
Dice of the Occulites is a fast, fun and tactically challenging new game set in the Occulite universe. It is a separate 
game to Dawn – Rise of the Occulites, but takes place at the same time. Whereas Dawn allows you to take control of 
a Tribe of Occulites, Dice of the Occulites allows you to take control of the role of someone that has found a 'window 
in space' and begins to research the world of Crepusculum. Each player starts the game with a particular Tribe 
they are interested in researching (represented by 6 dice in that Tribe's colour), but as the game goes on, players 
can share knowledge with others to broaden their interests and put them in the best place to make discoveries each 
round. Roll your dice, allocate them to the six cards that appear each round and then resolve each one by one. But 
victory isn't assured as each card has a game changing effect that will need to be taken into account to make the 
best discoveries and win the game. 

Dice of the Occulites 
The Exploration of Crepusculum - Exploring the Occulite world through the eyes of Darwin 

 

Components 
Base Set 
These rules 
18 six sided dice (6 green, 6 blue, 4 pink and 2 
black) 
Palaudis card set (6 cards) 
Hydris card set (6 cards) 
Creatures and Predators card set (12 cards) 
 
Tribe Expansion One 
18 six sided dice (6 yellow, 6 red and 6 purple) 
Floris card set (6 cards) 
Ignis card set (6 cards) 
Nimbus card set (6 cards) 
 
Tribe Expansion Two 
12 six sided dice (6 orange and 6 white) 
Silicus card set (6 cards) 
Tundris card set (6 cards) 

Parts of a Card 
A) Discovery Point value, Card Number and 

Card Colour (in this case Blue 1) 
B) Card set logo (in this case Hydris) 
C) What you are researching through the 

‘window in space’. 
D) Card text (these all modify the game in 

different ways). 

Setting up the game 
1) Take all the Creatures and Predators cards (         ,        ) 

and shuffle them up. Place them in a neat pile, face 
down, just above the centre of the table. Place the Pink 
and Black dice next to these cards. These dice make up 
the Common Knowledge Pool. 

2) Each player chooses a Tribe that they are most 
interested in and takes all 6 dice of their colour. 

3) Take the number 1 card from each Occulite Tribe card 
set and place aside the cards that match the colours 
selected by the players. If the total number of these cards 
does not equal 5, then deal additional number 1 cards 
from other Tribe sets until you have 5. Shuffle this pile 
and place it face down next to the Creatures and 
Predators cards. 

4) Flip the top card of this newly created stack. The colour 
revealed is the Tribe that everyone will be researching 
first. Place this card in the centre of the table, along with 
the rest of its card set (cards 2-6) in ascending order. 

5) Your are ready to start. 

End of the game and winning 
A normal game ends after playing five rounds. The winner is 
the player with the most Discovery Points 

How to play the standard game 
1) All players roll their dice at the same time. The results 

should be visible to all. 
2) After an agreed amount of time (we suggest 15 seconds), 

all players hide their dice behind their hands. 
3) While hidden, players line up their dice in the order they 

wish. Each die is secretly allocated to a card. The die 
placed in the first position of their line counts as being 
allocated to the first card and so on. You must try and 
take into consideration each card’s text as this can 
modify what you are allowed to allocate. Once all players 
have allocated their dice, they are all revealed. 

4) Each card is resolved one at a time (see page 2), starting 
at the first card, then the second and so on until all six 
cards are revealed. 

5) At the end of the round (once all cards are resolved) for 
each card that a player has won, they may ‘Share 
Research’ (see page 2). This is resolved in the order of 
the cards (1-6). Any die gained through sharing research 
cannot be taken by another player that round. 

6) Reveal the top card of the number 1 card deck. This is 
the Tribe that everyone will be researching next. Replace 
the current six cards with the six cards from this new 
Tribe. This starts a new round. 

7) After five rounds, the game ends and scores are checked. 
The player with the highest Discovery points wins.  

Players: 2-5 Ages: 8+ Play Time: 15-30 mins 



Resolving cards 
Starting at the first card in the line-up each card is fully 
resolved before moving onto the next card. To resolve most 
cards you can follow these steps. Some other cards have 
modifications within their text that alter how a card is 
resolved. Card text always supersedes these main rules. Just 
follow them exactly as stated and you will resolve them 
correctly. 
1) Everyone looks at the first die, which is allocated to the 

first card. You will notice that each die has a number of 
pips on it. This represents Research Value. If the die you 
allocated has four pips on it, it is said to have a ‘Research 
Value’ of 4. 

