RULEBOO

( GAME OVERVIEW )

DINO DUNK is a competitive dexterity game where

two or four players control teams of dinosaurs playing

a basketball-inspired game. Each team consists of five
dinosaurs chosen from a pool of ten dinosaurs, each with
unique abilities, represented by wooden discs of various
sizes. Players will alternate turns, flicking either their
dinosaurs or the ball with their finger as they move, pass,
and shoot in order to score the most points. The winner
of the game is the first team to score 6 points.
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CHARACTER CARD

PN
s (2DTYRANNOSAURUS REX >t
e Drafted 2nd Round: Mesozoic Meteors ( =
> Length: 42’5 Height: 147"  Weight: 15 tons |3 /))
Bigger than Sue. e y
=
5 ( ROAR AND RUN )
4 After performing a Pass action, this
E dinosaur may immediately perform a free
= Move action.
S€ i (6)
T Uy
x
S
0 y
. J

@ DINDSAUR IMAGE - Portrait corresponds to token.
@ NAME - The name of the dinosaur.

@ TEAM - The team that the dinosaur is associated with.
@ STATS - Fun statistics about the dinosaur.

@ ACTIONS - The actions available to the dinosaur.
@ ABILITY - Unique effects that the dinosaur has in

(he game. )

EXHIBITION CARD

s

NOTE: Exhibition Cards are
denoted by a white border L
around the front of the card.

EXHIBITION

@ SIZE - The size of the wooden disc that represents
these dinosaurs.

@ TEAM - The team that these dinosaurs are
associated with.

@ DINDSAURS - The dinosaurs that are represented
by this card.

@ ACTIONS - The actions available to these dinosaurs.
@ ABILITY - Unique effects that these dinosaurs have

G the game. )

(STANDARD PLACEMENT RULES )

When placing a token adjacent using standard placement
rules, place the token around the circumference of the target
token so that the distance between both tokens is within the
height of one medium wooden disc.

MEASURING DISTANCE USING CARD LENGTH

(1) DINOSAUR IMAGE - The dinosaur that the wooden
disc represents.

(2) TEAM PATTERN - The team that this dinosaur is
associated with.

NOTE: There are three different-sized tokens that
represent the dinosaurs in the game. These sizes

will be referred to as Small (Velociraptor), Medium
(Stegosaurus), and Large (Spinosaurus). When choosing
the dinosaurs for your team, you must include exactly
one small dinosaur, three medium dinosaurs, and one
large dinosaur. 57

kSM - Small MED - Medium  LRG - Large )




PLAY AREA

SCOREBOARD REFERENCE

Truplc Turf

@ SCORING ZONE - The area of the game mat that the
ball token must overlap in order to score.

(2) THREE-POINT LINE - The boundary surrounding
each scoring zone. Used to determine whether two or
three points are awarded for a successful shot.

@ FOUL LINE - The boundary used when attempting
a foul shot.

@ WATER - The area of the game mat that is used for
game effects involving water terrain.

@ SNOW - The area of the game mat that is used for
game effects involving snow terrain.

@ BASELINE - The edge of the game mat along the
width of the play area.

@ SIDELINE - The edge of the game mat along the

@ TEAM NAME - The team that each score track is
associated with.

@ SCORE TRACK - Used to show each team’s
current score.

NOTE: If a team exceeds the maximum score on the score
track, then flip the scoring token over to its opposite side
and return it to the ‘0’ space on the score track.

@ SHOT CLOCK - Used to show the number of

turns the offensive team has taken during a given
possession. The offensive team has up to six turns to
successfully score before the shot clock is expired and

&ngth of the play area.

Qhe ball is turned over to the defensive team. )




( GAME SETUP

@ Choose a game mat and place it in an easily
accessible space.

@ Place the Scoreboard Reference near the sideline of the
game mat, and place a scoring token with the team logo
visible on the ‘0’ space on each score track.

