crackle  
token successfully (because it’s their turn) and your Buh Bye card 
may not be played to remove that token.
The player whose turn it is takes precedent regardless of how 
many instants a player desires to use during an interaction.
Cards/abilities that are not considered “instant” are 
interruptable. For example, when you play a What Status 
E!ects card (Main Phase Action), your opponent may still spend 
valid Status E!ects before the card resolves completely (e.g. 
Electrokinesis ).
Note: When playing with more than two players, the player 
whose turn it is has "rst priority, followed by subsequent players 
in turn order. After all interruptions are complete, the previous 
order of play continues normally. 
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Discard 
Pile
(face up)

The following is a detailed breakdown of each phase of a turn.  

1. UPKEEP PHASE 
Determine if any of your Status E!ects or Abilities 
activate during your Upkeep Phase. Then resolve 
these e!ects (note: this will not be applicable for 
most heroes during the beginning of the game).

If there are multiple e!ects, the Active Player may 
choose the order in which they are resolved.

All damage and/or healing e!ects are accumulated and 
are applied simultaneously at the conclusion of the 
phase.

2. INCOME PHASE 
Important: The Start Player skips the Income Phase of their 
"rst turn.

Increase your CP Dial by  (skip 
this step if you already have the 
maximum of ).
Draw  card from the top of your deck and add it to 
your hand. If your deck is empty, shu#e your Discard 
Pile to create a new deck.

4. OFFENSIVE ROLL PHASE 
During this phase, any player may choose to play 
Roll Phase Action cards after any step listed below.

Perform up to 3 Roll Attempts:
• Roll all 5 of your dice. 
• Optional: re-roll any number of dice.
• Optional: for a second time, reroll any number of dice.
When you are satis!ed with your roll, you may 
either:
• Announce the O!ensive Ability that you intend to 

Activate (your Final Dice Result must meet its Activation 
Requirement). Ask your opponent if they would like to 
alter your dice or allow the ability to activate successfully.

• Announce that you are not going to Activate an O!ensive 
Ability at all. 

• Tip: Activating a weak Attack against an opponent with 
a powerful Defensive Ability is not always advisable.

If you, a teammate, or an opponent have altered any 
of your dice at this point (e.g. someone played ‘Twice 
As Wild’), you may either: 
• Announce a di!erent O!ensive Ability based on the new 

Final Dice Results. 
• Return to step  of the O!ensive Roll Phase and use 

any remaining unused rerolls.

Activate the O!ensive Ability (if one was chosen):
• Determine its variable e!ects (some Abilities require 

additional steps to determine their full e!ects).
• Resolve any e!ects that do not require a target (e.g. gain 

Agility , gain Radiance , Heal , etc).

5. TARGETING ROLL PHASE  
If you have more than one opponent, you must determine your 
target.   
Note: Targeting an opponent still 
applies even if you have activated 
an ability that does no damage, 
but has e!ects that must be 
reconciled (e.g. ‘Web Shot’ in$icts 
Webbed ).
In King of the Hill variants, simply choose an opponent to Attack 
(see “King of the Hill” on page 11).
To decide who the Defender will be in 2v2 games:

Roll 1 die.
This die may be manipulated with cards, unless 
the Attack is an Ultimate Ability. Dice could have 
been manipulated before an Ultimate Ability is 
Activated, but as this is now the Targeting Roll 
Phase, the Ultimate Ability has already Activated and 
simply requires a target.
Determine the Defender who will be receiving the 
damage based on the result of your die roll:
• 1 or 2 - Target the opponent on your left.
• 3 or 4 - Target the opponent on your right.
• 5 - Your opponents choose which of them you target.
• 6 - Choose either opponent as your target.

Note: For targeting rules on other variants, visit: 
http://variants.dicethrone.com

6. DEFENSIVE ROLL PHASE 
If the Active Player’s O!ensive Roll Phase results in an 
Attack, then the Defender now begins the Defensive 
Roll Phase.

Resolve any e!ects from the O!ensive Ability 
that require a target and are not damage related  
(e.g. gain Bag of Tricks , in$ict Webbed , etc).
If the O!ensive Ability results in an Attack and if that 
Attack’s damage type is defendable, the Defender may 
activate their Defensive Ability.
Note: Most heroes only have 1 Defensive Ability. 
However, if a hero has 2, they must choose one now.
Defender performs one Roll Attempt with the indicated 
number of dice (e.g.  DEFENSE ROLL 1 1  means roll  
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• Place  card from your hand onto your Discard Pile.
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Gain 1 ×  Kinetic Energy  .

Gain Vibranium Suit  .

heart-shaped herb ii

combat        points

+1+1

H
er

o 
U

pg
ra

de

PAN
T 22 v1 • ©

 MARVEL

2CP

Gain Kinetic Energy .

Then deal  dmg.

Gain 2 Kinetic Energy .

Then deal  dmg.

Meteoric Punch II

SMALL STRAIGHT

LARGE STRAIGHT

×6×6

combat        points

+1+1
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Change the value of  
 one of your dice to a 6.

At this point you should have enough 
knowledge of how Dice Throne works to try 
out a 1v1 game. We recommend you return to 
this reference section when you have a question.

turn breakdown
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Occassionally, calculating a Final Total of damage (the amount 
you reduce your Health Dial by at the conclusion of the roll 
phase) can become complex when the Incoming Damage 
of the Attack is a!ected by your Defensive Ability, cards, and 
Status E!ects played by you and your opponent.

Luckily, you can easily calculate the Final Total by following 
the steps below, in the order shown, after both players are 
completely "nished taking actions:

1. DETERMINE INCOMING DAMAGE
Incoming Damage is the amount of Damage that is waiting to 
be dealt to you at any point during the game. Most frequently 
this damage comes from O!ensive and Defensive Abilities, but 
Incoming Damage can also come from Status E!ects like Black 
Widow’s Time Bomb  or Loki’s Bag of Tricks .

2. ADD & SUBTRACT (SUBTOTAL)
We now apply anything that used addition or subtraction to 
a!ect Incoming Damage. Defensive Abilities, Status E!ects, or 
cards that would subtract (prevent) or add a speci!c amount 
of damage are applied to Incoming Damage during this step.  
The result is called the Incoming Damage subtotal.  

3. MULTIPLY & DIVIDE (FINAL TOTAL)
Finally, calculate anything that a!ects Incoming Damage 
using multiplication or division. All division and multiplication 
is applied at the end, regardless of what order cards, Status 
E!ects, or Defensive Abilities were activated.  

Also, in the case that you need to calculate more than one 
multiplier, each multiplier is calculated independently using 
the original Incoming Damage Subtotal determined by Step 2. 

Anything else that uses Incoming Damage as part of a 
multiplication or division calculation (e.g. Black Widow’s  
Agility  Status E!ect) is also calculated at this time.

EXAMPLE 
DOCTOR STRANGE VS BLACK WIDOW
Below is an example of a series of events that transpire 
during the O!ensive and Defensive Roll Phase between Doctor 
Strange (attacking) and Black Widow (defending).  

1. Doctor Strange activates his Mystic Bolts O!ensive Ability, 
which will deal  damage and allow him to Cast a Spell.

2. Doctor Strange casts a Spell that adds  dmg.
3. Black Widow spends her Agility  Status E!ect and 

successfully rolls a 1, which prevents  of the Incoming 
Damage.

4. Black Widow activates her Sabotage II Defensive Ability, 
which will prevent  dmg and deal  dmg.

5. Doctor Strange plays his Icy Tendrils Attack Modi"er card, 
which adds  dmg and allows him to Cast another Spell.

6. Doctor Strange casts a Spell that adds  dmg.
7. Black Widow spends her second Agility  status e!ect and 

successfully rolls a 1, which will again prevent  of the 
Incoming Damage.

DOCTOR STRANGE VS BLACK WIDOW 
(CONTINUED)
A lot of stu! just happened.  Let’s calculate damage:

1. DETERMINE INCOMING DAMAGE 
 Incoming Damage from Doctor Strange’s Mystic Bolts (Event 

1, above).

2. ADD & SUBTRACT (SUBTOTAL)
   Incoming Damage (Event 1 - Mystic Bolts)
   dmg (Event 2 - Spell)
 -  dmg (Event 4 - Sabotage II)
   dmg (Event 5 - Icy Tendrils)
   dmg (Event 6 - Spell)

 
   Incoming Damage (Subtotal) 

3. MULTIPLY & DIVIDE (FINAL TOTAL)
Determine the value of each multiplier simultaneously and 
independently (Note: all division in Dice Throne is always 
rounded up):

Event 3 (Agility ) =  (Subtotal) ÷ 2 =  
Event 7 (Agility ) =  (Subtotal) ÷ 2 = 
Then apply all of this to the Subtotal:

 Incoming Damage -  -  = -1 Incoming Damage

Using Agility  twice, Black Widow prevents all damage, which 
means the Final Total of damage she receives is .
Additionally, Doctor Strange will receive  dmg in return from 
Black Widow’s Defensive Ability (Event 4).

When multiple players perform Instant Actions that cause 
confusion as to whose action is resolved "rst, the player 
whose turn it is has priority, regardless of who initiated their 
action "rst. And remember, spending a Status E!ect token is 
considered an Instant Action. 
For example, if your opponent wants to avoid 
some of your Attack dmg by spending  
Agility , and then you play a Buh Bye  
(Instant Action card) to remove your 
opponent’s Agility , your card would 
resolve "rst, because it’s your turn.
Conversely, if your opponent has a  
Crackle  token when they Attack you, and you attempt to play 
a Buh Bye card to remove it, they may still spend that Crackle  
token successfully (because it’s their turn) and your Buh Bye card 
may not be played to remove that token.
The player whose turn it is takes precedent regardless of how 
many instants a player desires to use during an interaction.
Cards/abilities that are not considered “instant” are 
interruptable. For example, when you play a What Status 
E!ects card (Main Phase Action), your opponent may still spend 
valid Status E!ects before the card resolves completely (e.g. 
Electrokinesis ).
Note: When playing with more than two players, the player 
whose turn it is has "rst priority, followed by subsequent players 
in turn order. After all interruptions are complete, the previous 
order of play continues normally. 

Game design: Nate Chatellier, Manny Trembley, Gavan Brown
Game development: Nate Chatellier, John Heidrich
Graphic design: Gavan Brown, Gui Landgraf
Illustration: Manny Trembley, Nick Malara, Damien 
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And the BIGGEST thanks goes to you for purchasing 
this game and helping us to pursue our dream of 
creating Dice Throne.
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Occassionally, calculating a Final Total of damage (the amount 
you reduce your Health Dial by at the conclusion of the roll 
phase) can become complex when the Incoming Damage 
of the Attack is a!ected by your Defensive Ability, cards, and 
Status E!ects played by you and your opponent.

Luckily, you can easily calculate the Final Total by following 
the steps below, in the order shown, after both players are 
completely "nished taking actions:

1. DETERMINE INCOMING DAMAGE
Incoming Damage is the amount of Damage that is waiting to 
be dealt to you at any point during the game. Most frequently 
this damage comes from O!ensive and Defensive Abilities, but 
Incoming Damage can also come from Status E!ects like Black 
Widow’s Time Bomb  or Loki’s Bag of Tricks .

2. ADD & SUBTRACT (SUBTOTAL)
We now apply anything that used addition or subtraction to 
a!ect Incoming Damage. Defensive Abilities, Status E!ects, or 
cards that would subtract (prevent) or add a speci!c amount 
of damage are applied to Incoming Damage during this step.  
The result is called the Incoming Damage subtotal.  

3. MULTIPLY & DIVIDE (FINAL TOTAL)
Finally, calculate anything that a!ects Incoming Damage 
using multiplication or division. All division and multiplication 
is applied at the end, regardless of what order cards, Status 
E!ects, or Defensive Abilities were activated.  

Also, in the case that you need to calculate more than one 
multiplier, each multiplier is calculated independently using 
the original Incoming Damage Subtotal determined by Step 2. 

Anything else that uses Incoming Damage as part of a 
multiplication or division calculation (e.g. Black Widow’s  
Agility  Status E!ect) is also calculated at this time.

EXAMPLE 
DOCTOR STRANGE VS BLACK WIDOW
Below is an example of a series of events that transpire 
during the O!ensive and Defensive Roll Phase between Doctor 
Strange (attacking) and Black Widow (defending).  

1. Doctor Strange activates his Mystic Bolts O!ensive Ability, 
which will deal  damage and allow him to Cast a Spell.

2. Doctor Strange casts a Spell that adds  dmg.
3. Black Widow spends her Agility  Status E!ect and 

successfully rolls a 1, which prevents  of the Incoming 
Damage.

4. Black Widow activates her Sabotage II Defensive Ability, 
which will prevent  dmg and deal  dmg.

5. Doctor Strange plays his Icy Tendrils Attack Modi"er card, 
which adds  dmg and allows him to Cast another Spell.

6. Doctor Strange casts a Spell that adds  dmg.
7. Black Widow spends her second Agility  status e!ect and 

successfully rolls a 1, which will again prevent  of the 
Incoming Damage.

DOCTOR STRANGE VS BLACK WIDOW 
(CONTINUED)
A lot of stu! just happened.  Let’s calculate damage:
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 Incoming Damage from Doctor Strange’s Mystic Bolts (Event 

1, above).
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independently (Note: all division in Dice Throne is always 
rounded up):

Event 3 (Agility ) =  (Subtotal) ÷ 2 =  
Event 7 (Agility ) =  (Subtotal) ÷ 2 = 
Then apply all of this to the Subtotal:

 Incoming Damage -  -  = -1 Incoming Damage

Using Agility  twice, Black Widow prevents all damage, which 
means the Final Total of damage she receives is .
Additionally, Doctor Strange will receive  dmg in return from 
Black Widow’s Defensive Ability (Event 4).

When multiple players perform Instant Actions that cause 
confusion as to whose action is resolved "rst, the player 
whose turn it is has priority, regardless of who initiated their 
action "rst. And remember, spending a Status E!ect token is 
considered an Instant Action. 
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some of your Attack dmg by spending  
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(Instant Action card) to remove your 
opponent’s Agility , your card would 
resolve "rst, because it’s your turn.
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Crackle  token when they Attack you, and you attempt to play 
a Buh Bye card to remove it, they may still spend that Crackle  
token successfully (because it’s their turn) and your Buh Bye card 
may not be played to remove that token.
The player whose turn it is takes precedent regardless of how 
many instants a player desires to use during an interaction.
Cards/abilities that are not considered “instant” are 
interruptable. For example, when you play a What Status 
E!ects card (Main Phase Action), your opponent may still spend 
valid Status E!ects before the card resolves completely (e.g. 
Electrokinesis ).
Note: When playing with more than two players, the player 
whose turn it is has "rst priority, followed by subsequent players 
in turn order. After all interruptions are complete, the previous 
order of play continues normally. 
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Occassionally, calculating a Final Total of damage (the amount 
you reduce your Health Dial by at the conclusion of the roll 
phase) can become complex when the Incoming Damage 
of the Attack is a!ected by your Defensive Ability, cards, and 
Status E!ects played by you and your opponent.

Luckily, you can easily calculate the Final Total by following 
the steps below, in the order shown, after both players are 
completely "nished taking actions:

1. DETERMINE INCOMING DAMAGE
Incoming Damage is the amount of Damage that is waiting to 
be dealt to you at any point during the game. Most frequently 
this damage comes from O!ensive and Defensive Abilities, but 
Incoming Damage can also come from Status E!ects like Black 
Widow’s Time Bomb  or Loki’s Bag of Tricks .

2. ADD & SUBTRACT (SUBTOTAL)
We now apply anything that used addition or subtraction to 
a!ect Incoming Damage. Defensive Abilities, Status E!ects, or 
cards that would subtract (prevent) or add a speci!c amount 
of damage are applied to Incoming Damage during this step.  
The result is called the Incoming Damage subtotal.  

3. MULTIPLY & DIVIDE (FINAL TOTAL)
Finally, calculate anything that a!ects Incoming Damage 
using multiplication or division. All division and multiplication 
is applied at the end, regardless of what order cards, Status 
E!ects, or Defensive Abilities were activated.  

Also, in the case that you need to calculate more than one 
multiplier, each multiplier is calculated independently using 
the original Incoming Damage Subtotal determined by Step 2. 

Anything else that uses Incoming Damage as part of a 
multiplication or division calculation (e.g. Black Widow’s  
Agility  Status E!ect) is also calculated at this time.

EXAMPLE 
DOCTOR STRANGE VS BLACK WIDOW
Below is an example of a series of events that transpire 
during the O!ensive and Defensive Roll Phase between Doctor 
Strange (attacking) and Black Widow (defending).  

1. Doctor Strange activates his Mystic Bolts O!ensive Ability, 
which will deal  damage and allow him to Cast a Spell.

2. Doctor Strange casts a Spell that adds  dmg.
3. Black Widow spends her Agility  Status E!ect and 

successfully rolls a 1, which prevents  of the Incoming 
Damage.

4. Black Widow activates her Sabotage II Defensive Ability, 
which will prevent  dmg and deal  dmg.

5. Doctor Strange plays his Icy Tendrils Attack Modi"er card, 
which adds  dmg and allows him to Cast another Spell.

6. Doctor Strange casts a Spell that adds  dmg.
7. Black Widow spends her second Agility  status e!ect and 

successfully rolls a 1, which will again prevent  of the 
Incoming Damage.

DOCTOR STRANGE VS BLACK WIDOW 
(CONTINUED)
A lot of stu! just happened.  Let’s calculate damage:

1. DETERMINE INCOMING DAMAGE 
 Incoming Damage from Doctor Strange’s Mystic Bolts (Event 

1, above).
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Determine the value of each multiplier simultaneously and 
independently (Note: all division in Dice Throne is always 
rounded up):

Event 3 (Agility ) =  (Subtotal) ÷ 2 =  
Event 7 (Agility ) =  (Subtotal) ÷ 2 = 
Then apply all of this to the Subtotal:

 Incoming Damage -  -  = -1 Incoming Damage

Using Agility  twice, Black Widow prevents all damage, which 
means the Final Total of damage she receives is .
Additionally, Doctor Strange will receive  dmg in return from 
Black Widow’s Defensive Ability (Event 4).

When multiple players perform Instant Actions that cause 
confusion as to whose action is resolved "rst, the player 
whose turn it is has priority, regardless of who initiated their 
action "rst. And remember, spending a Status E!ect token is 
considered an Instant Action. 
For example, if your opponent wants to avoid 
some of your Attack dmg by spending  
Agility , and then you play a Buh Bye  
(Instant Action card) to remove your 
opponent’s Agility , your card would 
resolve "rst, because it’s your turn.
Conversely, if your opponent has a  
Crackle  token when they Attack you, and you attempt to play 
a Buh Bye card to remove it, they may still spend that Crackle  
token successfully (because it’s their turn) and your Buh Bye card 
may not be played to remove that token.
The player whose turn it is takes precedent regardless of how 
many instants a player desires to use during an interaction.
Cards/abilities that are not considered “instant” are 
interruptable. For example, when you play a What Status 
E!ects card (Main Phase Action), your opponent may still spend 
valid Status E!ects before the card resolves completely (e.g. 
Electrokinesis ).
Note: When playing with more than two players, the player 
whose turn it is has "rst priority, followed by subsequent players 
in turn order. After all interruptions are complete, the previous 
order of play continues normally. 
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you reduce your Health Dial by at the conclusion of the roll 
phase) can become complex when the Incoming Damage 
of the Attack is a!ected by your Defensive Ability, cards, and 
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be dealt to you at any point during the game. Most frequently 
this damage comes from O!ensive and Defensive Abilities, but 
Incoming Damage can also come from Status E!ects like Black 
Widow’s Time Bomb  or Loki’s Bag of Tricks .