2) The die with the highest Research Value wins the card 
and may follow any instructions that apply to the winner 
of the card immediately. Once this is done, they then 
receive a number of Discovery Points equal to the card 
number. This represents the player making the discovery 
listed on the card by putting in the most research. 

3) If there is a draw, then it is a ‘Joint Discovery’ and each 
player that drew, gets the full points, but any card text 
for the ‘winner’ is not triggered. 
Nb. If there is a draw between dice allocated to the same 
card, yet one of those dice match the colour of the card. 
Then the player that allocated that die actually breaks 
the draw and wins the card. This represents the player 
having a greater interest in that particular Tribe. Using 
their existing knowledge, they are able to make the 
Discovery before others. 
If several players drew and they all have allocated dice 
that match the card’s colour, then it is a draw just 
between those players. 

Sharing knowledge 
Sharing knowledge is something you can do during the game 
to gain different coloured dice. These might be required for 
some cards, or to give you a better chance in future rounds. 
It represents you taking a greater interest in researching 
another Tribe. The Share Knowledge step is taken at the end 
of a round, with the order this happens resolved by allowing 
the person who won the first card sharing knowledge once 
first. Then the person that won the second card, then the 
third etc… Some players may get more than one opportunity 
to share knowledge, but it must be done in order. 
To Share Knowledge, you need to follow these steps. 
1) For each card you won (not shared a win, but won on 

your own), you may Share Knowledge. The maximum 
amount of times you may do this during a round is three 
times, even if you won more than three cards. 

2) The first time you Share Knowledge on your turn, you 
must spend 1 Discovery Point from your total.  
The second time you Share Knowledge, it costs you 2 
Discovery Points and the third time you Share 
Knowledge, it costs you 3 Discovery Points. 

3) Once you spend the required number of Discovery 
Points, you can then swap one of your die with one from 
either: 
* The Common Knowledge Pool or, 
* Another player’s dice pool. 
Any die that is swapped in this way may not be taken by 
another player during that round. It is locked in. But it 
can be swapped on a future round by Sharing 
Knowledge. 

Using Creature and Predators 
Once you have played a game or two of the regular game, you 
might like to start using Creatures and Predators in your 
games. These replace one of the cards in the line-up each 
round and can have a greater reaching effect on the game. 
To add these cards into the game, it is very simple. 
1) Shuffle these cards at the start of the game and place 

them face down above the line-up as stated in the setup. 
2) At the start of each round including the first (when the 

new Tribe cards are placed down in the line-up), draw 
the top card of the Creatures and Predators deck. 

3) Have a look at the card number in the top left hand 
corner and replace the card in the line-up with that same 
number, with the Creature and Predator card. 

4) The rest of the game plays out as normal. 

Using a Timer 
Once you get used to allocating dice in the game, you can 
decide to play the dice allocation section of the game with a 
timer. We find that 30 seconds is a good number that puts a 
bit of pressure on you to decide, but still gives you just 
enough time to read the cards before doing so. 

Lots of Interests Mode 
Instead of starting the game with 6 dice of the one colour, 
you might like to try this mode. 
Place all dice from all tribes in the Shared Knowledge Pool. 
Take it in turns selecting one die from the pool until each 
player has 6 dice. 
The rest of the game plays out as normal. You can choose to 
play this mode in conjunction with any of the other modes.  

Conflicted Interests Mode 
This mode can be played with any or all other extra game 
modes and creates a more tactically challenging and 
unpredictable research environment. 
After many regular games, you will know what to expect with 
each Tribe. This makes your decisions more informed and 
things are more predictable, but in this mode, instead of 
choosing to Research one Tribe at a time, all players are 
researching all Tribes at once. This will challenge your 
tactical decision making ability. We recommend this mode 
for more experienced players and think that playing with a 
timer really puts the pressure on and is a fun way to 
challenge yourself. 
 
Take all the cards from all Tribes and the Creatures and 
Predators and separate them into piles of the same card 
numbers. So all the 1s go together, all the 2s, all the 3s etc… 
Shuffle each pile and place them facedown above where the 
line-up would go. Each pile goes above where its card 
number would go. 
 
At the start of each round, flip the top card off each pile and 
place it on the line up. You will end up with cards from all 
different tribes. Play five rounds and see who has the most 
Discovery Points at the end. Good luck! 

Longer game? 
A regular game is played to five rounds. If you would prefer 
to play a longer game, then just add in a few more rounds. 
To do this with the regular game rules, just add in an extra 
Tribe for each extra round you want to play. 
If you run out of Tribes, simple shuffle once you’ve gone 
through them and select one randomly to play again. 

More information on each Discovery… 
Check out the website… TBA to read the history associated 
with each Discovery. 