@ Each player chooses a team, collects the ten Character
Cards associated with their chosen team, and selects five
dinosaurs to use during the game.

NOTE: It is suggested that players use the Exhibition Match
and Backboard optional rules located on page 8 for their first
game, using the white bordered Exhibition Cards instead of
the standard Character Cards.

@ Both players simultaneously reveal their five chosen
Character Cards and return any unused Character Cards to
the game box.
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@ Players collect the dinosaur tokens associated with
their chosen Character Cards.

@ Determine the offensive team by flipping the ball token.

@ The offensive team chooses one dinosaur to start the
game in possession of the ball. The offensive team then
places the chosen dinosaur anywhere along the baseline on
their side of the play area and places the ball token adjacent
to the chosen dinosaur using standard placement rules.

The offensive team then places their four remaining
dinosaurs anywhere on their side of the play area.

@ The defensive team then places each of their five
dinosaurs anywhere on their side of play area.

Place the possession token on the starting space of the
offensive team’s shot clock.

@ The offensive team then takes the first turn and
activates two dinosaurs.
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( TURN OVERVIEW )

During gameplay, opponents will alternate turns, starting
with the offensive team. The team in possession of the ball
is always considered to be the offensive team. On a team’s
turn, they may activate two dinosaurs. When a dinosaur
is activated, it may take any of the actions highlighted

on their Character Card. By default, each dinosaur can
only take one action when activated, but many dinosaurs
have special abilities that will allow them to take multiple
actions when activated.

A team is not allowed to activate the same dinosaur twice
during the same turn. A team must always activate two
different dinosaurs on their turn, but this does not prevent
a dinosaur from taking actions through the use of special
abilities or other gameplay effects.

T-REX TIP: Have more than two players and
want everyone to join in? Play with teams
of two and allow each player to activate a
dinosaur on their teams turn!

EXAMPLE: Alice chooses to activate her Brontosaurus

on her turn and performs a Move action, moving the
Brontosaurus closer towards the scoring zone. Alice is unable
to activate the Brontosaurus again, but chooses to activate
her Triceratops instead and performs a Pass action to her
Brontosaurus. After receiving the pass from the Triceratops,
Alice’s Brontosaurus is then able to trigger her special ability
to make a free Pass action.

Shot Clock

At the end of the offensive team’s turn, advance the
possession token one space along the shot clock. The
offensive team has six turns in order to score. At the end
of the offensive team’s turn, if the possession token has
advanced to the starting space of the defensive team’s shot
clock, the result is a turnover and the defensive team gains
possession of the ball. Both teams then reset the play area
according to steps 7-11 in the game setup rules. Whenever
the defensive team gains possession of the ball from a
turnover, the defensive team then becomes the offensive
team and moves the possession token to the starting space
of their team’s shot clock.

EXAMPLE: Harry controls the offensive team and has taken
three turns during his team’s current possession. The shot
clock has advanced to space ‘3 just before Alice takes her
turn. During Alice’s turn she uses her Velociraptor to steal
the ball from Harry’s Stegosaurus. Since Alice only activated
one dinosaur on her turn she may then activate a second
dinosaur, and chooses to activate her Tyrannosaurus Rex.

Alice then moves the possession token to her team’s starting
space on the shot clock, and her team then becomes the
offensive team.

( GAME END )

The game immediately ends once one team has scored a
predetermined number of points. For a standard game,
players should play until one team has scored at least 6 points.

NOTE: Players are free to decide any point value that their
teams should attempt to score before starting the game.

For your first game it is recommended that players play
until one team has scored 4 points.

( ACTIONS )

MOVE

A player moves a dinosaur they
control by flicking the wooden disc
representing the dinosaur with their
finger. A dinosaur has completed
its movement when the dinosaur
token has come to a complete

stop. When a dinosaur leaves the
play area completely, then the
dinosaur is considered out-of-
bounds. A dinosaur that has moved
out-of-bounds is placed at the edge of

the game mat approximately where the dinosaur token left
the play area and cannot take actions for the remainder of
the turn.