2. ADD & SUBTRACT (SUBTOTAL)
We now apply anything that used addition or subtraction to 
a!ect Incoming Damage. Defensive Abilities, Status E!ects, or 
cards that would subtract (prevent) or add a speci!c amount 
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Also, in the case that you need to calculate more than one 
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the original Incoming Damage Subtotal determined by Step 2. 

Anything else that uses Incoming Damage as part of a 
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Agility  Status E!ect) is also calculated at this time.
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Then apply all of this to the Subtotal:

 Incoming Damage -  -  = -1 Incoming Damage

Using Agility  twice, Black Widow prevents all damage, which 
means the Final Total of damage she receives is .
Additionally, Doctor Strange will receive  dmg in return from 
Black Widow’s Defensive Ability (Event 4).

When multiple players perform Instant Actions that cause 
confusion as to whose action is resolved "rst, the player 
whose turn it is has priority, regardless of who initiated their 
action "rst. And remember, spending a Status E!ect token is 
considered an Instant Action. 
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(Instant Action card) to remove your 
opponent’s Agility , your card would 
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Crackle  token when they Attack you, and you attempt to play 
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may not be played to remove that token.
The player whose turn it is takes precedent regardless of how 
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Cards/abilities that are not considered “instant” are 
interruptable. For example, when you play a What Status 
E!ects card (Main Phase Action), your opponent may still spend 
valid Status E!ects before the card resolves completely (e.g. 
Electrokinesis ).
Note: When playing with more than two players, the player 
whose turn it is has "rst priority, followed by subsequent players 
in turn order. After all interruptions are complete, the previous 
order of play continues normally. 
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Occassionally, calculating a Final Total of damage (the amount 
you reduce your Health Dial by at the conclusion of the roll 
phase) can become complex when the Incoming Damage 
of the Attack is a!ected by your Defensive Ability, cards, and 
Status E!ects played by you and your opponent.

Luckily, you can easily calculate the Final Total by following 
the steps below, in the order shown, after both players are 
completely "nished taking actions:

1. DETERMINE INCOMING DAMAGE
Incoming Damage is the amount of Damage that is waiting to 
be dealt to you at any point during the game. Most frequently 
this damage comes from O!ensive and Defensive Abilities, but 
Incoming Damage can also come from Status E!ects like Black 
Widow’s Time Bomb  or Loki’s Bag of Tricks .

2. ADD & SUBTRACT (SUBTOTAL)
We now apply anything that used addition or subtraction to 
a!ect Incoming Damage. Defensive Abilities, Status E!ects, or 
cards that would subtract (prevent) or add a speci!c amount 
of damage are applied to Incoming Damage during this step.  
The result is called the Incoming Damage subtotal.  

3. MULTIPLY & DIVIDE (FINAL TOTAL)
Finally, calculate anything that a!ects Incoming Damage 
using multiplication or division. All division and multiplication 
is applied at the end, regardless of what order cards, Status 
E!ects, or Defensive Abilities were activated.  

Also, in the case that you need to calculate more than one 
multiplier, each multiplier is calculated independently using 
the original Incoming Damage Subtotal determined by Step 2. 

Anything else that uses Incoming Damage as part of a 
multiplication or division calculation (e.g. Black Widow’s  
Agility  Status E!ect) is also calculated at this time.

EXAMPLE 
DOCTOR STRANGE VS BLACK WIDOW
Below is an example of a series of events that transpire 
during the O!ensive and Defensive Roll Phase between Doctor 
Strange (attacking) and Black Widow (defending).  

1. Doctor Strange activates his Mystic Bolts O!ensive Ability, 
which will deal  damage and allow him to Cast a Spell.

2. Doctor Strange casts a Spell that adds  dmg.
3. Black Widow spends her Agility  Status E!ect and 

successfully rolls a 1, which prevents  of the Incoming 
Damage.

4. Black Widow activates her Sabotage II Defensive Ability, 
which will prevent  dmg and deal  dmg.

5. Doctor Strange plays his Icy Tendrils Attack Modi"er card, 
which adds  dmg and allows him to Cast another Spell.

6. Doctor Strange casts a Spell that adds  dmg.
7. Black Widow spends her second Agility  status e!ect and 

successfully rolls a 1, which will again prevent  of the 
Incoming Damage.

DOCTOR STRANGE VS BLACK WIDOW 
(CONTINUED)
A lot of stu! just happened.  Let’s calculate damage:

1. DETERMINE INCOMING DAMAGE 
 Incoming Damage from Doctor Strange’s Mystic Bolts (Event 

1, above).

2. ADD & SUBTRACT (SUBTOTAL)
   Incoming Damage (Event 1 - Mystic Bolts)
   dmg (Event 2 - Spell)
 -  dmg (Event 4 - Sabotage II)
   dmg (Event 5 - Icy Tendrils)
   dmg (Event 6 - Spell)

 
   Incoming Damage (Subtotal) 

3. MULTIPLY & DIVIDE (FINAL TOTAL)
Determine the value of each multiplier simultaneously and 
independently (Note: all division in Dice Throne is always 
rounded up):

Event 3 (Agility ) =  (Subtotal) ÷ 2 =  
Event 7 (Agility ) =  (Subtotal) ÷ 2 = 
Then apply all of this to the Subtotal:

 Incoming Damage -  -  = -1 Incoming Damage

Using Agility  twice, Black Widow prevents all damage, which 
means the Final Total of damage she receives is .
Additionally, Doctor Strange will receive  dmg in return from 
Black Widow’s Defensive Ability (Event 4).

When multiple players perform Instant Actions that cause 
confusion as to whose action is resolved "rst, the player 
whose turn it is has priority, regardless of who initiated their 
action "rst. And remember, spending a Status E!ect token is 
considered an Instant Action. 
For example, if your opponent wants to avoid 
some of your Attack dmg by spending  
Agility , and then you play a Buh Bye  
(Instant Action card) to remove your 
opponent’s Agility , your card would 
resolve "rst, because it’s your turn.
Conversely, if your opponent has a  
Crackle  token when they Attack you, and you attempt to play 
a Buh Bye card to remove it, they may still spend that Crackle  
token successfully (because it’s their turn) and your Buh Bye card 
may not be played to remove that token.
The player whose turn it is takes precedent regardless of how 
many instants a player desires to use during an interaction.
Cards/abilities that are not considered “instant” are 
interruptable. For example, when you play a What Status 
E!ects card (Main Phase Action), your opponent may still spend 
valid Status E!ects before the card resolves completely (e.g. 
Electrokinesis ).
Note: When playing with more than two players, the player 
whose turn it is has "rst priority, followed by subsequent players 
in turn order. After all interruptions are complete, the previous 
order of play continues normally. 
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multiplier, each multiplier is calculated independently using 
the original Incoming Damage Subtotal determined by Step 2. 
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Below is an example of a series of events that transpire 
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Then apply all of this to the Subtotal:
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Using Agility  twice, Black Widow prevents all damage, which 
means the Final Total of damage she receives is .
Additionally, Doctor Strange will receive  dmg in return from 
Black Widow’s Defensive Ability (Event 4).

When multiple players perform Instant Actions that cause 
confusion as to whose action is resolved "rst, the player 
whose turn it is has priority, regardless of who initiated their 
action "rst. And remember, spending a Status E!ect token is 
considered an Instant Action. 
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some of your Attack dmg by spending  
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(Instant Action card) to remove your 
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Crackle  token when they Attack you, and you attempt to play 
a Buh Bye card to remove it, they may still spend that Crackle  
token successfully (because it’s their turn) and your Buh Bye card 
may not be played to remove that token.
The player whose turn it is takes precedent regardless of how 
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Cards/abilities that are not considered “instant” are 
interruptable. For example, when you play a What Status 
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valid Status E!ects before the card resolves completely (e.g. 
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phase) can become complex when the Incoming Damage 
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the steps below, in the order shown, after both players are 
completely "nished taking actions:
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Incoming Damage is the amount of Damage that is waiting to 
be dealt to you at any point during the game. Most frequently 
this damage comes from O!ensive and Defensive Abilities, but 
Incoming Damage can also come from Status E!ects like Black 
Widow’s Time Bomb  or Loki’s Bag of Tricks .

2. ADD & SUBTRACT (SUBTOTAL)
We now apply anything that used addition or subtraction to 
a!ect Incoming Damage. Defensive Abilities, Status E!ects, or 
cards that would subtract (prevent) or add a speci!c amount 
of damage are applied to Incoming Damage during this step.  
The result is called the Incoming Damage subtotal.  

3. MULTIPLY & DIVIDE (FINAL TOTAL)
Finally, calculate anything that a!ects Incoming Damage 
using multiplication or division. All division and multiplication 
is applied at the end, regardless of what order cards, Status 
E!ects, or Defensive Abilities were activated.  

Also, in the case that you need to calculate more than one 
multiplier, each multiplier is calculated independently using 
the original Incoming Damage Subtotal determined by Step 2. 

Anything else that uses Incoming Damage as part of a 
multiplication or division calculation (e.g. Black Widow’s  
Agility  Status E!ect) is also calculated at this time.

EXAMPLE 
DOCTOR STRANGE VS BLACK WIDOW
Below is an example of a series of events that transpire 
during the O!ensive and Defensive Roll Phase between Doctor 
Strange (attacking) and Black Widow (defending).  

1. Doctor Strange activates his Mystic Bolts O!ensive Ability, 
which will deal  damage and allow him to Cast a Spell.

2. Doctor Strange casts a Spell that adds  dmg.
3. Black Widow spends her Agility  Status E!ect and 

successfully rolls a 1, which prevents  of the Incoming 
Damage.

4. Black Widow activates her Sabotage II Defensive Ability, 
which will prevent  dmg and deal  dmg.

5. Doctor Strange plays his Icy Tendrils Attack Modi"er card, 
which adds  dmg and allows him to Cast another Spell.

6. Doctor Strange casts a Spell that adds  dmg.
7. Black Widow spends her second Agility  status e!ect and 

successfully rolls a 1, which will again prevent  of the 
Incoming Damage.

DOCTOR STRANGE VS BLACK WIDOW 
(CONTINUED)
A lot of stu! just happened.  Let’s calculate damage:
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rounded up):

Event 3 (Agility ) =  (Subtotal) ÷ 2 =  
Event 7 (Agility ) =  (Subtotal) ÷ 2 = 
Then apply all of this to the Subtotal:

 Incoming Damage -  -  = -1 Incoming Damage

Using Agility  twice, Black Widow prevents all damage, which 
means the Final Total of damage she receives is .
Additionally, Doctor Strange will receive  dmg in return from 
Black Widow’s Defensive Ability (Event 4).

When multiple players perform Instant Actions that cause 
confusion as to whose action is resolved "rst, the player 
whose turn it is has priority, regardless of who initiated their 
action "rst. And remember, spending a Status E!ect token is 
considered an Instant Action. 
For example, if your opponent wants to avoid 
some of your Attack dmg by spending  
Agility , and then you play a Buh Bye  
(Instant Action card) to remove your 
opponent’s Agility , your card would 
resolve "rst, because it’s your turn.
Conversely, if your opponent has a  
Crackle  token when they Attack you, and you attempt to play 
a Buh Bye card to remove it, they may still spend that Crackle  
token successfully (because it’s their turn) and your Buh Bye card 
may not be played to remove that token.
The player whose turn it is takes precedent regardless of how 
many instants a player desires to use during an interaction.
Cards/abilities that are not considered “instant” are 
interruptable. For example, when you play a What Status 
E!ects card (Main Phase Action), your opponent may still spend 
valid Status E!ects before the card resolves completely (e.g. 
Electrokinesis ).
Note: When playing with more than two players, the player 
whose turn it is has "rst priority, followed by subsequent players 
in turn order. After all interruptions are complete, the previous 
order of play continues normally. 
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The following is a detailed breakdown of each phase of a turn.  

1. UPKEEP PHASE 
Determine if any of your Status E!ects or Abilities 
activate during your Upkeep Phase. Then resolve 
these e!ects (note: this will not be applicable for 
most heroes during the beginning of the game).

If there are multiple e!ects, the Active Player may 
choose the order in which they are resolved.

All damage and/or healing e!ects are accumulated and 
are applied simultaneously at the conclusion of the 
phase.

2. INCOME PHASE 
Important: The Start Player skips the Income Phase of their 
"rst turn.

Increase your CP Dial by  (skip 
this step if you already have the 
maximum of ).
Draw  card from the top of your deck and add it to 
your hand. If your deck is empty, shu#e your Discard 
Pile to create a new deck.

4. OFFENSIVE ROLL PHASE 
During this phase, any player may choose to play 
Roll Phase Action cards after any step listed below.

Perform up to 3 Roll Attempts:
• Roll all 5 of your dice. 
• Optional: re-roll any number of dice.
• Optional: for a second time, reroll any number of dice.
When you are satis!ed with your roll, you may 
either:
• Announce the O!ensive Ability that you intend to 

Activate (your Final Dice Result must meet its Activation 
Requirement). Ask your opponent if they would like to 
alter your dice or allow the ability to activate successfully.

• Announce that you are not going to Activate an O!ensive 
Ability at all. 

• Tip: Activating a weak Attack against an opponent with 
a powerful Defensive Ability is not always advisable.

If you, a teammate, or an opponent have altered any 
of your dice at this point (e.g. someone played ‘Twice 
As Wild’), you may either: 
• Announce a di!erent O!ensive Ability based on the new 

Final Dice Results. 
• Return to step  of the O!ensive Roll Phase and use 

any remaining unused rerolls.

Activate the O!ensive Ability (if one was chosen):
• Determine its variable e!ects (some Abilities require 

additional steps to determine their full e!ects).
• Resolve any e!ects that do not require a target (e.g. gain 

Agility , gain Radiance , Heal , etc).

5. TARGETING ROLL PHASE  
If you have more than one opponent, you must determine your 
target.   
Note: Targeting an opponent still 
applies even if you have activated 
an ability that does no damage, 
but has e!ects that must be 
reconciled (e.g. ‘Web Shot’ in$icts 
Webbed ).
In King of the Hill variants, simply choose an opponent to Attack 
(see “King of the Hill” on page 11).
To decide who the Defender will be in 2v2 games:

Roll 1 die.
This die may be manipulated with cards, unless 
the Attack is an Ultimate Ability. Dice could have 
been manipulated before an Ultimate Ability is 
Activated, but as this is now the Targeting Roll 
Phase, the Ultimate Ability has already Activated and 
simply requires a target.
Determine the Defender who will be receiving the 
damage based on the result of your die roll:
• 1 or 2 - Target the opponent on your left.
• 3 or 4 - Target the opponent on your right.
• 5 - Your opponents choose which of them you target.
• 6 - Choose either opponent as your target.

Note: For targeting rules on other variants, visit: 
http://variants.dicethrone.com

6. DEFENSIVE ROLL PHASE 
If the Active Player’s O!ensive Roll Phase results in an 
Attack, then the Defender now begins the Defensive 
Roll Phase.

Resolve any e!ects from the O!ensive Ability 
that require a target and are not damage related  
(e.g. gain Bag of Tricks , in$ict Webbed , etc).
If the O!ensive Ability results in an Attack and if that 
Attack’s damage type is defendable, the Defender may 
activate their Defensive Ability.
Note: Most heroes only have 1 Defensive Ability. 
However, if a hero has 2, they must choose one now.
Defender performs one Roll Attempt with the indicated 
number of dice (e.g.  DEFENSE ROLL 1 1  means roll  
1 die).  

Based on the dice results, the Defender resolves all 
non-damage e!ects (e.g. gain Crackle , in$ict Time 
Bomb , draw , etc).

There is one last opportunity for any player to spend 
Status E!ects or play cards.

Finally, all damage, prevention, and/or healing e!ects are 
accumulated and are applied simultaneously at the 
conclusion of the Roll Phase.
Note: If all remaining players are simultaneously 
reduced to  health, the game is a draw.

7. MAIN PHASE (2) 
Identical to Main Phase (1).  

8. DISCARD PHASE
Sell cards from your hand, until you have 6 
or fewer cards.
Increase your CP Dial by  for each card 
sold (more expensive cards are not worth 
more ).

Place any sold cards onto your Discard Pile.

3. MAIN PHASE (1) 
Perform any of the options below in any order, and as many 
times as you like:

Sell any card
• Place  card from your hand onto your Discard Pile.
• Increase your CP Dial by  (all cards are worth  

when sold, no matter how much they cost to play).

Play Main Phase Action cards 
• Reduce your CP Dial by the  

cost shown on the left side of 
the card.

• Perform the described action(s).
• Place the card onto your Discard 

Pile.

Play Hero Upgrade cards 
• Reduce your CP Dial 

by the  cost shown 
on the left side of the card. 

• If you are upgrading from 
level II  to level III, only pay 
the di!erence in cost.

• Place the card onto the 
correspondingly named space 
on your Hero Board.
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Change the value of  
 one of your dice to a 6.

At this point you should have enough 
knowledge of how Dice Throne works to try 
out a 1v1 game. We recommend you return to 
this reference section when you have a question.
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Occassionally, calculating a Final Total of damage (the amount 
you reduce your Health Dial by at the conclusion of the roll 
phase) can become complex when the Incoming Damage 
of the Attack is a!ected by your Defensive Ability, cards, and 
Status E!ects played by you and your opponent.

Luckily, you can easily calculate the Final Total by following 
the steps below, in the order shown, after both players are 
completely "nished taking actions:

1. DETERMINE INCOMING DAMAGE
Incoming Damage is the amount of Damage that is waiting to 
be dealt to you at any point during the game. Most frequently 
this damage comes from O!ensive and Defensive Abilities, but 
Incoming Damage can also come from Status E!ects like Black 
Widow’s Time Bomb  or Loki’s Bag of Tricks .

2. ADD & SUBTRACT (SUBTOTAL)
We now apply anything that used addition or subtraction to 
a!ect Incoming Damage. Defensive Abilities, Status E!ects, or 
cards that would subtract (prevent) or add a speci!c amount 
of damage are applied to Incoming Damage during this step.  
The result is called the Incoming Damage subtotal.  

3. MULTIPLY & DIVIDE (FINAL TOTAL)
Finally, calculate anything that a!ects Incoming Damage 
using multiplication or division. All division and multiplication 
is applied at the end, regardless of what order cards, Status 
E!ects, or Defensive Abilities were activated.  

Also, in the case that you need to calculate more than one 
multiplier, each multiplier is calculated independently using 
the original Incoming Damage Subtotal determined by Step 2. 

Anything else that uses Incoming Damage as part of a 
multiplication or division calculation (e.g. Black Widow’s  
Agility  Status E!ect) is also calculated at this time.

EXAMPLE 
DOCTOR STRANGE VS BLACK WIDOW
Below is an example of a series of events that transpire 
during the O!ensive and Defensive Roll Phase between Doctor 
Strange (attacking) and Black Widow (defending).  

1. Doctor Strange activates his Mystic Bolts O!ensive Ability, 
which will deal  damage and allow him to Cast a Spell.

2. Doctor Strange casts a Spell that adds  dmg.
3. Black Widow spends her Agility  Status E!ect and 

successfully rolls a 1, which prevents  of the Incoming 
Damage.

4. Black Widow activates her Sabotage II Defensive Ability, 
which will prevent  dmg and deal  dmg.

5. Doctor Strange plays his Icy Tendrils Attack Modi"er card, 
which adds  dmg and allows him to Cast another Spell.

6. Doctor Strange casts a Spell that adds  dmg.
7. Black Widow spends her second Agility  status e!ect and 

successfully rolls a 1, which will again prevent  of the 
Incoming Damage.

DOCTOR STRANGE VS BLACK WIDOW 
(CONTINUED)
A lot of stu! just happened.  Let’s calculate damage:

1. DETERMINE INCOMING DAMAGE 
 Incoming Damage from Doctor Strange’s Mystic Bolts (Event 

1, above).

2. ADD & SUBTRACT (SUBTOTAL)
   Incoming Damage (Event 1 - Mystic Bolts)
   dmg (Event 2 - Spell)
 -  dmg (Event 4 - Sabotage II)
   dmg (Event 5 - Icy Tendrils)
   dmg (Event 6 - Spell)

 
   Incoming Damage (Subtotal) 

3. MULTIPLY & DIVIDE (FINAL TOTAL)
Determine the value of each multiplier simultaneously and 
independently (Note: all division in Dice Throne is always 
rounded up):

Event 3 (Agility ) =  (Subtotal) ÷ 2 =  
Event 7 (Agility ) =  (Subtotal) ÷ 2 = 
Then apply all of this to the Subtotal:

 Incoming Damage -  -  = -1 Incoming Damage

Using Agility  twice, Black Widow prevents all damage, which 
means the Final Total of damage she receives is .
Additionally, Doctor Strange will receive  dmg in return from 
Black Widow’s Defensive Ability (Event 4).

When multiple players perform Instant Actions that cause 
confusion as to whose action is resolved "rst, the player 
whose turn it is has priority, regardless of who initiated their 
action "rst. And remember, spending a Status E!ect token is 
considered an Instant Action. 
For example, if your opponent wants to avoid 
some of your Attack dmg by spending  
Agility , and then you play a Buh Bye  
(Instant Action card) to remove your 
opponent’s Agility , your card would 
resolve "rst, because it’s your turn.
Conversely, if your opponent has a  
Crackle  token when they Attack you, and you attempt to play 
a Buh Bye card to remove it, they may still spend that Crackle  
token successfully (because it’s their turn) and your Buh Bye card 
may not be played to remove that token.
The player whose turn it is takes precedent regardless of how 
many instants a player desires to use during an interaction.
Cards/abilities that are not considered “instant” are 
interruptable. For example, when you play a What Status 
E!ects card (Main Phase Action), your opponent may still spend 
valid Status E!ects before the card resolves completely (e.g. 
Electrokinesis ).
Note: When playing with more than two players, the player 
whose turn it is has "rst priority, followed by subsequent players 
in turn order. After all interruptions are complete, the previous 
order of play continues normally. 
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And the BIGGEST thanks goes to you for purchasing 
this game and helping us to pursue our dream of 
creating Dice Throne.

Join our community:
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Occassionally, calculating a Final Total of damage (the amount 
you reduce your Health Dial by at the conclusion of the roll 
phase) can become complex when the Incoming Damage 
of the Attack is a!ected by your Defensive Ability, cards, and 
Status E!ects played by you and your opponent.

Luckily, you can easily calculate the Final Total by following 
the steps below, in the order shown, after both players are 
completely "nished taking actions:

1. DETERMINE INCOMING DAMAGE
Incoming Damage is the amount of Damage that is waiting to 
be dealt to you at any point during the game. Most frequently 
this damage comes from O!ensive and Defensive Abilities, but 
Incoming Damage can also come from Status E!ects like Black 
Widow’s Time Bomb  or Loki’s Bag of Tricks .

2. ADD & SUBTRACT (SUBTOTAL)
We now apply anything that used addition or subtraction to 
a!ect Incoming Damage. Defensive Abilities, Status E!ects, or 
cards that would subtract (prevent) or add a speci!c amount 
of damage are applied to Incoming Damage during this step.  
The result is called the Incoming Damage subtotal.  

3. MULTIPLY & DIVIDE (FINAL TOTAL)
Finally, calculate anything that a!ects Incoming Damage 
using multiplication or division. All division and multiplication 
is applied at the end, regardless of what order cards, Status 
E!ects, or Defensive Abilities were activated.  

Also, in the case that you need to calculate more than one 
multiplier, each multiplier is calculated independently using 
the original Incoming Damage Subtotal determined by Step 2. 

Anything else that uses Incoming Damage as part of a 
multiplication or division calculation (e.g. Black Widow’s  
Agility  Status E!ect) is also calculated at this time.

EXAMPLE 
DOCTOR STRANGE VS BLACK WIDOW
Below is an example of a series of events that transpire 
during the O!ensive and Defensive Roll Phase between Doctor 
Strange (attacking) and Black Widow (defending).  

1. Doctor Strange activates his Mystic Bolts O!ensive Ability, 
which will deal  damage and allow him to Cast a Spell.

2. Doctor Strange casts a Spell that adds  dmg.
3. Black Widow spends her Agility  Status E!ect and 

successfully rolls a 1, which prevents  of the Incoming 
Damage.

4. Black Widow activates her Sabotage II Defensive Ability, 
which will prevent  dmg and deal  dmg.

5. Doctor Strange plays his Icy Tendrils Attack Modi"er card, 
which adds  dmg and allows him to Cast another Spell.

6. Doctor Strange casts a Spell that adds  dmg.
7. Black Widow spends her second Agility  status e!ect and 

successfully rolls a 1, which will again prevent  of the 
Incoming Damage.

DOCTOR STRANGE VS BLACK WIDOW 
(CONTINUED)
A lot of stu! just happened.  Let’s calculate damage:

1. DETERMINE INCOMING DAMAGE 
 Incoming Damage from Doctor Strange’s Mystic Bolts (Event 

1, above).

2. ADD & SUBTRACT (SUBTOTAL)
   Incoming Damage (Event 1 - Mystic Bolts)
   dmg (Event 2 - Spell)
 -  dmg (Event 4 - Sabotage II)
   dmg (Event 5 - Icy Tendrils)
   dmg (Event 6 - Spell)

 
   Incoming Damage (Subtotal) 

3. MULTIPLY & DIVIDE (FINAL TOTAL)
Determine the value of each multiplier simultaneously and 
independently (Note: all division in Dice Throne is always 
rounded up):

Event 3 (Agility ) =  (Subtotal) ÷ 2 =  
Event 7 (Agility ) =  (Subtotal) ÷ 2 = 
Then apply all of this to the Subtotal:

 Incoming Damage -  -  = -1 Incoming Damage

Using Agility  twice, Black Widow prevents all damage, which 
means the Final Total of damage she receives is .
Additionally, Doctor Strange will receive  dmg in return from 
Black Widow’s Defensive Ability (Event 4).

When multiple players perform Instant Actions that cause 
confusion as to whose action is resolved "rst, the player 
whose turn it is has priority, regardless of who initiated their 
action "rst. And remember, spending a Status E!ect token is 
considered an Instant Action. 
For example, if your opponent wants to avoid 
some of your Attack dmg by spending  
Agility , and then you play a Buh Bye  
(Instant Action card) to remove your 
opponent’s Agility , your card would 
resolve "rst, because it’s your turn.
Conversely, if your opponent has a  
Crackle  token when they Attack you, and you attempt to play 
a Buh Bye card to remove it, they may still spend that Crackle  
token successfully (because it’s their turn) and your Buh Bye card 
may not be played to remove that token.
The player whose turn it is takes precedent regardless of how 
many instants a player desires to use during an interaction.
Cards/abilities that are not considered “instant” are 
interruptable. For example, when you play a What Status 
E!ects card (Main Phase Action), your opponent may still spend 
valid Status E!ects before the card resolves completely (e.g. 
Electrokinesis ).
Note: When playing with more than two players, the player 
whose turn it is has "rst priority, followed by subsequent players 
in turn order. After all interruptions are complete, the previous 
order of play continues normally. 
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The following is a detailed breakdown of each phase of a turn.  

1. UPKEEP PHASE 
Determine if any of your Status E!ects or Abilities 
activate during your Upkeep Phase. Then resolve 
these e!ects (note: this will not be applicable for 
most heroes during the beginning of the game).

If there are multiple e!ects, the Active Player may 
choose the order in which they are resolved.

All damage and/or healing e!ects are accumulated and 
are applied simultaneously at the conclusion of the 
phase.

2. INCOME PHASE 
Important: The Start Player skips the Income Phase of their 
"rst turn.

Increase your CP Dial by  (skip 
this step if you already have the 
maximum of ).
Draw  card from the top of your deck and add it to 
your hand. If your deck is empty, shu#e your Discard 
Pile to create a new deck.

4. OFFENSIVE ROLL PHASE 
During this phase, any player may choose to play 
Roll Phase Action cards after any step listed below.

Perform up to 3 Roll Attempts:
• Roll all 5 of your dice. 
• Optional: re-roll any number of dice.
• Optional: for a second time, reroll any number of dice.
When you are satis!ed with your roll, you may 
either:
• Announce the O!ensive Ability that you intend to 

Activate (your Final Dice Result must meet its Activation 
Requirement). Ask your opponent if they would like to 
alter your dice or allow the ability to activate successfully.

• Announce that you are not going to Activate an O!ensive 
Ability at all. 

• Tip: Activating a weak Attack against an opponent with 
a powerful Defensive Ability is not always advisable.

If you, a teammate, or an opponent have altered any 
of your dice at this point (e.g. someone played ‘Twice 
As Wild’), you may either: 
• Announce a di!erent O!ensive Ability based on the new 

Final Dice Results. 
• Return to step  of the O!ensive Roll Phase and use 

any remaining unused rerolls.

Activate the O!ensive Ability (if one was chosen):
• Determine its variable e!ects (some Abilities require 

additional steps to determine their full e!ects).
• Resolve any e!ects that do not require a target (e.g. gain 

Agility , gain Radiance , Heal , etc).

5. TARGETING ROLL PHASE  
If you have more than one opponent, you must determine your 
target.   
Note: Targeting an opponent still 
applies even if you have activated 
an ability that does no damage, 
but has e!ects that must be 
reconciled (e.g. ‘Web Shot’ in$icts 
Webbed ).
In King of the Hill variants, simply choose an opponent to Attack 
(see “King of the Hill” on page 11).
To decide who the Defender will be in 2v2 games:

Roll 1 die.
This die may be manipulated with cards, unless 
the Attack is an Ultimate Ability. Dice could have 
been manipulated before an Ultimate Ability is 
Activated, but as this is now the Targeting Roll 
Phase, the Ultimate Ability has already Activated and 
simply requires a target.
Determine the Defender who will be receiving the 
damage based on the result of your die roll:
• 1 or 2 - Target the opponent on your left.
• 3 or 4 - Target the opponent on your right.
• 5 - Your opponents choose which of them you target.
• 6 - Choose either opponent as your target.

Note: For targeting rules on other variants, visit: 
http://variants.dicethrone.com

6. DEFENSIVE ROLL PHASE 
If the Active Player’s O!ensive Roll Phase results in an 
Attack, then the Defender now begins the Defensive 
Roll Phase.

Resolve any e!ects from the O!ensive Ability 
that require a target and are not damage related  
(e.g. gain Bag of Tricks , in$ict Webbed , etc).
If the O!ensive Ability results in an Attack and if that 
Attack’s damage type is defendable, the Defender may 
activate their Defensive Ability.
Note: Most heroes only have 1 Defensive Ability. 
However, if a hero has 2, they must choose one now.
Defender performs one Roll Attempt with the indicated 
number of dice (e.g.  DEFENSE ROLL 1 1  means roll  
1 die).  

Based on the dice results, the Defender resolves all 
non-damage e!ects (e.g. gain Crackle , in$ict Time 
Bomb , draw , etc).

There is one last opportunity for any player to spend 
Status E!ects or play cards.

Finally, all damage, prevention, and/or healing e!ects are 
accumulated and are applied simultaneously at the 
conclusion of the Roll Phase.
Note: If all remaining players are simultaneously 
reduced to  health, the game is a draw.

7. MAIN PHASE (2) 
Identical to Main Phase (1).  

8. DISCARD PHASE
Sell cards from your hand, until you have 6 
or fewer cards.
Increase your CP Dial by  for each card 
sold (more expensive cards are not worth 
more ).

Place any sold cards onto your Discard Pile.

3. MAIN PHASE (1) 
Perform any of the options below in any order, and as many 
times as you like:

Sell any card
• Place  card from your hand onto your Discard Pile.
• Increase your CP Dial by  (all cards are worth  

when sold, no matter how much they cost to play).

Play Main Phase Action cards 
• Reduce your CP Dial by the  

cost shown on the left side of 
the card.

• Perform the described action(s).
• Place the card onto your Discard 

Pile.

Play Hero Upgrade cards 
• Reduce your CP Dial 

by the  cost shown 
on the left side of the card. 

• If you are upgrading from 
level II  to level III, only pay 
the di!erence in cost.

• Place the card onto the 
correspondingly named space 
on your Hero Board.
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Gain 1 ×  Kinetic Energy  .

Gain Vibranium Suit  .
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Gain Kinetic Energy .

Then deal  dmg.

Gain 2 Kinetic Energy .

Then deal  dmg.

Meteoric Punch II

SMALL STRAIGHT

LARGE STRAIGHT

×6×6

combat        points

+1+1
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Change the value of  
 one of your dice to a 6.

At this point you should have enough 
knowledge of how Dice Throne works to try 
out a 1v1 game. We recommend you return to 
this reference section when you have a question.

turn breakdown
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Occassionally, calculating a Final Total of damage (the amount 
you reduce your Health Dial by at the conclusion of the roll 
phase) can become complex when the Incoming Damage 
of the Attack is a!ected by your Defensive Ability, cards, and 
Status E!ects played by you and your opponent.

Luckily, you can easily calculate the Final Total by following 
the steps below, in the order shown, after both players are 
completely "nished taking actions:

1. DETERMINE INCOMING DAMAGE
Incoming Damage is the amount of Damage that is waiting to 
be dealt to you at any point during the game. Most frequently 
this damage comes from O!ensive and Defensive Abilities, but 
Incoming Damage can also come from Status E!ects like Black 
Widow’s Time Bomb  or Loki’s Bag of Tricks .

2. ADD & SUBTRACT (SUBTOTAL)
We now apply anything that used addition or subtraction to 
a!ect Incoming Damage. Defensive Abilities, Status E!ects, or 
cards that would subtract (prevent) or add a speci!c amount 
of damage are applied to Incoming Damage during this step.  
The result is called the Incoming Damage subtotal.  

3. MULTIPLY & DIVIDE (FINAL TOTAL)
Finally, calculate anything that a!ects Incoming Damage 
using multiplication or division. All division and multiplication 
is applied at the end, regardless of what order cards, Status 
E!ects, or Defensive Abilities were activated.  

Also, in the case that you need to calculate more than one 
multiplier, each multiplier is calculated independently using 
the original Incoming Damage Subtotal determined by Step 2. 

Anything else that uses Incoming Damage as part of a 
multiplication or division calculation (e.g. Black Widow’s  
Agility  Status E!ect) is also calculated at this time.

EXAMPLE 
DOCTOR STRANGE VS BLACK WIDOW
Below is an example of a series of events that transpire 
during the O!ensive and Defensive Roll Phase between Doctor 
Strange (attacking) and Black Widow (defending).  

1. Doctor Strange activates his Mystic Bolts O!ensive Ability, 
which will deal  damage and allow him to Cast a Spell.

2. Doctor Strange casts a Spell that adds  dmg.
3. Black Widow spends her Agility  Status E!ect and 

successfully rolls a 1, which prevents  of the Incoming 
Damage.

4. Black Widow activates her Sabotage II Defensive Ability, 
which will prevent  dmg and deal  dmg.

5. Doctor Strange plays his Icy Tendrils Attack Modi"er card, 
which adds  dmg and allows him to Cast another Spell.

6. Doctor Strange casts a Spell that adds  dmg.
7. Black Widow spends her second Agility  status e!ect and 

successfully rolls a 1, which will again prevent  of the 
Incoming Damage.

DOCTOR STRANGE VS BLACK WIDOW 
(CONTINUED)
A lot of stu! just happened.  Let’s calculate damage:

1. DETERMINE INCOMING DAMAGE 
 Incoming Damage from Doctor Strange’s Mystic Bolts (Event 

1, above).

2. ADD & SUBTRACT (SUBTOTAL)
   Incoming Damage (Event 1 - Mystic Bolts)
   dmg (Event 2 - Spell)
 -  dmg (Event 4 - Sabotage II)
   dmg (Event 5 - Icy Tendrils)
   dmg (Event 6 - Spell)

 
   Incoming Damage (Subtotal) 

3. MULTIPLY & DIVIDE (FINAL TOTAL)
Determine the value of each multiplier simultaneously and 
independently (Note: all division in Dice Throne is always 
rounded up):

Event 3 (Agility ) =  (Subtotal) ÷ 2 =  
Event 7 (Agility ) =  (Subtotal) ÷ 2 = 
Then apply all of this to the Subtotal:

 Incoming Damage -  -  = -1 Incoming Damage

Using Agility  twice, Black Widow prevents all damage, which 
means the Final Total of damage she receives is .
Additionally, Doctor Strange will receive  dmg in return from 
Black Widow’s Defensive Ability (Event 4).

When multiple players perform Instant Actions that cause 
confusion as to whose action is resolved "rst, the player 
whose turn it is has priority, regardless of who initiated their 
action "rst. And remember, spending a Status E!ect token is 
considered an Instant Action. 
For example, if your opponent wants to avoid 
some of your Attack dmg by spending  
Agility , and then you play a Buh Bye  
(Instant Action card) to remove your 
opponent’s Agility , your card would 
resolve "rst, because it’s your turn.
Conversely, if your opponent has a  
Crackle  token when they Attack you, and you attempt to play 
a Buh Bye card to remove it, they may still spend that Crackle  
token successfully (because it’s their turn) and your Buh Bye card 
may not be played to remove that token.
The player whose turn it is takes precedent regardless of how 
many instants a player desires to use during an interaction.
Cards/abilities that are not considered “instant” are 
interruptable. For example, when you play a What Status 
E!ects card (Main Phase Action), your opponent may still spend 
valid Status E!ects before the card resolves completely (e.g. 
Electrokinesis ).
Note: When playing with more than two players, the player 
whose turn it is has "rst priority, followed by subsequent players 
in turn order. After all interruptions are complete, the previous 
order of play continues normally. 