NOTE: A dinosaur token is never allowed to overlap either
scoring zone. When a dinosaur token overlaps a scoring
zone, slide the token the shortest distance so that the entire
token is outside of the scoring zone.

A dinosaur in possession of the ball is allowed to take a
Move action. After moving a dinosaur that has possession
of the ball, place the ball token adjacent using standard
placement rules. When a dinosaur in possession of the
ball moves out-of-bounds, the result is a turnover. The
defensive team then chooses a player to gain possession of
the ball according to step 7 in the game setup rules.

NOTE: When a dinosaur completes its movement, but the
token representing the dinosaur is partially off of the game
mat, slide the token the shortest distance so that the entire
token is within the play area.
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A dinosaur is allowed to make contact with other
dinosaurs while moving, but is not allowed to make contact
with the dinosaur currently in possession of the ball. When
a dinosaur is struck by a moving dinosaur token, it remains
in place wherever it stopped moving, or is returned to the
edge of the play area if moved out-of-bounds.

When a dinosaur performing a Move action makes
contact with the ball token without committing a foul,

that dinosaur gains possession of the ball and places the
ball token adjacent using standard placement rules. If a
dinosaur on the defensive team gains possession of the ball
after a Move action, the result is a turnover.

Fouling

When performing a Move action, if a dinosaur strikes

the dinosaur currently in possession of the ball, or causes
another a dinosaur to strike the dinosaur in possession of
the ball, the result is a foul.

When a foul occurs, the dinosaur’s token that performed
the Move action is removed from the play area. The
removed dinosaur is returned to the play area, and
placed along a sideline of the game mat within water
terrain at the end of the fouling team’s next turn. When
an opposing dinosaur is removed from the play area as
the result of a foul, move the possession token to the
previous space on the shot clock.

NOTE: If the possession token is already on the starting space
of the shot clock, do not move the possession token when
resolving a foull.

A dinosaur in possession of the ball that is struck due to
a friendly dinosaur’s Move action is stunned. A stunned
dinosaur cannot take any actions for the remainder of the
offensive team’s turn.

Foul Shots

When a dinosaur is fouled by an opposing dinosaur within
their opponent’s three-point line, the foul is considered

a shooting foul. The fouled dinosaur may then attempt a
Shoot or Dunk action from its position before the foul.

If the result of the Shoot or Dunk action is a successful
score, then the offensive team may attempt one foul shot;
otherwise if the result was a miss, then the offensive team
may attempt two foul shots. When attempting a foul shot,
remove all dinosaur tokens within the three-point line
and place the ball token behind the foul line. The offensive
team may then perform a Shoot action, with a successful
score earning them 1 point. After resolving all foul shots,
regardless of their results, reset the play area according

to steps 7-11 in the game setup rules with the defensive
team gaining possession of the ball and becoming the
offensive team.

PASS

A dinosaur must be in possession of the ball to perform
a Pass action. Pass the ball by flicking the ball with your
finger. The first dinosaur that is struck by the ball token
gains possession of the ball and places the ball token
adjacent using standard placement rules.

When a defensive dinosaur gains possession of the ball
from a Pass action, the result is a turnover, and that
dinosaur places the ball token adjacent using standard
placement rules.

If the ball token fails to strike any dinosaur after being
flicked, then the result is a loose ball. If the ball token fails
to strike any dinosaur after being flicked and travels out-
of-bounds, then the result is a turnover. The defensive
team then chooses a player to gain possession of the ball
according to step 7 in the game setup rules.

When performing a Pass action, a dinosaur may
automatically gain possession of the ball if the dinosaur’s
token is within one long card length of the dinosaur in
possession of the ball, and a straight line can be drawn
between both dinosaurs without passing through any other
dinosaur tokens in the play area.

NOTE: Players must declare a Pass or Shoot action when
flicking the ball. If the ball token is determined to be a loose
ball after a Pass action, but overlaps a scoring zone, the result
remains a loose ball.