Game design: Nate Chatellier, Manny Trembley, Gavan Brown
Game development: Nate Chatellier, John Heidrich
Graphic design: Gavan Brown, Gui Landgraf
Illustration: Manny Trembley, Nick Malara, Damien 
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For hero speci!c credits, see Hero Lea"ets.

And the BIGGEST thanks goes to you for purchasing 
this game and helping us to pursue our dream of 
creating Dice Throne.

Join our community:
http://community.dicethrone.com

In
st

an
t A

ct
io

n

PAN
T 07 v1 

2CP

BUH, BYE!

Remove a status e!ect token  from a chosen player.

The following 2 pages are intended for 
advanced players and tournament play.   
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Occassionally, calculating a Final Total of damage (the amount 
you reduce your Health Dial by at the conclusion of the roll 
phase) can become complex when the Incoming Damage 
of the Attack is a!ected by your Defensive Ability, cards, and 
Status E!ects played by you and your opponent.

Luckily, you can easily calculate the Final Total by following 
the steps below, in the order shown, after both players are 
completely "nished taking actions:

1. DETERMINE INCOMING DAMAGE
Incoming Damage is the amount of Damage that is waiting to 
be dealt to you at any point during the game. Most frequently 
this damage comes from O!ensive and Defensive Abilities, but 
Incoming Damage can also come from Status E!ects like Black 
Widow’s Time Bomb  or Loki’s Bag of Tricks .

2. ADD & SUBTRACT (SUBTOTAL)
We now apply anything that used addition or subtraction to 
a!ect Incoming Damage. Defensive Abilities, Status E!ects, or 
cards that would subtract (prevent) or add a speci!c amount 
of damage are applied to Incoming Damage during this step.  
The result is called the Incoming Damage subtotal.  

3. MULTIPLY & DIVIDE (FINAL TOTAL)
Finally, calculate anything that a!ects Incoming Damage 
using multiplication or division. All division and multiplication 
is applied at the end, regardless of what order cards, Status 
E!ects, or Defensive Abilities were activated.  

Also, in the case that you need to calculate more than one 
multiplier, each multiplier is calculated independently using 
the original Incoming Damage Subtotal determined by Step 2. 

Anything else that uses Incoming Damage as part of a 
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Agility  Status E!ect) is also calculated at this time.
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Below is an example of a series of events that transpire 
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successfully rolls a 1, which will again prevent  of the 
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Then apply all of this to the Subtotal:
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Using Agility  twice, Black Widow prevents all damage, which 
means the Final Total of damage she receives is .
Additionally, Doctor Strange will receive  dmg in return from 
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Occassionally, calculating a Final Total of damage (the amount 
you reduce your Health Dial by at the conclusion of the roll 
phase) can become complex when the Incoming Damage 
of the Attack is a!ected by your Defensive Ability, cards, and 
Status E!ects played by you and your opponent.

Luckily, you can easily calculate the Final Total by following 
the steps below, in the order shown, after both players are 
completely "nished taking actions:

1. DETERMINE INCOMING DAMAGE
Incoming Damage is the amount of Damage that is waiting to 
be dealt to you at any point during the game. Most frequently 
this damage comes from O!ensive and Defensive Abilities, but 
Incoming Damage can also come from Status E!ects like Black 
Widow’s Time Bomb  or Loki’s Bag of Tricks .

2. ADD & SUBTRACT (SUBTOTAL)
We now apply anything that used addition or subtraction to 
a!ect Incoming Damage. Defensive Abilities, Status E!ects, or 
cards that would subtract (prevent) or add a speci!c amount 
of damage are applied to Incoming Damage during this step.  
The result is called the Incoming Damage subtotal.  

3. MULTIPLY & DIVIDE (FINAL TOTAL)
Finally, calculate anything that a!ects Incoming Damage 
using multiplication or division. All division and multiplication 
is applied at the end, regardless of what order cards, Status 
E!ects, or Defensive Abilities were activated.  

Also, in the case that you need to calculate more than one 
multiplier, each multiplier is calculated independently using 
the original Incoming Damage Subtotal determined by Step 2. 

Anything else that uses Incoming Damage as part of a 
multiplication or division calculation (e.g. Black Widow’s  
Agility  Status E!ect) is also calculated at this time.

EXAMPLE 
DOCTOR STRANGE VS BLACK WIDOW
Below is an example of a series of events that transpire 
during the O!ensive and Defensive Roll Phase between Doctor 
Strange (attacking) and Black Widow (defending).  

1. Doctor Strange activates his Mystic Bolts O!ensive Ability, 
which will deal  damage and allow him to Cast a Spell.

2. Doctor Strange casts a Spell that adds  dmg.
3. Black Widow spends her Agility  Status E!ect and 

successfully rolls a 1, which prevents  of the Incoming 
Damage.

4. Black Widow activates her Sabotage II Defensive Ability, 
which will prevent  dmg and deal  dmg.

5. Doctor Strange plays his Icy Tendrils Attack Modi"er card, 
which adds  dmg and allows him to Cast another Spell.

6. Doctor Strange casts a Spell that adds  dmg.
7. Black Widow spends her second Agility  status e!ect and 

successfully rolls a 1, which will again prevent  of the 
Incoming Damage.

DOCTOR STRANGE VS BLACK WIDOW 
(CONTINUED)
A lot of stu! just happened.  Let’s calculate damage:

1. DETERMINE INCOMING DAMAGE 
 Incoming Damage from Doctor Strange’s Mystic Bolts (Event 

1, above).
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3. MULTIPLY & DIVIDE (FINAL TOTAL)
Determine the value of each multiplier simultaneously and 
independently (Note: all division in Dice Throne is always 
rounded up):

Event 3 (Agility ) =  (Subtotal) ÷ 2 =  
Event 7 (Agility ) =  (Subtotal) ÷ 2 = 
Then apply all of this to the Subtotal:

 Incoming Damage -  -  = -1 Incoming Damage

Using Agility  twice, Black Widow prevents all damage, which 
means the Final Total of damage she receives is .
Additionally, Doctor Strange will receive  dmg in return from 
Black Widow’s Defensive Ability (Event 4).

When multiple players perform Instant Actions that cause 
confusion as to whose action is resolved "rst, the player 
whose turn it is has priority, regardless of who initiated their 
action "rst. And remember, spending a Status E!ect token is 
considered an Instant Action. 
For example, if your opponent wants to avoid 
some of your Attack dmg by spending  
Agility , and then you play a Buh Bye  
(Instant Action card) to remove your 
opponent’s Agility , your card would 
resolve "rst, because it’s your turn.
Conversely, if your opponent has a  
Crackle  token when they Attack you, and you attempt to play 
a Buh Bye card to remove it, they may still spend that Crackle  
token successfully (because it’s their turn) and your Buh Bye card 
may not be played to remove that token.
The player whose turn it is takes precedent regardless of how 
many instants a player desires to use during an interaction.
Cards/abilities that are not considered “instant” are 
interruptable. For example, when you play a What Status 
E!ects card (Main Phase Action), your opponent may still spend 
valid Status E!ects before the card resolves completely (e.g. 
Electrokinesis ).
Note: When playing with more than two players, the player 
whose turn it is has "rst priority, followed by subsequent players 
in turn order. After all interruptions are complete, the previous 
order of play continues normally. 
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Then apply all of this to the Subtotal:
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Using Agility  twice, Black Widow prevents all damage, which 
means the Final Total of damage she receives is .
Additionally, Doctor Strange will receive  dmg in return from 
Black Widow’s Defensive Ability (Event 4).
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Occassionally, calculating a Final Total of damage (the amount 
you reduce your Health Dial by at the conclusion of the roll 
phase) can become complex when the Incoming Damage 
of the Attack is a!ected by your Defensive Ability, cards, and 
Status E!ects played by you and your opponent.

Luckily, you can easily calculate the Final Total by following 
the steps below, in the order shown, after both players are 
completely "nished taking actions:

1. DETERMINE INCOMING DAMAGE
Incoming Damage is the amount of Damage that is waiting to 
be dealt to you at any point during the game. Most frequently 
this damage comes from O!ensive and Defensive Abilities, but 
Incoming Damage can also come from Status E!ects like Black 
Widow’s Time Bomb  or Loki’s Bag of Tricks .

2. ADD & SUBTRACT (SUBTOTAL)
We now apply anything that used addition or subtraction to 
a!ect Incoming Damage. Defensive Abilities, Status E!ects, or 
cards that would subtract (prevent) or add a speci!c amount 
of damage are applied to Incoming Damage during this step.  
The result is called the Incoming Damage subtotal.  

3. MULTIPLY & DIVIDE (FINAL TOTAL)
Finally, calculate anything that a!ects Incoming Damage 
using multiplication or division. All division and multiplication 
is applied at the end, regardless of what order cards, Status 
E!ects, or Defensive Abilities were activated.  

Also, in the case that you need to calculate more than one 
multiplier, each multiplier is calculated independently using 
the original Incoming Damage Subtotal determined by Step 2. 

Anything else that uses Incoming Damage as part of a 
multiplication or division calculation (e.g. Black Widow’s  
Agility  Status E!ect) is also calculated at this time.

EXAMPLE 
DOCTOR STRANGE VS BLACK WIDOW
Below is an example of a series of events that transpire 
during the O!ensive and Defensive Roll Phase between Doctor 
Strange (attacking) and Black Widow (defending).  

1. Doctor Strange activates his Mystic Bolts O!ensive Ability, 
which will deal  damage and allow him to Cast a Spell.

2. Doctor Strange casts a Spell that adds  dmg.
3. Black Widow spends her Agility  Status E!ect and 

successfully rolls a 1, which prevents  of the Incoming 
Damage.

4. Black Widow activates her Sabotage II Defensive Ability, 
which will prevent  dmg and deal  dmg.

5. Doctor Strange plays his Icy Tendrils Attack Modi"er card, 
which adds  dmg and allows him to Cast another Spell.

6. Doctor Strange casts a Spell that adds  dmg.
7. Black Widow spends her second Agility  status e!ect and 

successfully rolls a 1, which will again prevent  of the 
Incoming Damage.

DOCTOR STRANGE VS BLACK WIDOW 
(CONTINUED)
A lot of stu! just happened.  Let’s calculate damage:

1. DETERMINE INCOMING DAMAGE 
 Incoming Damage from Doctor Strange’s Mystic Bolts (Event 

1, above).

2. ADD & SUBTRACT (SUBTOTAL)
   Incoming Damage (Event 1 - Mystic Bolts)
   dmg (Event 2 - Spell)
 -  dmg (Event 4 - Sabotage II)
   dmg (Event 5 - Icy Tendrils)
   dmg (Event 6 - Spell)

 
   Incoming Damage (Subtotal) 

3. MULTIPLY & DIVIDE (FINAL TOTAL)
Determine the value of each multiplier simultaneously and 
independently (Note: all division in Dice Throne is always 
rounded up):

Event 3 (Agility ) =  (Subtotal) ÷ 2 =  
Event 7 (Agility ) =  (Subtotal) ÷ 2 = 
Then apply all of this to the Subtotal:

 Incoming Damage -  -  = -1 Incoming Damage

Using Agility  twice, Black Widow prevents all damage, which 
means the Final Total of damage she receives is .
Additionally, Doctor Strange will receive  dmg in return from 
Black Widow’s Defensive Ability (Event 4).

When multiple players perform Instant Actions that cause 
confusion as to whose action is resolved "rst, the player 
whose turn it is has priority, regardless of who initiated their 
action "rst. And remember, spending a Status E!ect token is 
considered an Instant Action. 
For example, if your opponent wants to avoid 
some of your Attack dmg by spending  
Agility , and then you play a Buh Bye  
(Instant Action card) to remove your 
opponent’s Agility , your card would 
resolve "rst, because it’s your turn.
Conversely, if your opponent has a  
Crackle  token when they Attack you, and you attempt to play 
a Buh Bye card to remove it, they may still spend that Crackle  
token successfully (because it’s their turn) and your Buh Bye card 
may not be played to remove that token.
The player whose turn it is takes precedent regardless of how 
many instants a player desires to use during an interaction.
Cards/abilities that are not considered “instant” are 
interruptable. For example, when you play a What Status 
E!ects card (Main Phase Action), your opponent may still spend 
valid Status E!ects before the card resolves completely (e.g. 
Electrokinesis ).
Note: When playing with more than two players, the player 
whose turn it is has "rst priority, followed by subsequent players 
in turn order. After all interruptions are complete, the previous 
order of play continues normally. 
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Discard 
Pile
(face up)

The following is a detailed breakdown of each phase of a turn.  

1. UPKEEP PHASE 
Determine if any of your Status E!ects or Abilities 
activate during your Upkeep Phase. Then resolve 
these e!ects (note: this will not be applicable for 
most heroes during the beginning of the game).

If there are multiple e!ects, the Active Player may 
choose the order in which they are resolved.

All damage and/or healing e!ects are accumulated and 
are applied simultaneously at the conclusion of the 
phase.

2. INCOME PHASE 
Important: The Start Player skips the Income Phase of their 
"rst turn.

Increase your CP Dial by  (skip 
this step if you already have the 
maximum of ).
Draw  card from the top of your deck and add it to 
your hand. If your deck is empty, shu#e your Discard 
Pile to create a new deck.

4. OFFENSIVE ROLL PHASE 
During this phase, any player may choose to play 
Roll Phase Action cards after any step listed below.

Perform up to 3 Roll Attempts:
• Roll all 5 of your dice. 
• Optional: re-roll any number of dice.
• Optional: for a second time, reroll any number of dice.
When you are satis!ed with your roll, you may 
either:
• Announce the O!ensive Ability that you intend to 

Activate (your Final Dice Result must meet its Activation 
Requirement). Ask your opponent if they would like to 
alter your dice or allow the ability to activate successfully.

• Announce that you are not going to Activate an O!ensive 
Ability at all. 

• Tip: Activating a weak Attack against an opponent with 
a powerful Defensive Ability is not always advisable.

If you, a teammate, or an opponent have altered any 
of your dice at this point (e.g. someone played ‘Twice 
As Wild’), you may either: 
• Announce a di!erent O!ensive Ability based on the new 

Final Dice Results. 
• Return to step  of the O!ensive Roll Phase and use 

any remaining unused rerolls.

Activate the O!ensive Ability (if one was chosen):
• Determine its variable e!ects (some Abilities require 

additional steps to determine their full e!ects).
• Resolve any e!ects that do not require a target (e.g. gain 

Agility , gain Radiance , Heal , etc).

5. TARGETING ROLL PHASE  
If you have more than one opponent, you must determine your 
target.   
Note: Targeting an opponent still 
applies even if you have activated 
an ability that does no damage, 
but has e!ects that must be 
reconciled (e.g. ‘Web Shot’ in$icts 
Webbed ).
In King of the Hill variants, simply choose an opponent to Attack 
(see “King of the Hill” on page 11).
To decide who the Defender will be in 2v2 games:

Roll 1 die.
This die may be manipulated with cards, unless 
the Attack is an Ultimate Ability. Dice could have 
been manipulated before an Ultimate Ability is 
Activated, but as this is now the Targeting Roll 
Phase, the Ultimate Ability has already Activated and 
simply requires a target.
Determine the Defender who will be receiving the 
damage based on the result of your die roll:
• 1 or 2 - Target the opponent on your left.
• 3 or 4 - Target the opponent on your right.
• 5 - Your opponents choose which of them you target.
• 6 - Choose either opponent as your target.

Note: For targeting rules on other variants, visit: 
http://variants.dicethrone.com

6. DEFENSIVE ROLL PHASE 
If the Active Player’s O!ensive Roll Phase results in an 
Attack, then the Defender now begins the Defensive 
Roll Phase.

Resolve any e!ects from the O!ensive Ability 
that require a target and are not damage related  
(e.g. gain Bag of Tricks , in$ict Webbed , etc).
If the O!ensive Ability results in an Attack and if that 
Attack’s damage type is defendable, the Defender may 
activate their Defensive Ability.
Note: Most heroes only have 1 Defensive Ability. 
However, if a hero has 2, they must choose one now.
Defender performs one Roll Attempt with the indicated 
number of dice (e.g.  DEFENSE ROLL 1 1  means roll  
1 die).  

Based on the dice results, the Defender resolves all 
non-damage e!ects (e.g. gain Crackle , in$ict Time 
Bomb , draw , etc).

There is one last opportunity for any player to spend 
Status E!ects or play cards.

Finally, all damage, prevention, and/or healing e!ects are 
accumulated and are applied simultaneously at the 
conclusion of the Roll Phase.
Note: If all remaining players are simultaneously 
reduced to  health, the game is a draw.

7. MAIN PHASE (2) 
Identical to Main Phase (1).  

8. DISCARD PHASE
Sell cards from your hand, until you have 6 
or fewer cards.
Increase your CP Dial by  for each card 
sold (more expensive cards are not worth 
more ).

Place any sold cards onto your Discard Pile.

3. MAIN PHASE (1) 
Perform any of the options below in any order, and as many 
times as you like:

Sell any card
• Place  card from your hand onto your Discard Pile.
• Increase your CP Dial by  (all cards are worth  

when sold, no matter how much they cost to play).

Play Main Phase Action cards 
• Reduce your CP Dial by the  

cost shown on the left side of 
the card.

• Perform the described action(s).
• Place the card onto your Discard 

Pile.

Play Hero Upgrade cards 
• Reduce your CP Dial 

by the  cost shown 
on the left side of the card. 

• If you are upgrading from 
level II  to level III, only pay 
the di!erence in cost.

• Place the card onto the 
correspondingly named space 
on your Hero Board.
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Gain 1 ×  Kinetic Energy  .

Gain Vibranium Suit  .

heart-shaped herb ii

combat        points

+1+1

H
er

o 
U

pg
ra

de

PAN
T 22 v1 • ©

 MARVEL

2CP

Gain Kinetic Energy .

Then deal  dmg.

Gain 2 Kinetic Energy .

Then deal  dmg.

Meteoric Punch II

SMALL STRAIGHT

LARGE STRAIGHT

×6×6

combat        points

+1+1
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six-it!

Change the value of  
 one of your dice to a 6.

At this point you should have enough 
knowledge of how Dice Throne works to try 
out a 1v1 game. We recommend you return to 
this reference section when you have a question.

turn breakdown
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Occassionally, calculating a Final Total of damage (the amount 
you reduce your Health Dial by at the conclusion of the roll 
phase) can become complex when the Incoming Damage 
of the Attack is a!ected by your Defensive Ability, cards, and 
Status E!ects played by you and your opponent.

Luckily, you can easily calculate the Final Total by following 
the steps below, in the order shown, after both players are 
completely "nished taking actions:

1. DETERMINE INCOMING DAMAGE
Incoming Damage is the amount of Damage that is waiting to 
be dealt to you at any point during the game. Most frequently 
this damage comes from O!ensive and Defensive Abilities, but 
Incoming Damage can also come from Status E!ects like Black 
Widow’s Time Bomb  or Loki’s Bag of Tricks .

2. ADD & SUBTRACT (SUBTOTAL)
We now apply anything that used addition or subtraction to 
a!ect Incoming Damage. Defensive Abilities, Status E!ects, or 
cards that would subtract (prevent) or add a speci!c amount 
of damage are applied to Incoming Damage during this step.  
The result is called the Incoming Damage subtotal.  

3. MULTIPLY & DIVIDE (FINAL TOTAL)
Finally, calculate anything that a!ects Incoming Damage 
using multiplication or division. All division and multiplication 
is applied at the end, regardless of what order cards, Status 
E!ects, or Defensive Abilities were activated.  

Also, in the case that you need to calculate more than one 
multiplier, each multiplier is calculated independently using 
the original Incoming Damage Subtotal determined by Step 2. 

Anything else that uses Incoming Damage as part of a 
multiplication or division calculation (e.g. Black Widow’s  
Agility  Status E!ect) is also calculated at this time.

EXAMPLE 
DOCTOR STRANGE VS BLACK WIDOW
Below is an example of a series of events that transpire 
during the O!ensive and Defensive Roll Phase between Doctor 
Strange (attacking) and Black Widow (defending).  

1. Doctor Strange activates his Mystic Bolts O!ensive Ability, 
which will deal  damage and allow him to Cast a Spell.

2. Doctor Strange casts a Spell that adds  dmg.
3. Black Widow spends her Agility  Status E!ect and 

successfully rolls a 1, which prevents  of the Incoming 
Damage.

4. Black Widow activates her Sabotage II Defensive Ability, 
which will prevent  dmg and deal  dmg.

5. Doctor Strange plays his Icy Tendrils Attack Modi"er card, 
which adds  dmg and allows him to Cast another Spell.

6. Doctor Strange casts a Spell that adds  dmg.
7. Black Widow spends her second Agility  status e!ect and 

successfully rolls a 1, which will again prevent  of the 
Incoming Damage.

DOCTOR STRANGE VS BLACK WIDOW 
(CONTINUED)
A lot of stu! just happened.  Let’s calculate damage:

1. DETERMINE INCOMING DAMAGE 
 Incoming Damage from Doctor Strange’s Mystic Bolts (Event 

1, above).

2. ADD & SUBTRACT (SUBTOTAL)
   Incoming Damage (Event 1 - Mystic Bolts)
   dmg (Event 2 - Spell)
 -  dmg (Event 4 - Sabotage II)
   dmg (Event 5 - Icy Tendrils)
   dmg (Event 6 - Spell)

 
   Incoming Damage (Subtotal) 

3. MULTIPLY & DIVIDE (FINAL TOTAL)
Determine the value of each multiplier simultaneously and 
independently (Note: all division in Dice Throne is always 
rounded up):

Event 3 (Agility ) =  (Subtotal) ÷ 2 =  
Event 7 (Agility ) =  (Subtotal) ÷ 2 = 
Then apply all of this to the Subtotal:

 Incoming Damage -  -  = -1 Incoming Damage

Using Agility  twice, Black Widow prevents all damage, which 
means the Final Total of damage she receives is .
Additionally, Doctor Strange will receive  dmg in return from 
Black Widow’s Defensive Ability (Event 4).

When multiple players perform Instant Actions that cause 
confusion as to whose action is resolved "rst, the player 
whose turn it is has priority, regardless of who initiated their 
action "rst. And remember, spending a Status E!ect token is 
considered an Instant Action. 
For example, if your opponent wants to avoid 
some of your Attack dmg by spending  
Agility , and then you play a Buh Bye  
(Instant Action card) to remove your 
opponent’s Agility , your card would 
resolve "rst, because it’s your turn.
Conversely, if your opponent has a  
Crackle  token when they Attack you, and you attempt to play 
a Buh Bye card to remove it, they may still spend that Crackle  
token successfully (because it’s their turn) and your Buh Bye card 
may not be played to remove that token.
The player whose turn it is takes precedent regardless of how 
many instants a player desires to use during an interaction.
Cards/abilities that are not considered “instant” are 
interruptable. For example, when you play a What Status 
E!ects card (Main Phase Action), your opponent may still spend 
valid Status E!ects before the card resolves completely (e.g. 
Electrokinesis ).
Note: When playing with more than two players, the player 
whose turn it is has "rst priority, followed by subsequent players 
in turn order. After all interruptions are complete, the previous 
order of play continues normally. 

Game design: Nate Chatellier, Manny Trembley, Gavan Brown
Game development: Nate Chatellier, John Heidrich
Graphic design: Gavan Brown, Gui Landgraf
Illustration: Manny Trembley, Nick Malara, Damien 
Mammoliti
Operations: Aaron Waltmann
MARVEL Product Design: Brian Ng
The OP Team: Amanda McKee, Casey Sershon, Maggie 
Matthews, Adam Sblendorio, Bridgette Reuther, Jake Davis
Trays & Storage: TrayForge, GameTrayz
Main rulebook editors: Simon Rourke, Aaron Hein, John 
Heidrich (and many others who helped)
Current Playtesters: John Heidrich, Kevin Heidrich, Rick 
May, Jonathan Herrera-Thomas, Nick Lem, Brandt  
Arganbright, Dino Pathoummahong, Thomas Dreves, Colin 
Weir, Daniel Dar, Drake Finney, Patrick Slyman, Javid Isayev, 
Je! Hoyt, Je!rey Jacobson, Michael Cox, Tomer Rosenbaum, 
Joel Smart, Niels Ehlen, and the whole Beta Team.
Special thanks: Kira Anne Peavley, Je!rey Jacobson, JP 
Décosse, Paul Saxberg, Aaron Hein, Blake Royall, Drake Finney, 
Jonathan Herrera-Thomas, Rick May, George Georgeadis, 
Thomas Chrétien, Somatone, Coded Cardboard and to anyone 
we missed who has helped us make Dice Throne a success.
For hero speci!c credits, see Hero Lea"ets.

And the BIGGEST thanks goes to you for purchasing 
this game and helping us to pursue our dream of 
creating Dice Throne.

Join our community:
http://community.dicethrone.com

In
st

an
t A

ct
io

n

PAN
T 07 v1 

2CP

BUH, BYE!

Remove a status e!ect token  from a chosen player.

The following 2 pages are intended for 
advanced players and tournament play.   
This knowledge is not required to play the game casually.

Final DMG Total

timing conflicts credits

14 15

Occassionally, calculating a Final Total of damage (the amount 
you reduce your Health Dial by at the conclusion of the roll 
phase) can become complex when the Incoming Damage 
of the Attack is a!ected by your Defensive Ability, cards, and 
Status E!ects played by you and your opponent.

Luckily, you can easily calculate the Final Total by following 
the steps below, in the order shown, after both players are 
completely "nished taking actions:

1. DETERMINE INCOMING DAMAGE
Incoming Damage is the amount of Damage that is waiting to 
be dealt to you at any point during the game. Most frequently 
this damage comes from O!ensive and Defensive Abilities, but 
Incoming Damage can also come from Status E!ects like Black 
Widow’s Time Bomb  or Loki’s Bag of Tricks .

2. ADD & SUBTRACT (SUBTOTAL)
We now apply anything that used addition or subtraction to 
a!ect Incoming Damage. Defensive Abilities, Status E!ects, or 
cards that would subtract (prevent) or add a speci!c amount 
of damage are applied to Incoming Damage during this step.  
The result is called the Incoming Damage subtotal.  

3. MULTIPLY & DIVIDE (FINAL TOTAL)
Finally, calculate anything that a!ects Incoming Damage 
using multiplication or division. All division and multiplication 
is applied at the end, regardless of what order cards, Status 
E!ects, or Defensive Abilities were activated.  

Also, in the case that you need to calculate more than one 
multiplier, each multiplier is calculated independently using 
the original Incoming Damage Subtotal determined by Step 2. 

Anything else that uses Incoming Damage as part of a 
multiplication or division calculation (e.g. Black Widow’s  
Agility  Status E!ect) is also calculated at this time.

EXAMPLE 
DOCTOR STRANGE VS BLACK WIDOW
Below is an example of a series of events that transpire 
during the O!ensive and Defensive Roll Phase between Doctor 
Strange (attacking) and Black Widow (defending).  

1. Doctor Strange activates his Mystic Bolts O!ensive Ability, 
which will deal  damage and allow him to Cast a Spell.

2. Doctor Strange casts a Spell that adds  dmg.
3. Black Widow spends her Agility  Status E!ect and 

successfully rolls a 1, which prevents  of the Incoming 
Damage.

4. Black Widow activates her Sabotage II Defensive Ability, 
which will prevent  dmg and deal  dmg.

5. Doctor Strange plays his Icy Tendrils Attack Modi"er card, 
which adds  dmg and allows him to Cast another Spell.

6. Doctor Strange casts a Spell that adds  dmg.
7. Black Widow spends her second Agility  status e!ect and 

successfully rolls a 1, which will again prevent  of the 
Incoming Damage.

DOCTOR STRANGE VS BLACK WIDOW 
(CONTINUED)
A lot of stu! just happened.  Let’s calculate damage:

1. DETERMINE INCOMING DAMAGE 
 Incoming Damage from Doctor Strange’s Mystic Bolts (Event 

1, above).

2. ADD & SUBTRACT (SUBTOTAL)
   Incoming Damage (Event 1 - Mystic Bolts)
   dmg (Event 2 - Spell)
 -  dmg (Event 4 - Sabotage II)
   dmg (Event 5 - Icy Tendrils)
   dmg (Event 6 - Spell)

 
   Incoming Damage (Subtotal) 

3. MULTIPLY & DIVIDE (FINAL TOTAL)
Determine the value of each multiplier simultaneously and 
independently (Note: all division in Dice Throne is always 
rounded up):

Event 3 (Agility ) =  (Subtotal) ÷ 2 =  
Event 7 (Agility ) =  (Subtotal) ÷ 2 = 
Then apply all of this to the Subtotal:

 Incoming Damage -  -  = -1 Incoming Damage

Using Agility  twice, Black Widow prevents all damage, which 
means the Final Total of damage she receives is .
Additionally, Doctor Strange will receive  dmg in return from 
Black Widow’s Defensive Ability (Event 4).

When multiple players perform Instant Actions that cause 
confusion as to whose action is resolved "rst, the player 
whose turn it is has priority, regardless of who initiated their 
action "rst. And remember, spending a Status E!ect token is 
considered an Instant Action. 
For example, if your opponent wants to avoid 
some of your Attack dmg by spending  
Agility , and then you play a Buh Bye  
(Instant Action card) to remove your 
opponent’s Agility , your card would 
resolve "rst, because it’s your turn.
Conversely, if your opponent has a  
Crackle  token when they Attack you, and you attempt to play 
a Buh Bye card to remove it, they may still spend that Crackle  
token successfully (because it’s their turn) and your Buh Bye card 
may not be played to remove that token.
The player whose turn it is takes precedent regardless of how 
many instants a player desires to use during an interaction.
Cards/abilities that are not considered “instant” are 
interruptable. For example, when you play a What Status 
E!ects card (Main Phase Action), your opponent may still spend 
valid Status E!ects before the card resolves completely (e.g. 
Electrokinesis ).
Note: When playing with more than two players, the player 
whose turn it is has "rst priority, followed by subsequent players 
in turn order. After all interruptions are complete, the previous 
order of play continues normally. 
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CONFLICTOS TEMPORALES

Cuando varios jugadores realizan Acciones 
Instantáneas que causan confusión en cuanto a qué 
Acción se resuelve primero, el jugador con el turno 
en curso tiene prioridad, independientemente de 
quién inició primero la Acción. Y recuerda, gastar 
una ficha de Efecto de Estado se considera una 
Acción Instantánea.

Por ejemplo, si tu Oponente quiere 
evitar parte de tu Daño de Ataque 
gastando Agilidad   , y luego juegas 
Buh Bye (es una carta de Acción 
Instantánea) para eliminar el Efecto 
Agilidad      de tu Oponente, tu carta 
se resolvería primero, porque es tu 
turno.

Por el contrario, si tu Oponente tiene 
una ficha de Chasquido    cuando te Ataca, y tú 
intentas jugar la carta Buh Bye para eliminarla, aún 
puede gastar esa ficha Chasquido  con éxito 
(porque es su turno) y tu carta Buh Bye no puede 
ser jugada para eliminar esa ficha.

El jugador con el turno activo tiene preferencia 
independientemente de cuántas Instantáneas desee 
usar un jugador durante una interacción.

Las cartas/Habilidades que no se consideran 
"Instantáneas" son interrumpibles. Por ejemplo, 
cuando juegas una carta de Efectos de Estado 
(Acción de Fase Principal), tu Oponente aún puede 
gastar Efectos de Estado válidos antes de que la 
carta se resuelva completamente (por ejemplo, 
Electrokinesis     ).

Nota: Cuando se juega a más de dos jugadores, el 
jugador al que le toca el turno tiene prioridad, 
seguido de los j siguientes  ugadores en orden de 
turno. Una vez todas las interrupciones se han 
completado, el orden de juego previo continúa de la 
forma habitual.
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Occassionally, calculating a Final Total of damage (the amount 
you reduce your Health Dial by at the conclusion of the roll 
phase) can become complex when the Incoming Damage 
of the Attack is a!ected by your Defensive Ability, cards, and 
Status E!ects played by you and your opponent.

Luckily, you can easily calculate the Final Total by following 
the steps below, in the order shown, after both players are 
completely "nished taking actions:

1. DETERMINE INCOMING DAMAGE
Incoming Damage is the amount of Damage that is waiting to 
be dealt to you at any point during the game. Most frequently 
this damage comes from O!ensive and Defensive Abilities, but 
Incoming Damage can also come from Status E!ects like Black 
Widow’s Time Bomb  or Loki’s Bag of Tricks .

2. ADD & SUBTRACT (SUBTOTAL)
We now apply anything that used addition or subtraction to 
a!ect Incoming Damage. Defensive Abilities, Status E!ects, or 
cards that would subtract (prevent) or add a speci!c amount 
of damage are applied to Incoming Damage during this step.  
The result is called the Incoming Damage subtotal.  

3. MULTIPLY & DIVIDE (FINAL TOTAL)
Finally, calculate anything that a!ects Incoming Damage 
using multiplication or division. All division and multiplication 
is applied at the end, regardless of what order cards, Status 
E!ects, or Defensive Abilities were activated.  

Also, in the case that you need to calculate more than one 
multiplier, each multiplier is calculated independently using 
the original Incoming Damage Subtotal determined by Step 2. 

Anything else that uses Incoming Damage as part of a 
multiplication or division calculation (e.g. Black Widow’s  
Agility  Status E!ect) is also calculated at this time.

EXAMPLE 
DOCTOR STRANGE VS BLACK WIDOW
Below is an example of a series of events that transpire 
during the O!ensive and Defensive Roll Phase between Doctor 
Strange (attacking) and Black Widow (defending).  

1. Doctor Strange activates his Mystic Bolts O!ensive Ability, 
which will deal  damage and allow him to Cast a Spell.

2. Doctor Strange casts a Spell that adds  dmg.
3. Black Widow spends her Agility  Status E!ect and 

successfully rolls a 1, which prevents  of the Incoming 
Damage.

4. Black Widow activates her Sabotage II Defensive Ability, 
which will prevent  dmg and deal  dmg.

5. Doctor Strange plays his Icy Tendrils Attack Modi"er card, 
which adds  dmg and allows him to Cast another Spell.

6. Doctor Strange casts a Spell that adds  dmg.
7. Black Widow spends her second Agility  status e!ect and 

successfully rolls a 1, which will again prevent  of the 
Incoming Damage.

DOCTOR STRANGE VS BLACK WIDOW 
(CONTINUED)
A lot of stu! just happened.  Let’s calculate damage:

1. DETERMINE INCOMING DAMAGE 
 Incoming Damage from Doctor Strange’s Mystic Bolts (Event 

1, above).

2. ADD & SUBTRACT (SUBTOTAL)
   Incoming Damage (Event 1 - Mystic Bolts)
   dmg (Event 2 - Spell)
 -  dmg (Event 4 - Sabotage II)
   dmg (Event 5 - Icy Tendrils)
   dmg (Event 6 - Spell)

 
   Incoming Damage (Subtotal) 

3. MULTIPLY & DIVIDE (FINAL TOTAL)
Determine the value of each multiplier simultaneously and 
independently (Note: all division in Dice Throne is always 
rounded up):

Event 3 (Agility ) =  (Subtotal) ÷ 2 =  
Event 7 (Agility ) =  (Subtotal) ÷ 2 = 
Then apply all of this to the Subtotal:

 Incoming Damage -  -  = -1 Incoming Damage

Using Agility  twice, Black Widow prevents all damage, which 
means the Final Total of damage she receives is .
Additionally, Doctor Strange will receive  dmg in return from 
Black Widow’s Defensive Ability (Event 4).

When multiple players perform Instant Actions that cause 
confusion as to whose action is resolved "rst, the player 
whose turn it is has priority, regardless of who initiated their 
action "rst. And remember, spending a Status E!ect token is 
considered an Instant Action. 
For example, if your opponent wants to avoid 
some of your Attack dmg by spending  
Agility , and then you play a Buh Bye  
(Instant Action card) to remove your 
opponent’s Agility , your card would 
resolve "rst, because it’s your turn.
Conversely, if your opponent has a  
Crackle  token when they Attack you, and you attempt to play 
a Buh Bye card to remove it, they may still spend that Crackle  
token successfully (because it’s their turn) and your Buh Bye card 
may not be played to remove that token.
The player whose turn it is takes precedent regardless of how 
many instants a player desires to use during an interaction.
Cards/abilities that are not considered “instant” are 
interruptable. For example, when you play a What Status 
E!ects card (Main Phase Action), your opponent may still spend 
valid Status E!ects before the card resolves completely (e.g. 
Electrokinesis ).
Note: When playing with more than two players, the player 
whose turn it is has "rst priority, followed by subsequent players 
in turn order. After all interruptions are complete, the previous 
order of play continues normally. 
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Discard 
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(face up)

The following is a detailed breakdown of each phase of a turn.  

1. UPKEEP PHASE 
Determine if any of your Status E!ects or Abilities 
activate during your Upkeep Phase. Then resolve 
these e!ects (note: this will not be applicable for 
most heroes during the beginning of the game).

If there are multiple e!ects, the Active Player may 
choose the order in which they are resolved.

All damage and/or healing e!ects are accumulated and 
are applied simultaneously at the conclusion of the 
phase.

2. INCOME PHASE 
Important: The Start Player skips the Income Phase of their 
"rst turn.

Increase your CP Dial by  (skip 
this step if you already have the 
maximum of ).
Draw  card from the top of your deck and add it to 
your hand. If your deck is empty, shu#e your Discard 
Pile to create a new deck.

4. OFFENSIVE ROLL PHASE 
During this phase, any player may choose to play 
Roll Phase Action cards after any step listed below.