Loose Ball

Do not advance the possession token when there is a
loose ball. A dinosaur may gain possession of a loose

ball with a Move action. When the offensive team gains
possession of a loose ball, advance the possession token to
the next space on the shot clock. When the defensive team
gains possession of a loose ball, the result is a turnover.



SHOOT

A dinosaur must be in possession of the ball to perform a
Shoot action. Shoot the ball by flicking the ball with your
finger. When performing a Shoot action, a team scores

2 points when any portion of the ball token overlaps the
target scoring zone after it has stopped moving. If the
dinosaur performing the Shoot action is outside the three-
point line, a team instead scores 3 points when any portion
of the ball token overlaps the target scoring zone after it has
stopped moving.

After performing a Shoot action, if the ball token does not
overlap the target scoring zone after it has stopped moving,
the result is a loose ball. The ball token may come into
contact with other tokens, but if the ball token travels out-
of-bounds, the result is a turnover. The defensive team then
chooses a player to gain possession of the ball according to
step 7 in the game setup rules.

After a team scores, players then reset the play area
according to steps 7-11 in the game setup rules with the
defensive team gaining possession of the ball and becoming
the offensive team.

SCORING - 2 POINT SHOT

SCORING - DUNK

2 T-REX TIP: Having trouble scoring those close
25 shots? Check out the Layup or Backboard
optional rules listed on page 8.

DUNK

A dinosaur must be in possession of the ball to perform a
Dunk action. Dunk the ball by placing the ball token on top
and at the edge closest to the scoring zone of the dinosaur
token and then flick the wooden disc representing the
dinosaur. After the dinosaur has finished moving, if the
dinosaur token overlaps the scoring zone, and the ball token
remains on top of the dinosaur token, then the result is a
Dunk and the player has successfully scored.

If the ball token falls off the top of the dinosaur token while
moving, the result is a loose ball and no points are scored.
If the dinosaur token fails to overlap the scoring

zone after being flicked, and the ball token
remains on top of the dinosaur token,
then the dinosaur retains possession,
and the player places the ball token
adjacent using standard placement rules.

A dunk is worth 2 points.

After a team scores, players then
reset the play area according to
steps 7-11 in the game setup

rules with the defensive team
gaining possession of the ball and
becoming the new offensive team.



( VARIANT GAME MODES )

EXHIBITION MATCH

BACKBOARD

During an Exhibition Match, players ignore the actions and

special abilities printed on the standard Character Cards
and use the actions and special abilities printed on the
Exhibition Cards instead. During an Exhibition Match, the
available actions and special abilities are determined by the
size on the dinosaur’s token, with all dinosaurs of the same
size having the same available actions and special abilities.
When selecting dinosaurs for their team, players are still
required to include exactly one small dinosaur, three
medium dinosaurs, and one large dinosaur. Players also
ignore the rules outlined on page 6 for Fouling, and when
a dinosaur in possession of the ball is knocked out-of-
bounds by an opposing dinosaur, the offensive player may
then attempt two foul shots. After resolving all foul shots,
regardless of their results, reset the play area according to
steps 7-11 in the game setup rules with the defensive team
gaining possession of the ball and becoming the offensive
team.

During step 2 of the game setup rules, in addition to
placing the Scoreboard Reference near the sideline of the
game mat, players may also place one backboard token
(wooden block) along the baseline behind each team’s
scoring zone. During a Shoot action, the ball token may
come into contact with the backboard token but must
overlap the scoring zone once it has stopped moving to
successfully score.

LAYUP

Instead of performing a Shoot action, a dinosaur that
overlaps snow terrain may perform a Move action. After
moving, if the dinosaur token overlaps the scoring zone,
then the result is a successful score. A layup is worth 2
points.

NOTE: When using the Layup optional rules, players should
select the Tropic Turf game mat during step 1 of game setup.

STICKER REFERENCE