Perform up to 3 Roll Attempts:
• Roll all 5 of your dice. 
• Optional: re-roll any number of dice.
• Optional: for a second time, reroll any number of dice.
When you are satis!ed with your roll, you may 
either:
• Announce the O!ensive Ability that you intend to 

Activate (your Final Dice Result must meet its Activation 
Requirement). Ask your opponent if they would like to 
alter your dice or allow the ability to activate successfully.

• Announce that you are not going to Activate an O!ensive 
Ability at all. 

• Tip: Activating a weak Attack against an opponent with 
a powerful Defensive Ability is not always advisable.

If you, a teammate, or an opponent have altered any 
of your dice at this point (e.g. someone played ‘Twice 
As Wild’), you may either: 
• Announce a di!erent O!ensive Ability based on the new 

Final Dice Results. 
• Return to step  of the O!ensive Roll Phase and use 

any remaining unused rerolls.

Activate the O!ensive Ability (if one was chosen):
• Determine its variable e!ects (some Abilities require 

additional steps to determine their full e!ects).
• Resolve any e!ects that do not require a target (e.g. gain 

Agility , gain Radiance , Heal , etc).

5. TARGETING ROLL PHASE  
If you have more than one opponent, you must determine your 
target.   
Note: Targeting an opponent still 
applies even if you have activated 
an ability that does no damage, 
but has e!ects that must be 
reconciled (e.g. ‘Web Shot’ in$icts 
Webbed ).
In King of the Hill variants, simply choose an opponent to Attack 
(see “King of the Hill” on page 11).
To decide who the Defender will be in 2v2 games:

Roll 1 die.
This die may be manipulated with cards, unless 
the Attack is an Ultimate Ability. Dice could have 
been manipulated before an Ultimate Ability is 
Activated, but as this is now the Targeting Roll 
Phase, the Ultimate Ability has already Activated and 
simply requires a target.
Determine the Defender who will be receiving the 
damage based on the result of your die roll:
• 1 or 2 - Target the opponent on your left.
• 3 or 4 - Target the opponent on your right.
• 5 - Your opponents choose which of them you target.
• 6 - Choose either opponent as your target.

Note: For targeting rules on other variants, visit: 
http://variants.dicethrone.com

6. DEFENSIVE ROLL PHASE 
If the Active Player’s O!ensive Roll Phase results in an 
Attack, then the Defender now begins the Defensive 
Roll Phase.

Resolve any e!ects from the O!ensive Ability 
that require a target and are not damage related  
(e.g. gain Bag of Tricks , in$ict Webbed , etc).
If the O!ensive Ability results in an Attack and if that 
Attack’s damage type is defendable, the Defender may 
activate their Defensive Ability.
Note: Most heroes only have 1 Defensive Ability. 
However, if a hero has 2, they must choose one now.
Defender performs one Roll Attempt with the indicated 
number of dice (e.g.  DEFENSE ROLL 1 1  means roll  
1 die).  

Based on the dice results, the Defender resolves all 
non-damage e!ects (e.g. gain Crackle , in$ict Time 
Bomb , draw , etc).

There is one last opportunity for any player to spend 
Status E!ects or play cards.

Finally, all damage, prevention, and/or healing e!ects are 
accumulated and are applied simultaneously at the 
conclusion of the Roll Phase.
Note: If all remaining players are simultaneously 
reduced to  health, the game is a draw.

7. MAIN PHASE (2) 
Identical to Main Phase (1).  

8. DISCARD PHASE
Sell cards from your hand, until you have 6 
or fewer cards.
Increase your CP Dial by  for each card 
sold (more expensive cards are not worth 
more ).

Place any sold cards onto your Discard Pile.

3. MAIN PHASE (1) 
Perform any of the options below in any order, and as many 
times as you like:

Sell any card
• Place  card from your hand onto your Discard Pile.
• Increase your CP Dial by  (all cards are worth  

when sold, no matter how much they cost to play).

Play Main Phase Action cards 
• Reduce your CP Dial by the  

cost shown on the left side of 
the card.

• Perform the described action(s).
• Place the card onto your Discard 

Pile.

Play Hero Upgrade cards 
• Reduce your CP Dial 

by the  cost shown 
on the left side of the card. 

• If you are upgrading from 
level II  to level III, only pay 
the di!erence in cost.

• Place the card onto the 
correspondingly named space 
on your Hero Board.
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Gain Kinetic Energy .

Then deal  dmg.

Gain 2 Kinetic Energy .

Then deal  dmg.

Meteoric Punch II

SMALL STRAIGHT

LARGE STRAIGHT
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combat        points

+1+1

Ro
ll 

Ph
as

e 
Ac

tio
n

PAN
T 18 v1 

1CP

six-it!

Change the value of  
 one of your dice to a 6.

At this point you should have enough 
knowledge of how Dice Throne works to try 
out a 1v1 game. We recommend you return to 
this reference section when you have a question.
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The following is a detailed breakdown of each phase of a turn.  

1. UPKEEP PHASE 
Determine if any of your Status E!ects or Abilities 
activate during your Upkeep Phase. Then resolve 
these e!ects (note: this will not be applicable for 
most heroes during the beginning of the game).

If there are multiple e!ects, the Active Player may 
choose the order in which they are resolved.

All damage and/or healing e!ects are accumulated and 
are applied simultaneously at the conclusion of the 
phase.

2. INCOME PHASE 
Important: The Start Player skips the Income Phase of their 
"rst turn.

Increase your CP Dial by  (skip 
this step if you already have the 
maximum of ).
Draw  card from the top of your deck and add it to 
your hand. If your deck is empty, shu#e your Discard 
Pile to create a new deck.

4. OFFENSIVE ROLL PHASE 
During this phase, any player may choose to play 
Roll Phase Action cards after any step listed below.

Perform up to 3 Roll Attempts:
• Roll all 5 of your dice. 
• Optional: re-roll any number of dice.
• Optional: for a second time, reroll any number of dice.
When you are satis!ed with your roll, you may 
either:
• Announce the O!ensive Ability that you intend to 

Activate (your Final Dice Result must meet its Activation 
Requirement). Ask your opponent if they would like to 
alter your dice or allow the ability to activate successfully.

• Announce that you are not going to Activate an O!ensive 
Ability at all. 

• Tip: Activating a weak Attack against an opponent with 
a powerful Defensive Ability is not always advisable.

If you, a teammate, or an opponent have altered any 
of your dice at this point (e.g. someone played ‘Twice 
As Wild’), you may either: 
• Announce a di!erent O!ensive Ability based on the new 

Final Dice Results. 
• Return to step  of the O!ensive Roll Phase and use 

any remaining unused rerolls.

Activate the O!ensive Ability (if one was chosen):
• Determine its variable e!ects (some Abilities require 

additional steps to determine their full e!ects).
• Resolve any e!ects that do not require a target (e.g. gain 

Agility , gain Radiance , Heal , etc).

5. TARGETING ROLL PHASE  
If you have more than one opponent, you must determine your 
target.   
Note: Targeting an opponent still 
applies even if you have activated 
an ability that does no damage, 
but has e!ects that must be 
reconciled (e.g. ‘Web Shot’ in$icts 
Webbed ).
In King of the Hill variants, simply choose an opponent to Attack 
(see “King of the Hill” on page 11).
To decide who the Defender will be in 2v2 games:

Roll 1 die.
This die may be manipulated with cards, unless 
the Attack is an Ultimate Ability. Dice could have 
been manipulated before an Ultimate Ability is 
Activated, but as this is now the Targeting Roll 
Phase, the Ultimate Ability has already Activated and 
simply requires a target.
Determine the Defender who will be receiving the 
damage based on the result of your die roll:
• 1 or 2 - Target the opponent on your left.
• 3 or 4 - Target the opponent on your right.
• 5 - Your opponents choose which of them you target.
• 6 - Choose either opponent as your target.

Note: For targeting rules on other variants, visit: 
http://variants.dicethrone.com

6. DEFENSIVE ROLL PHASE 
If the Active Player’s O!ensive Roll Phase results in an 
Attack, then the Defender now begins the Defensive 
Roll Phase.

Resolve any e!ects from the O!ensive Ability 
that require a target and are not damage related  
(e.g. gain Bag of Tricks , in$ict Webbed , etc).
If the O!ensive Ability results in an Attack and if that 
Attack’s damage type is defendable, the Defender may 
activate their Defensive Ability.
Note: Most heroes only have 1 Defensive Ability. 
However, if a hero has 2, they must choose one now.
Defender performs one Roll Attempt with the indicated 
number of dice (e.g.  DEFENSE ROLL 1 1  means roll  
1 die).  

Based on the dice results, the Defender resolves all 
non-damage e!ects (e.g. gain Crackle , in$ict Time 
Bomb , draw , etc).

There is one last opportunity for any player to spend 
Status E!ects or play cards.

Finally, all damage, prevention, and/or healing e!ects are 
accumulated and are applied simultaneously at the 
conclusion of the Roll Phase.
Note: If all remaining players are simultaneously 
reduced to  health, the game is a draw.

7. MAIN PHASE (2) 
Identical to Main Phase (1).  

8. DISCARD PHASE
Sell cards from your hand, until you have 6 
or fewer cards.
Increase your CP Dial by  for each card 
sold (more expensive cards are not worth 
more ).

Place any sold cards onto your Discard Pile.

3. MAIN PHASE (1) 
Perform any of the options below in any order, and as many 
times as you like:

Sell any card
• Place  card from your hand onto your Discard Pile.
• Increase your CP Dial by  (all cards are worth  

when sold, no matter how much they cost to play).

Play Main Phase Action cards 
• Reduce your CP Dial by the  

cost shown on the left side of 
the card.

• Perform the described action(s).
• Place the card onto your Discard 

Pile.

Play Hero Upgrade cards 
• Reduce your CP Dial 

by the  cost shown 
on the left side of the card. 

• If you are upgrading from 
level II  to level III, only pay 
the di!erence in cost.

• Place the card onto the 
correspondingly named space 
on your Hero Board.
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Occassionally, calculating a Final Total of damage (the amount 
you reduce your Health Dial by at the conclusion of the roll 
phase) can become complex when the Incoming Damage 
of the Attack is a!ected by your Defensive Ability, cards, and 
Status E!ects played by you and your opponent.

Luckily, you can easily calculate the Final Total by following 
the steps below, in the order shown, after both players are 
completely "nished taking actions:

1. DETERMINE INCOMING DAMAGE
Incoming Damage is the amount of Damage that is waiting to 
be dealt to you at any point during the game. Most frequently 
this damage comes from O!ensive and Defensive Abilities, but 
Incoming Damage can also come from Status E!ects like Black 
Widow’s Time Bomb  or Loki’s Bag of Tricks .

2. ADD & SUBTRACT (SUBTOTAL)
We now apply anything that used addition or subtraction to 
a!ect Incoming Damage. Defensive Abilities, Status E!ects, or 
cards that would subtract (prevent) or add a speci!c amount 
of damage are applied to Incoming Damage during this step.  
The result is called the Incoming Damage subtotal.  

3. MULTIPLY & DIVIDE (FINAL TOTAL)
Finally, calculate anything that a!ects Incoming Damage 
using multiplication or division. All division and multiplication 
is applied at the end, regardless of what order cards, Status 
E!ects, or Defensive Abilities were activated.  

Also, in the case that you need to calculate more than one 
multiplier, each multiplier is calculated independently using 
the original Incoming Damage Subtotal determined by Step 2. 

Anything else that uses Incoming Damage as part of a 
multiplication or division calculation (e.g. Black Widow’s  
Agility  Status E!ect) is also calculated at this time.

EXAMPLE 
DOCTOR STRANGE VS BLACK WIDOW
Below is an example of a series of events that transpire 
during the O!ensive and Defensive Roll Phase between Doctor 
Strange (attacking) and Black Widow (defending).  

1. Doctor Strange activates his Mystic Bolts O!ensive Ability, 
which will deal  damage and allow him to Cast a Spell.

2. Doctor Strange casts a Spell that adds  dmg.
3. Black Widow spends her Agility  Status E!ect and 

successfully rolls a 1, which prevents  of the Incoming 
Damage.

4. Black Widow activates her Sabotage II Defensive Ability, 
which will prevent  dmg and deal  dmg.

5. Doctor Strange plays his Icy Tendrils Attack Modi"er card, 
which adds  dmg and allows him to Cast another Spell.

6. Doctor Strange casts a Spell that adds  dmg.
7. Black Widow spends her second Agility  status e!ect and 

successfully rolls a 1, which will again prevent  of the 
Incoming Damage.

DOCTOR STRANGE VS BLACK WIDOW 
(CONTINUED)
A lot of stu! just happened.  Let’s calculate damage:

1. DETERMINE INCOMING DAMAGE 
 Incoming Damage from Doctor Strange’s Mystic Bolts (Event 

1, above).

2. ADD & SUBTRACT (SUBTOTAL)
   Incoming Damage (Event 1 - Mystic Bolts)
   dmg (Event 2 - Spell)
 -  dmg (Event 4 - Sabotage II)
   dmg (Event 5 - Icy Tendrils)
   dmg (Event 6 - Spell)

 
   Incoming Damage (Subtotal) 

3. MULTIPLY & DIVIDE (FINAL TOTAL)
Determine the value of each multiplier simultaneously and 
independently (Note: all division in Dice Throne is always 
rounded up):

Event 3 (Agility ) =  (Subtotal) ÷ 2 =  
Event 7 (Agility ) =  (Subtotal) ÷ 2 = 
Then apply all of this to the Subtotal:

 Incoming Damage -  -  = -1 Incoming Damage

Using Agility  twice, Black Widow prevents all damage, which 
means the Final Total of damage she receives is .
Additionally, Doctor Strange will receive  dmg in return from 
Black Widow’s Defensive Ability (Event 4).

When multiple players perform Instant Actions that cause 
confusion as to whose action is resolved "rst, the player 
whose turn it is has priority, regardless of who initiated their 
action "rst. And remember, spending a Status E!ect token is 
considered an Instant Action. 
For example, if your opponent wants to avoid 
some of your Attack dmg by spending  
Agility , and then you play a Buh Bye  
(Instant Action card) to remove your 
opponent’s Agility , your card would 
resolve "rst, because it’s your turn.
Conversely, if your opponent has a  
Crackle  token when they Attack you, and you attempt to play 
a Buh Bye card to remove it, they may still spend that Crackle  
token successfully (because it’s their turn) and your Buh Bye card 
may not be played to remove that token.
The player whose turn it is takes precedent regardless of how 
many instants a player desires to use during an interaction.
Cards/abilities that are not considered “instant” are 
interruptable. For example, when you play a What Status 
E!ects card (Main Phase Action), your opponent may still spend 
valid Status E!ects before the card resolves completely (e.g. 
Electrokinesis ).
Note: When playing with more than two players, the player 
whose turn it is has "rst priority, followed by subsequent players 
in turn order. After all interruptions are complete, the previous 
order of play continues normally. 
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Occassionally, calculating a Final Total of damage (the amount 
you reduce your Health Dial by at the conclusion of the roll 
phase) can become complex when the Incoming Damage 
of the Attack is a!ected by your Defensive Ability, cards, and 
Status E!ects played by you and your opponent.

Luckily, you can easily calculate the Final Total by following 
the steps below, in the order shown, after both players are 
completely "nished taking actions:

1. DETERMINE INCOMING DAMAGE
Incoming Damage is the amount of Damage that is waiting to 
be dealt to you at any point during the game. Most frequently 
this damage comes from O!ensive and Defensive Abilities, but 
Incoming Damage can also come from Status E!ects like Black 
Widow’s Time Bomb  or Loki’s Bag of Tricks .

2. ADD & SUBTRACT (SUBTOTAL)
We now apply anything that used addition or subtraction to 
a!ect Incoming Damage. Defensive Abilities, Status E!ects, or 
cards that would subtract (prevent) or add a speci!c amount 
of damage are applied to Incoming Damage during this step.  
The result is called the Incoming Damage subtotal.  

3. MULTIPLY & DIVIDE (FINAL TOTAL)
Finally, calculate anything that a!ects Incoming Damage 
using multiplication or division. All division and multiplication 
is applied at the end, regardless of what order cards, Status 
E!ects, or Defensive Abilities were activated.  

Also, in the case that you need to calculate more than one 
multiplier, each multiplier is calculated independently using 
the original Incoming Damage Subtotal determined by Step 2. 

Anything else that uses Incoming Damage as part of a 
multiplication or division calculation (e.g. Black Widow’s  
Agility  Status E!ect) is also calculated at this time.

EXAMPLE 
DOCTOR STRANGE VS BLACK WIDOW
Below is an example of a series of events that transpire 
during the O!ensive and Defensive Roll Phase between Doctor 
Strange (attacking) and Black Widow (defending).  

1. Doctor Strange activates his Mystic Bolts O!ensive Ability, 
which will deal  damage and allow him to Cast a Spell.

2. Doctor Strange casts a Spell that adds  dmg.
3. Black Widow spends her Agility  Status E!ect and 

successfully rolls a 1, which prevents  of the Incoming 
Damage.

4. Black Widow activates her Sabotage II Defensive Ability, 
which will prevent  dmg and deal  dmg.

5. Doctor Strange plays his Icy Tendrils Attack Modi"er card, 
which adds  dmg and allows him to Cast another Spell.

6. Doctor Strange casts a Spell that adds  dmg.
7. Black Widow spends her second Agility  status e!ect and 

successfully rolls a 1, which will again prevent  of the 
Incoming Damage.

DOCTOR STRANGE VS BLACK WIDOW 
(CONTINUED)
A lot of stu! just happened.  Let’s calculate damage:

1. DETERMINE INCOMING DAMAGE 
 Incoming Damage from Doctor Strange’s Mystic Bolts (Event 

1, above).

2. ADD & SUBTRACT (SUBTOTAL)
   Incoming Damage (Event 1 - Mystic Bolts)
   dmg (Event 2 - Spell)
 -  dmg (Event 4 - Sabotage II)
   dmg (Event 5 - Icy Tendrils)
   dmg (Event 6 - Spell)

 
   Incoming Damage (Subtotal) 

3. MULTIPLY & DIVIDE (FINAL TOTAL)
Determine the value of each multiplier simultaneously and 
independently (Note: all division in Dice Throne is always 
rounded up):

Event 3 (Agility ) =  (Subtotal) ÷ 2 =  
Event 7 (Agility ) =  (Subtotal) ÷ 2 = 
Then apply all of this to the Subtotal:

 Incoming Damage -  -  = -1 Incoming Damage

Using Agility  twice, Black Widow prevents all damage, which 
means the Final Total of damage she receives is .
Additionally, Doctor Strange will receive  dmg in return from 
Black Widow’s Defensive Ability (Event 4).

When multiple players perform Instant Actions that cause 
confusion as to whose action is resolved "rst, the player 
whose turn it is has priority, regardless of who initiated their 
action "rst. And remember, spending a Status E!ect token is 
considered an Instant Action. 
For example, if your opponent wants to avoid 
some of your Attack dmg by spending  
Agility , and then you play a Buh Bye  
(Instant Action card) to remove your 
opponent’s Agility , your card would 
resolve "rst, because it’s your turn.
Conversely, if your opponent has a  
Crackle  token when they Attack you, and you attempt to play 
a Buh Bye card to remove it, they may still spend that Crackle  
token successfully (because it’s their turn) and your Buh Bye card 
may not be played to remove that token.
The player whose turn it is takes precedent regardless of how 
many instants a player desires to use during an interaction.
Cards/abilities that are not considered “instant” are 
interruptable. For example, when you play a What Status 
E!ects card (Main Phase Action), your opponent may still spend 
valid Status E!ects before the card resolves completely (e.g. 
Electrokinesis ).
Note: When playing with more than two players, the player 
whose turn it is has "rst priority, followed by subsequent players 
in turn order. After all interruptions are complete, the previous 
order of play continues normally. 
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phase) can become complex when the Incoming Damage 
of the Attack is a!ected by your Defensive Ability, cards, and 
Status E!ects played by you and your opponent.

Luckily, you can easily calculate the Final Total by following 
the steps below, in the order shown, after both players are 
completely "nished taking actions:

1. DETERMINE INCOMING DAMAGE
Incoming Damage is the amount of Damage that is waiting to 
be dealt to you at any point during the game. Most frequently 
this damage comes from O!ensive and Defensive Abilities, but 
Incoming Damage can also come from Status E!ects like Black 
Widow’s Time Bomb  or Loki’s Bag of Tricks .
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a!ect Incoming Damage. Defensive Abilities, Status E!ects, or 
cards that would subtract (prevent) or add a speci!c amount 
of damage are applied to Incoming Damage during this step.  
The result is called the Incoming Damage subtotal.  
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Also, in the case that you need to calculate more than one 
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the original Incoming Damage Subtotal determined by Step 2. 

Anything else that uses Incoming Damage as part of a 
multiplication or division calculation (e.g. Black Widow’s  
Agility  Status E!ect) is also calculated at this time.

EXAMPLE 
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Below is an example of a series of events that transpire 
during the O!ensive and Defensive Roll Phase between Doctor 
Strange (attacking) and Black Widow (defending).  

1. Doctor Strange activates his Mystic Bolts O!ensive Ability, 
which will deal  damage and allow him to Cast a Spell.

2. Doctor Strange casts a Spell that adds  dmg.
3. Black Widow spends her Agility  Status E!ect and 

successfully rolls a 1, which prevents  of the Incoming 
Damage.

4. Black Widow activates her Sabotage II Defensive Ability, 
which will prevent  dmg and deal  dmg.

5. Doctor Strange plays his Icy Tendrils Attack Modi"er card, 
which adds  dmg and allows him to Cast another Spell.

6. Doctor Strange casts a Spell that adds  dmg.
7. Black Widow spends her second Agility  status e!ect and 

successfully rolls a 1, which will again prevent  of the 
Incoming Damage.

DOCTOR STRANGE VS BLACK WIDOW 
(CONTINUED)
A lot of stu! just happened.  Let’s calculate damage:

1. DETERMINE INCOMING DAMAGE 
 Incoming Damage from Doctor Strange’s Mystic Bolts (Event 

1, above).
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   Incoming Damage (Event 1 - Mystic Bolts)
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 -  dmg (Event 4 - Sabotage II)
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3. MULTIPLY & DIVIDE (FINAL TOTAL)
Determine the value of each multiplier simultaneously and 
independently (Note: all division in Dice Throne is always 
rounded up):

Event 3 (Agility ) =  (Subtotal) ÷ 2 =  
Event 7 (Agility ) =  (Subtotal) ÷ 2 = 
Then apply all of this to the Subtotal:

 Incoming Damage -  -  = -1 Incoming Damage

Using Agility  twice, Black Widow prevents all damage, which 
means the Final Total of damage she receives is .
Additionally, Doctor Strange will receive  dmg in return from 
Black Widow’s Defensive Ability (Event 4).

When multiple players perform Instant Actions that cause 
confusion as to whose action is resolved "rst, the player 
whose turn it is has priority, regardless of who initiated their 
action "rst. And remember, spending a Status E!ect token is 
considered an Instant Action. 
For example, if your opponent wants to avoid 
some of your Attack dmg by spending  
Agility , and then you play a Buh Bye  
(Instant Action card) to remove your 
opponent’s Agility , your card would 
resolve "rst, because it’s your turn.
Conversely, if your opponent has a  
Crackle  token when they Attack you, and you attempt to play 
a Buh Bye card to remove it, they may still spend that Crackle  
token successfully (because it’s their turn) and your Buh Bye card 
may not be played to remove that token.
The player whose turn it is takes precedent regardless of how 
many instants a player desires to use during an interaction.
Cards/abilities that are not considered “instant” are 
interruptable. For example, when you play a What Status 
E!ects card (Main Phase Action), your opponent may still spend 
valid Status E!ects before the card resolves completely (e.g. 
Electrokinesis ).
Note: When playing with more than two players, the player 
whose turn it is has "rst priority, followed by subsequent players 
in turn order. After all interruptions are complete, the previous 
order of play continues normally. 
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REFERENCIA RÁPIDA

2/3/4/5-de-un-tipo: Cuando los dados muestran el 
mismo número (no símbolo) 2/3/4/5 veces.

Adicionalmente: Las afirmaciones que siguen a un 
"Adicionalmente" se resuelven después de los otros 
efectos enumerados.

Ataque: Habilidad Ofensiva que inflige   Daño o 
más a un Oponente (es decir, no Daño Colateral).

Carta de Acción de Fase de Tirada: Carta de 
Acción que puede jugarse durante la Fase de 
Tirada Ofensiva / de Objetivo / Defensiva. Pueden 
interrumpir el juego normal (pero no los Efectos de 
Estado consumibles u otra carta de Acción 
Instantánea / de Fase de Tirada).

Carta de Acción de Fase Principal: Carta de 
Acción que puede ser jugada durante la Fase 
Principal (1) o (2) del Jugador Activo.

Carta de Acción Instantánea: Puede ser jugada en 
cualquier momento durante el turno de cualquier 
jugador. Pueden interrumpir el juego normal (pero 
no los Efectos de Estado consumibles u otra carta 
de Acción Instantánea / Acción de Fase de Tirada).

Compañero: Consulta tu Hoja de Héroe para su 
definición única (ver "Compañeros" en página 4).

Con un [símbolo]: Si tu tirada contiene el símbolo 
o símbolos requeridos, obtienes los beneficios. 
Incluso si tienes el/los símbolo(s) requerido(s) 
varias veces, sólo obtienes los beneficios una vez.

Curación: Aumenta tu Dial de Salud en esa 
cantidad. Puedes curarte máximo hasta 10 puntos 
más de tu Salud inicial.

Daño Aislado: Daño que se inflige inmediatamente 
y sólo puede prevenirse o evitarse como una 
instancia separada de Daño.

Daño Colateral: Daño que no tiene un Objetivo y 
por lo tanto no se califica como Ataque. No es 
Defendible, pero sí Evitable. No puede ser 
Modificado.

Daño Entrante: Cantidad actual de Daño a la 
espera de ser infligido a un jugador.

Daño Indefendible: Daño contra el que los 
jugadores no pueden activar una Habilidad 
Defensiva. Sin embargo, el Daño puede evitarse, 
reducirse o mejorarse.

Daño Puro: Daño Indefendible que no puede ser 
modificado, pero puede ser evitado.

Defensor: Jugador objetivo de un Ataque.

Después: Las indicaciones "Después" crean una 
pausa durante la cual los jugadores pueden jugar 
cartas de Acción Instantánea o Acción de Fase de 
Tirada, o gastar Efectos de Estado. Los efectos que 
siguen a un "Después" siempre se resuelven tras las 
indicaciones que preceden al "Después".

Efectos de Estado Consumibles: Permanecen en 
juego hasta que decidas gastarlos.

Efectos de Estado Persistentes: Permanecen en 
juego hasta que otra carta o Habilidad los elimine.


Efectos de Estado Únicos: Contienen reglas en su 
descripción que rompen las reglas normales de los 
Efectos de Estado.

Escalera Grande: 5 de tus dados tiene una 
secuencia (por ejemplo 1-2-3-4-5 o 2-3-4-5-6).

Escalera Pequeña: 4 de tus dados muestran una 
secuencia de números (por ejemplo 1-2-3-4 o 
2-3-4-5 o 3-4-5-6).

Fase de Tirada: Si una Habilidad hace referencia a 
“el final de la Fase de Tirada", esto ocurre justo 
antes de que comience la Fase Principal (2).

Gastado: Si un Efecto de Estado se Gasta, descarta 
la ficha y recibes el beneficio. No tiene coste de     . 
Puedes volver a obtener esta ficha de Efecto de 
Estado más adelante durante la partida.

Habilidad Definitiva: Los Oponentes NO 
PUEDEN HACER NADA hasta que la Habilidad 
se completa. Incluido reducir, prevenir, responder o 
interrumpir su Daño y efectos. La Habilidad 
también ignora los Efectos de Estado en juego que 
reducirían la efectividad de la Habilidad. Sin 
embargo, la Habilidad puede potenciarse. La única 
forma de prevenir una Habilidad Definitiva o evitar 
su Daño es alterar una tirada de dado para detener 
su activación.

Infligir: Coge la ficha de Efecto de Estado 
correspondiente y colócala en el centro del Tablero 
de Héroe del jugador receptor.

Intento de Tirada: Tirada de dados para activar 
una Habilidad Ofensiva o Defensiva.

Lanza [#]   : Lanza el número de dados indicado 
para resolver los efectos listados.

Límite de Apilamiento: Especifica cuántas fichas 
iguales puede tener un Héroe en un momento dado.

Modificador de Ataque: Efecto de Estado o carta 
que añade un efecto a un Ataque y/o modifica su 
Daño.

O: Cuando las afirmaciones están separadas por un 
"O", sólo puedes resolver una de las afirmaciones 
separadas.

Obtener: Para Efectos de Estado, coge la ficha 
correspondiente y colócala en el centro de tu 
Tablero de Héroe. Para Salud o    aumenta tu Dial 
de Salud o de CP en la cantidad correspondiente.

Puntos de Combate    : Se gastan para jugar cartas 
y activar Habilidades del Tablero de Héroe. Como 
máximo se pueden tener    . Cada jugador gana     al 
comienzo de su turno (excepto el primer turno del 
Jugador Inicial).

Resultado Final de los Dados: El resultado de tus 
cinco dados tras todas las tiradas y modificadores.

Robar: Coge el recurso indicado de tu Oponente y 
te lo da a ti. Si tu Oponente no tiene la cantidad 
especificada, roba tanto como tenga.

Vender: Durante la Fase Principal, se puede coger 
cualquier carta de la mano, ponerla en la Pila de 
Descartes, y aumentar el Dial de CP en     .
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your hero board
Beginning with the Start Player, take turns as the Active Player, with each 
turn progressing through the following phases: 

UPKEEP PHASE - Resolve any Upkeep Phase maintenance 
(generally speci!ed by Status E"ects or Passive Abilities ).

INCOME PHASE - Gain  & draw  card from 
your deck. Start Player skips their !rst Income Phase.

 MAIN PHASE (1) - Spend  to play Hero 
Upgrade cards or Main Phase Action cards.  
Sell (discard) unwanted cards for  each.

 OFFENSIVE ROLL PHASE - Roll any 
number of your dice in up to 3 Roll Attempts and 
activate a single O!ensive Ability that your Final Dice 
Result meets the Activation Requirement for (reference 

 and ). Any player may play Roll Phase Action cards. 

 TARGETING ROLL PHASE - Skip this phase in a 1v1 
game. If you are playing with more than 2 players, see page 11. 
Any player may play Roll Phase Action cards.

 DEFENSIVE ROLL PHASE - If you activated an 
Attack during your O!ensive Roll Phase, your opponent 
activates their Defensive Ability  with a single Roll Attempt.  
Any player may play Roll Phase Action cards.

 MAIN PHASE (2) - Identical to Main Phase (1).

DISCARD PHASE - Sell (discard) cards for  
 each until you have  or fewer cards in your hand.

OFFENSIVE ABILITY 
• May be activated at the end of your 

O!ensive Roll Phase. 
• You may only activate a single ability as 

the result of your O!ensive Roll Phase.

DEFENSIVE ABILITY 
• Activated when you are Attacked by 

an opponent.
• If you have the choice of more than one Defensive 

Ability, choose one before rolling your dice.
• The Defensive Ability is not activated if the 

incoming damage type is undefendable, pure, 
collateral, or is the result of an opponent’s Ultimate 
Ability (see “Damage Types” on page 10).

DEFENSIVE DICE 
• The number of dice you roll when 

activating your Defensive Ability.
• For example, DEFENSE ROLL 3 1  

means Black Panther rolls 3 dice during 
his Defensive Roll Phase.

• These dice are only rolled a single time.

ULTIMATE ABILITY 
Your hero’s most powerful attack! If activated,  
the e"ects are completely unstoppable.

PASSIVE ABILITY 
• Always active and/or 

available for use.
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six-it!

Change the value of  
 one of your dice to a 6.
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On 3-of-a-kind (#’s),  
gain Kinetic  Energy .

vibranium claws II

Deal  dmg

Deal dmg

Deal  dmg
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Transference!

Transfer 1 status e!ect token 
from a chosen player to 
another chosen player.

combat        points

+1+1

×6×6

ABILITY DESCRIPTION 
• The e"ects to be resolved when an ability is activated. 
• Dice rolled as part of the ability’s e"ects may apply 

multiple times during the resolution of the ability.

ACTIVATION REQUIREMENT 
The Final Dice Result required to activate 
an O!ensive Ability. 

• O!ensive Abilities generally require a 
speci!c set of symbols  to activate:

 

• Small Straight abilities  require 
any 4 sequential numbers in a row 
(e.g. 2-3-4-5) and are represented by 4 
escalating dice:

 

• Large Straight abilities  require 
any 5 sequential numbers in a row (e.g. 
1-2-3-4-5) and are represented by 5 
escalating dice:

• The moment your health is 
reduced to , you have 
been defeated.

• If all remaining players are 
simultaneously reduced to 

 health, the game is a 
draw (an opponent cannot be 
“more defeated” than you).

• You may heal a maximum of 
10 points above your starting health.

•  is spent primarily to pay for 
cards.

• You can have a maximum of . If 
you gain  while you are already 
at , do not increase your CP Dial.

• At the start of your Income Phase, 
increase your CP Dial by .

Important: The Start Player must 
skip their !rst Income Phase.

health

health  health  

combat        points

IMPORTANT: The damage and e"ects of an Ultimate Ability can be enhanced, but cannot be reduced, 
prevented, avoided, responded to, or interrupted by anything (e.g. cards, Status E"ects, Companions, 
etc). Opponents may take no action of any kind from the time it is Activated until the conclusion of the Roll 
Phase. The only way to prevent an Ultimate Ability is to alter a die roll before its activation.

turn phases

combat points 
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your hero board
Beginning with the Start Player, take turns as the Active Player, with each 
turn progressing through the following phases: 

UPKEEP PHASE - Resolve any Upkeep Phase maintenance 
(generally speci!ed by Status E"ects or Passive Abilities ).

INCOME PHASE - Gain  & draw  card from 
your deck. Start Player skips their !rst Income Phase.

 MAIN PHASE (1) - Spend  to play Hero 
Upgrade cards or Main Phase Action cards.  
Sell (discard) unwanted cards for  each.

 OFFENSIVE ROLL PHASE - Roll any 
number of your dice in up to 3 Roll Attempts and 
activate a single O!ensive Ability that your Final Dice 
Result meets the Activation Requirement for (reference 

 and ). Any player may play Roll Phase Action cards. 

 TARGETING ROLL PHASE - Skip this phase in a 1v1 
game. If you are playing with more than 2 players, see page 11. 
Any player may play Roll Phase Action cards.

 DEFENSIVE ROLL PHASE - If you activated an 
Attack during your O!ensive Roll Phase, your opponent 
activates their Defensive Ability  with a single Roll Attempt.  
Any player may play Roll Phase Action cards.

 MAIN PHASE (2) - Identical to Main Phase (1).

DISCARD PHASE - Sell (discard) cards for  
 each until you have  or fewer cards in your hand.

OFFENSIVE ABILITY 
• May be activated at the end of your 

O!ensive Roll Phase. 
• You may only activate a single ability as 

the result of your O!ensive Roll Phase.

DEFENSIVE ABILITY 
• Activated when you are Attacked by 

an opponent.
• If you have the choice of more than one Defensive 

Ability, choose one before rolling your dice.
• The Defensive Ability is not activated if the 

incoming damage type is undefendable, pure, 
collateral, or is the result of an opponent’s Ultimate 
Ability (see “Damage Types” on page 10).

DEFENSIVE DICE 
• The number of dice you roll when 

activating your Defensive Ability.
• For example, DEFENSE ROLL 3 1  

means Black Panther rolls 3 dice during 
his Defensive Roll Phase.

• These dice are only rolled a single time.

ULTIMATE ABILITY 
Your hero’s most powerful attack! If activated,  
the e"ects are completely unstoppable.

PASSIVE ABILITY 
• Always active and/or 

available for use.
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On 3-of-a-kind (#’s),  
gain Kinetic  Energy .
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Transference!

Transfer 1 status e!ect token 
from a chosen player to 
another chosen player.

combat        points

+1+1

×6×6

ABILITY DESCRIPTION 
• The e"ects to be resolved when an ability is activated. 
• Dice rolled as part of the ability’s e"ects may apply 

multiple times during the resolution of the ability.

ACTIVATION REQUIREMENT 
The Final Dice Result required to activate 
an O!ensive Ability. 

• O!ensive Abilities generally require a 
speci!c set of symbols  to activate:

 

• Small Straight abilities  require 
any 4 sequential numbers in a row 
(e.g. 2-3-4-5) and are represented by 4 
escalating dice:

 

• Large Straight abilities  require 
any 5 sequential numbers in a row (e.g. 
1-2-3-4-5) and are represented by 5 
escalating dice:

• The moment your health is 
reduced to , you have 
been defeated.

• If all remaining players are 
simultaneously reduced to 

 health, the game is a 
draw (an opponent cannot be 
“more defeated” than you).

• You may heal a maximum of 
10 points above your starting health.

•  is spent primarily to pay for 
cards.

• You can have a maximum of . If 
you gain  while you are already 
at , do not increase your CP Dial.

• At the start of your Income Phase, 
increase your CP Dial by .

Important: The Start Player must 
skip their !rst Income Phase.

health

health  health  

combat        points

IMPORTANT: The damage and e"ects of an Ultimate Ability can be enhanced, but cannot be reduced, 
prevented, avoided, responded to, or interrupted by anything (e.g. cards, Status E"ects, Companions, 
etc). Opponents may take no action of any kind from the time it is Activated until the conclusion of the Roll 
Phase. The only way to prevent an Ultimate Ability is to alter a die roll before its activation.

turn phases

combat points 
2 3

Slash

Slash

Slash

Vibranium

Vibranium

Panther

Kinetic Energy

vibranium suit

Positive Status E!ect

Unique Status E!ect

Stack limit: 8

Stack limit: 1

Boosts damage & burst at stack limit:

• For every 2 Kinetic Energy  , increase damage 

from your Attacks by .  Attack Modi"er.

• Upon reaching Kinetic Energy  stack limit, 

immediately remove all Kinetic Energy  tokens. 

Then gain , draw , and deal  to a chosen 

opponent as an isolated source of undefendable dmg.

Prevent incoming damage:

A player with this token may spend it to prevent  

incoming damage. This token may not be transferred by 

any means (but can be removed).

GAMEPLAY OVERVIEW 
A heart-pumping, fast-playing game of skilled card play 
and dice manipulation. The game is played over a series 
of rounds where you will be rolling your hero’s dice up to 
3 times. You will use the combination of dice symbols or 
numbers to activate your hero’s abilities to attack your 
opponent(s).

WINNING THE GAME
Defeat your opponents by reducing their health to .

HATE READING RULES?
We got you covered. Watch a Video Tutorial:  
http://mdtlearn.dicethrone.com

Each player should place all of their chosen hero’s 
components in front of them:

HERO BOARD

HERO LEAFLET

TOKENS 
• Stack your Status E!ect and Companion tokens on 

your Hero Lea"et in their associated places.  

HEALTH DIAL
• Set your starting Health to  (for a 1v1 game).

COMBAT POINTS  DIAL
• Set your starting CP to .

DECK
• Shu#e your cards to create a deck.
• Draw the top  cards from your deck. This is your 

starting hand.

DICE
• Roll 1 1. The player who rolls the highest number 

is considered the Start Player and gets to go $rst.

ADDITIONAL SETUP
• Some heroes require unique setup steps. If 

applicable, these steps will be located on your 
Hero Lea"et.

tutorials

combat        pointshealth  health  

Discard 
Pile
(face up)

dice thRone game setup

USAOPOLY Customer Service
Tel: 1-888-876-7659 (toll-free)
Email: customerservice@usaopoly.com

Dice Throne Customer Service
Email: support@dicethrone.com

10 11

Other modes

2V2 TEAM GAME 
When playing with 4 players, apply the following rule changes:
• The game is played in teams of two.
• Teammates sit next to each other 

and are encouraged to view each 
other’s hands & strategize.

• Roll to determine the Start Player.
• Turn order alternates between 

teams in a zigzag pattern.
• Teammates share one Health Dial 

beginning with  health. 
• The Start Player skips the Income Phase of their !rst turn.
• When one teammate receives damage, reduce the shared 

Health Dial by the corresponding amount. If both teammates 
take damage at the same time, reduce the Health Dial by the 
combined total of damage taken by both teammates.

• Teammates still have their own individual CP Dials. A player’s 
 may only be spent on their own cards and abilities.

• Players cannot intervene to reduce their teammate’s 
incoming damage unless speci!ed by a card/Status E"ect 
(e.g. the card ‘Not This Time!’ can be played on teammates 
because it refers to “A chosen player”).

• Players may alter dice to prevent a teammate from taking 
damage in the !rst place or to improve their dice outcome.

KING OF THE HILL
When playing with 3 players, apply the following rule changes:
• Each player begins the game with  Health.
• Roll to determine the Start Player.
• Players take turns in a clockwise order.
• When Attacking, you may target any player desired. However, 

you receive a bonus card if you choose to Attack the Leader.
• The player(s) with the most Health remaining are considered 

the Leader(s).
• If you target a Leader with an Attack, you draw  card 

from your deck. The card draw happens immediately after 
choosing your target (before any other e"ects occur).

• If you Attack an opponent who is tied with you for the lead, 
(e.g. you and another player both have 30 Health), you still 
draw  bonus card. 

• If you are the only Leader (i.e. you alone have the most 
Health), you cannot earn a bonus card.

4 player games 3 player games
The current amount of damage waiting to be dealt to a player is 
considered “incoming damage.”
There are 5 damage types: normal (denoted as simply “dmg”), 
undefendable, pure, collateral, and ultimate.

DAMAGE TYPE ATTRIBUTES
Each damage type has one or more of the following attributes:
• Defendable - If the damage is the result of your opponent’s 

O!ensive Ability, you may perform your Defensive Ability. 
• Avoidable - Can be reduced, prevented, avoided, or 

interrupted by cards and/or Status E"ects.
• Modi!able - Can be changed with Attack Modi"ers.
• Special Targeting Rules - The player to receive the damage is 

speci!ed in the description. No Targeting Phase is necessary to 
determine who will receive this damage.  

NORMAL DAMAGE
• This is the most common type of damage, denoted by a black 

circle with a number in it (e.g. ) followed by “dmg.”  
• Defendable, Avoidable, and Modi!able.
• No Special Targeting Rules.

UNDEFENDABLE DAMAGE
• Another common type of damage denoted by a red circle with 

a number in it (e.g. ) followed by “undefendable dmg”.  
• Not Defendable, but it is Avoidable (with cards/Status E"ects).
• Modi!able.
• No Special Targeting Rules.

PURE DAMAGE
• A special type of undefendable damage denoted by a red circle 

with a number in it (e.g. ) followed by “pure dmg.”  
• Not Defendable, but it is Avoidable. 
• Not Modi!able. 
• No Special Targeting Rules.

COLLATERAL DAMAGE
• A special type of undefendable damage denoted by a red circle 

with a number in it (e.g. ) followed by “collateral dmg.”  
• Not Defendable, but it is Avoidable.
• Not Modi!able. 
• Has Special Targeting Rules (speci!ed on the ability/card).
• Does not qualify as an “Attack” since it does not directly target.
• When dealt to multiple players of the same team at the same 

time, reduce the Health Dial by the combined total dealt.

ULTIMATE DAMAGE
• A special type of undefendable damage dealt by your  

Ultimate Ability .
• Denoted by a red circle with a number in it (e.g. ).  
• Not Defendable or Avoidable. 
• When Modi!ed, may only be increased, but not decreased.
• No Special Targeting Rules.

Any card or Status E"ect that modi!es an Attack is 
considered an “Attack Modi!er.”
They can be played before or after the Defensive Ability is 
activated. 
Damage added by Attack Modi!ers is considered to be of the 
same damage type as the original damage being dealt. 
Attack Modi!ers can only be used on Attacks (i.e. an 
O!ensive Ability that targets an opponent with at least 

 dmg).

damage types

Defendable Avoidable Modi!able Special Targeting 
Rules

NORMAL DAMAGE

UNDEFENDABLE DAMAGE

PURE DAMAGE

COLLATERAL DAMAGE

ULTIMATE DAMAGE

Dice Throne can be played with up to 6 players. However, we 
strongly recommend that your group does not attempt this 
until everyone is very familiar with the game. 5-6 player 
games are fun and intense for seasoned players, but will drag on 
if attempted by new players.  
For full rules on 5-6 player games (and other variants), visit: 
http://variants.dicethrone.com
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strength of will!

Roll 5 1:

Add  ×  dmg.

Attack Modi"er
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Black Panther’s Ultimate Ability

DAMAGE TYPE CHART

attack modifiers

2 3

Slash

Slash

Slash

Vibranium

Vibranium

Panther

Kinetic Energy

vibranium suit

Positive Status E!ect

Unique Status E!ect

Stack limit: 8

Stack limit: 1

Boosts damage & burst at stack limit:

• For every 2 Kinetic Energy  , increase damage 

from your Attacks by .  Attack Modi"er.

• Upon reaching Kinetic Energy  stack limit, 

immediately remove all Kinetic Energy  tokens. 

Then gain , draw , and deal  to a chosen 

opponent as an isolated source of undefendable dmg.

Prevent incoming damage:

A player with this token may spend it to prevent  

incoming damage. This token may not be transferred by 

any means (but can be removed).

GAMEPLAY OVERVIEW 
A heart-pumping, fast-playing game of skilled card play 
and dice manipulation. The game is played over a series 
of rounds where you will be rolling your hero’s dice up to 
3 times. You will use the combination of dice symbols or 
numbers to activate your hero’s abilities to attack your 
opponent(s).

WINNING THE GAME
Defeat your opponents by reducing their health to .

HATE READING RULES?
We got you covered. Watch a Video Tutorial:  
http://mdtlearn.dicethrone.com

Each player should place all of their chosen hero’s 
components in front of them:

HERO BOARD

HERO LEAFLET

TOKENS 
• Stack your Status E!ect and Companion tokens on 

your Hero Lea"et in their associated places.  

HEALTH DIAL
• Set your starting Health to  (for a 1v1 game).

COMBAT POINTS  DIAL
• Set your starting CP to .

DECK
• Shu#e your cards to create a deck.
• Draw the top  cards from your deck. This is your 

starting hand.

DICE
• Roll 1 1. The player who rolls the highest number 

is considered the Start Player and gets to go $rst.

ADDITIONAL SETUP
• Some heroes require unique setup steps. If 

applicable, these steps will be located on your 
Hero Lea"et.

tutorials

combat        pointshealth  health  

Discard 
Pile
(face up)

dice thRone game setup
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2/3/4/5-of-a-kind: When the dice show the same number 
(not symbol) 2/3/4/5 times.

Additionally: Statements following an “Additionally” resolve 
after the other listed e!ects.

Attack: An O!ensive Ability that deals at least  dmg that 
targets an opponent (i.e. not collateral dmg).

Attack Modi!er: A Status E!ect or card that adds an e!ect to 
an Attack and / or modi"es its damage.

Collateral Damage: Damage that does not have a target and 
therefore does not qualify as an Attack. Not defendable, but 
it is avoidable. Cannot be Modi"ed.

Combat Points : Spent to play cards and activate abilities 
from your Hero Board. Players can have a maximum of . 
Players Gain  at the start of their turn (except the Start 
Player’s "rst turn).

Companion: Reference your Hero Lea#et for their unique 
de"nition (see “Companions” on page 7).

Defender: The player who is being targeted by an Attack.
Final Dice Result: The result of your "ve dice after all rerolls 

and dice modi"cation are "nished.
Gain: For Status E!ects, take the corresponding token and 

place it on the middle of your Hero Board. For Health or , 
increase your Health or CP Dial by the speci"ed amount.

Heal: Increase your Health Dial by the speci"ed amount. You 
may heal up to 10 Health beyond your starting Health.

Incoming damage: The current amount of damage waiting 
to be dealt to a player.

In"ict: Take the corresponding Status E!ect token and place 
it in the middle of the receiving player’s Hero Board.

Instant Action card: An Action card that may be played at 
any time during any player’s turn. These cards can interrupt 
normal play (but not Spendable Status E!ects or another 
Instant Action / Roll Phase Action card).

Isolated Damage: Damage that is dealt immediately and 
may only be prevented or avoided as a separate instance  
of damage. 

Large Straight: 5 of your dice show a sequence of numbers 
(i.e. 1-2-3-4-5  or  2-3-4-5-6).

Main Phase Action card: An Action card that may be played 
during the Active Player’s Main Phase (1) or Main Phase (2).

On [symbol]: If your roll contains the required symbol(s), 
you get the bene"ts. Even if your roll contains the required 
symbol(s) multiple times, you only get the bene"ts once.

Or: When statements are separated by an “Or”, you may 
resolve only one of the separated statements.

Persistent Status E#ects: Remain in play until some other 
card or ability causes their removal.

Pure Damage: Undefendable damage that cannot be 
modi"ed, but can be avoided.

Roll Attempt: A dice roll performed by the player to activate 
an O!ensive or Defensive Ability.

Roll Phase Action card: An Action card that may be played 
during the O!ensive / Targeting / Defensive Roll Phase. These 
cards can interrupt normal play (but not Spendable Status 
E!ects or another Instant Action / Roll Phase Action card).

Roll Phase: If an ability references “the conclusion of the Roll 
Phase,” this occurs just before Main Phase (2) begins.

Roll [#] 1: Roll the indicated number of dice to resolve the 
listed e!ects. 

Sell: During a player’s Main Phase, they may take any card 
from their hand, place it onto their Discard Pile, and then 
increase their CP Dial by .

Small Straight: 4 of your dice show a sequence of numbers 
(i.e. 1-2-3-4  or  2-3-4-5  or  3-4-5-6).

Spendable Status E#ects: Remain in play until you choose 
to spend them.

Spent / Spend: If a Status E!ect is Spent, you discard the 
token and receive the bene"t. This has no  cost. You may 
gain this Status E!ect token again later in the game.

Stack Limit: Speci"es how many tokens of the same type 
can be on any one hero at any time.

Steal: Take the indicated resource from your opponent and 
give it to yourself. If your opponent does not have the 
speci"ed amount, steal as much as they have.

Then: ‘Then’ statements create a break in play during which 
players may play Instant Action or Roll Phase Action cards, 
or spend Status E!ects. Statements following a “Then” are 
always resolved after the statements preceding the “Then”. 

Ultimate Ability: Opponents CANNOT DO ANYTHING until 
the ability completes. This includes reducing, preventing, 
responding to, or interrupting its damage and e!ects. The 
ability also ignores Status E!ects in play that would reduce 
the e!ectiveness of the ability. However, the ability can be 
enhanced. The only way to prevent an Ultimate Ability or 
avoid its damage is to alter a die roll to stop its activation.

Undefendable Damage: Damage which players cannot 
activate a Defensive Ability against. However, the damage 
may still be avoided, reduced, or enhanced.

Unique Status E#ects: Contain rules in their description 
that break the normal rules for Status E!ects.

quick reference

4 5

your hero board
Beginning with the Start Player, take turns as the Active Player, with each 
turn progressing through the following phases: 

UPKEEP PHASE - Resolve any Upkeep Phase maintenance 
(generally speci!ed by Status E"ects or Passive Abilities ).

INCOME PHASE - Gain  & draw  card from 
your deck. Start Player skips their !rst Income Phase.

 MAIN PHASE (1) - Spend  to play Hero 
Upgrade cards or Main Phase Action cards.  
Sell (discard) unwanted cards for  each.

 OFFENSIVE ROLL PHASE - Roll any 
number of your dice in up to 3 Roll Attempts and 
activate a single O!ensive Ability that your Final Dice 
Result meets the Activation Requirement for (reference 

 and ). Any player may play Roll Phase Action cards. 

 TARGETING ROLL PHASE - Skip this phase in a 1v1 
game. If you are playing with more than 2 players, see page 11. 
Any player may play Roll Phase Action cards.

 DEFENSIVE ROLL PHASE - If you activated an 
Attack during your O!ensive Roll Phase, your opponent 
activates their Defensive Ability  with a single Roll Attempt.  
Any player may play Roll Phase Action cards.

 MAIN PHASE (2) - Identical to Main Phase (1).

DISCARD PHASE - Sell (discard) cards for  
 each until you have  or fewer cards in your hand.

OFFENSIVE ABILITY 
• May be activated at the end of your 

O!ensive Roll Phase. 
• You may only activate a single ability as 

the result of your O!ensive Roll Phase.

DEFENSIVE ABILITY 
• Activated when you are Attacked by 

an opponent.
• If you have the choice of more than one Defensive 

Ability, choose one before rolling your dice.
• The Defensive Ability is not activated if the 

incoming damage type is undefendable, pure, 
collateral, or is the result of an opponent’s Ultimate 
Ability (see “Damage Types” on page 10).

DEFENSIVE DICE 
• The number of dice you roll when 

activating your Defensive Ability.
• For example, DEFENSE ROLL 3 1  

means Black Panther rolls 3 dice during 
his Defensive Roll Phase.

• These dice are only rolled a single time.

ULTIMATE ABILITY 
Your hero’s most powerful attack! If activated,  
the e"ects are completely unstoppable.

PASSIVE ABILITY 
• Always active and/or 

available for use.
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Transference!

Transfer 1 status e!ect token 
from a chosen player to 
another chosen player.

combat        points

+1+1

×6×6

ABILITY DESCRIPTION 
• The e"ects to be resolved when an ability is activated. 
• Dice rolled as part of the ability’s e"ects may apply 

multiple times during the resolution of the ability.

ACTIVATION REQUIREMENT 
The Final Dice Result required to activate 
an O!ensive Ability. 

• O!ensive Abilities generally require a 
speci!c set of symbols  to activate:

 

• Small Straight abilities  require 
any 4 sequential numbers in a row 
(e.g. 2-3-4-5) and are represented by 4 
escalating dice:

 

• Large Straight abilities  require 
any 5 sequential numbers in a row (e.g. 
1-2-3-4-5) and are represented by 5 
escalating dice:

• The moment your health is 
reduced to , you have 
been defeated.

• If all remaining players are 
simultaneously reduced to 

 health, the game is a 
draw (an opponent cannot be 
“more defeated” than you).

• You may heal a maximum of 
10 points above your starting health.

•  is spent primarily to pay for 
cards.

• You can have a maximum of . If 
you gain  while you are already 
at , do not increase your CP Dial.

• At the start of your Income Phase, 
increase your CP Dial by .

Important: The Start Player must 
skip their !rst Income Phase.

health

health  health  

combat        points

IMPORTANT: The damage and e"ects of an Ultimate Ability can be enhanced, but cannot be reduced, 
prevented, avoided, responded to, or interrupted by anything (e.g. cards, Status E"ects, Companions, 
etc). Opponents may take no action of any kind from the time it is Activated until the conclusion of the Roll 
Phase. The only way to prevent an Ultimate Ability is to alter a die roll before its activation.

turn phases

combat points 

2 3

Slash

Slash

Slash

Vibranium

Vibranium

Panther

Kinetic Energy

vibranium suit

Positive Status E!ect

Unique Status E!ect

Stack limit: 8

Stack limit: 1

Boosts damage & burst at stack limit:

• For every 2 Kinetic Energy  , increase damage 

from your Attacks by .  Attack Modi"er.

• Upon reaching Kinetic Energy  stack limit, 

immediately remove all Kinetic Energy  tokens. 

Then gain , draw , and deal  to a chosen 

opponent as an isolated source of undefendable dmg.

Prevent incoming damage:

A player with this token may spend it to prevent  

incoming damage. This token may not be transferred by 

any means (but can be removed).

GAMEPLAY OVERVIEW 
A heart-pumping, fast-playing game of skilled card play 
and dice manipulation. The game is played over a series 
of rounds where you will be rolling your hero’s dice up to 
3 times. You will use the combination of dice symbols or 
numbers to activate your hero’s abilities to attack your 
opponent(s).

WINNING THE GAME
Defeat your opponents by reducing their health to .

HATE READING RULES?
We got you covered. Watch a Video Tutorial:  
http://mdtlearn.dicethrone.com

Each player should place all of their chosen hero’s 
components in front of them:

HERO BOARD

HERO LEAFLET

TOKENS 
• Stack your Status E!ect and Companion tokens on 

your Hero Lea"et in their associated places.  

HEALTH DIAL
• Set your starting Health to  (for a 1v1 game).

COMBAT POINTS  DIAL
• Set your starting CP to .

DECK
• Shu#e your cards to create a deck.
• Draw the top  cards from your deck. This is your 

starting hand.

DICE
• Roll 1 1. The player who rolls the highest number 

is considered the Start Player and gets to go $rst.

ADDITIONAL SETUP
• Some heroes require unique setup steps. If 

applicable, these steps will be located on your 
Hero Lea"et.

tutorials

combat        pointshealth  health  

Discard 
Pile
(face up)

dice thRone game setup
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