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D
uring the gam

e, players w
ill play actions that w

ill let them
 com

plete tasks on their Task 
progress sheets and occupy archive space on the D

ice archive board. 
W

hen you com
plete a task, you w

ill m
ark the com

pleted task on your Task progress sheet. 
W

hen you occupy an archive space, you w
ill leave one of your dice on the occupied archive 

space. 
TT

he objective of the gam
e is to have the m

ost victory points. V
ictory points are calculated 

by m
ultiplying the num

ber of your player dice (dice of your color) on the leftm
ost table on 

the D
ice archive board w

ith the num
ber of m

arked tasks on the leftm
ost table on your Task 

progress sheet. R
epeat for the m

iddle and rightm
ost pairs of tables and sum

 the points up. 
T

hat are your V
ictory points. Player w

ith the m
ost V

P
 w

ins the gam
e. 
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To setup D
ice A

rchive follow
 these steps:

    1) Place the D
ice archive board in easy reach of all players, in the m

iddle of the playing area. 
    2) Place com

m
unal dice next to the board. In a 2 player gam

e, the boss die and 3 com
m

unal dice are 
used. In a 3-5 player gam

e, a single com
m

unal (w
hite) die is rem

oved from
 play. 

    3) Players choose w
hich dice color they are using and collect their 6 dice. 

    4) T
han each player takes a task progress sheet and a w

ritting tool. 

B
efore starting the gam

e, choose the W
orker of the w

eek. D
eterm

ine the W
orker of the w

eek by rolling 
dice. T

hat player receives the W
orker of the w

eek token. D
uring the gam

e this token w
ill be used in case of 

a tie during dice counting to see w
ho is the first player or the m

ost m
otivated player. T

he player that is 
closest to this token in a clockw

ise order has the tiebraker advantage. 
N

ow
 you are ready to begin the gam

e!
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Players can m
ark dow

n a task as an action during their turn. For that to happen, player m
ust have 

an equal or greater num
ber of dice, w

ith the sam
e side up, as the num

ber given above a table. For 
this, players count their personal dice A

N
D

 all com
m

unal dice. If the player fulfills this, that 
player can m

ark dow
n a task in that table that has the sam

e num
ber as the side up num

ber on 
chosen dice. A

 sam
e task can be m

arked dow
n only once. A

fter finishing this action, all player 
dice (not com

m
unal dice) w

ith the sam
e side up as the m

arked task are m
oved onto the used dice 

pile.

A
 

A
 player can also occupy an archive space as an action. T

his follow
s the sam

e principals as a task, 
but instead of m

arking the space dow
n, players place one of their chosen dice on the space. T

his 
die m

ust be a player die. T
hat die is locked until the end of the gam

e, m
eaning it can’t be used 

during the gam
e. A

fter that, the rest of player dice (not com
m

unal dice) w
ith the sam

e side up as 
the locked die are m

oved onto the used dice pile. 
T

his m
eans that even if a player has m

ore dice w
ith the sam

e side up then needed for an action, 
that player discards all of those sam

e sided dice after playing the action.

E E
ach archive space can accom

m
odate only a single die, m

eaning that the first player to take an ar-
chive space w

ill be the only on that archive space.
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d
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W
eeks

Every W
eek is divided into Ɖ

ve phases: 1) C
om

m
u

n
al ro

ll, 2) W
ork ro

ll, 3) M
otivation

al 
rero

ll, 4) W
ork h

ou
r, 5) W

eeken
d

 ph
ases.

    1) C
om

m
u

n
al ro

ll:
A

 
A

 W
eek starts w

ith rolling of com
m

u
n

al dice. The player w
ith the W

orker of th
e w

eek 
token

 rolls all com
m

unal dice and places them
 in the com

m
u

n
al dice space on the D

ice 
arch

ive b
oard

 so they can be easily visible to all players.

    2) W
ork ro

ll:
A A

ll players roll their ow
n p

lay
er dice sim

u
ltan

eou
sly

. A
fter rolling, players should place 

their rolled dice in front of their Task progress sheet. Th
e M

ost m
otivated

 p
lay

er is the 
player w

ith the m
ost p

lay
er dice that have the sam

e side up as the b
oss die. In case of 

ties read W
orker of th

e w
eek paragraph.

    3) M
otivation

al rero
ll:

S Starting w
ith the M

ost m
otivated

 p
lay

er and going clockw
ise, players take a single turn 

of rerolls. O
n their turn, players choose if they w

ant to reroll their dice and can choose 
any num

ber of dice to reroll. A
fter the reroll, every player is left w

ith an action
 poo

l rep-
resented by their rolled/rerolled dice. T

h
e Startin

g
 p

lay
er is the player w

ith the m
ost 

dice that have the sam
e side up as the boss die after the full reroll turn. In case of ties 

read W
orker of th

e w
eek paragraph.

    4) W
ork h

ou
r:

Starting w
ith the Startin

g
 p

lay
er and going clockw

ise every player m
akes an action. To 

m
ake an action, you m

ust choose a single num
ber (1 to 6) that you have on the topside of a 

die in your action pool. This is the num
ber that you w

ill use for your action. There are 3 
possible actions:

    • You can Ɖ
nish a task as discribed Tasks an

d
 A

rch
ive space paragraph.

    • You can occupy an arch
ive space as discribed in Tasks an

d
 A

rch
ive space paragraph.

    • You can pass. 

A A
fter you choose your task n

um
b

er and com
plete one of three actions, you take all your 

player dice w
ith the topside num

ber equal to your current task n
um

b
er and separate them

 
from

 you unused dice, m
oving them

 to a pile of u
sed

 dice, as described for the Ɖ
rst tw

o 
action

s in the Tasks an
d

 A
rch

ive space paragraph.

A A
dditionaly there is a free O

vertim
e action

 that can be played before choosing your task 
n

um
b

er. You can m
ove any one of your u

n
u

sed
 p

lay
er dice into the u

sed
 pile to Ɗ

ip one 
of your other u

n
u

sed
 p

lay
er dice u

psidedow
n. If the discarded die is the sam

e num
ber as 

the die that you picked to be Ɗ
ipped, you can instead chose to Ɗ

ip it sidew
ays rather than 

upsidedow
n. O

nly a single overtim
e action can be played before an action. 

If you spent all your dice and the turn com
es to you, you don’t pick a task num

ber and in-
stead you skip your turn.

    5) W
eeken

d
 

W
hen all players have spent all of their p

lay
er dice, the W

eeken
d

 com
es.

D
uring the W

eeken
d, all players collect their dice from

 their u
sed

 pile, W
orker of th

e 
w

eek token
 is passed clockw

ise to the next player and that player co
llects th

e com
m

u
n

al 
dice.
A

fter that, a new
 W

eek can begin!

**

En
din

g
 th

e gam
e

D
ice archive has 3 en

dgam
e trig

gers. They are follow
ing:

    1) A
ny player fully m

arks 2 of their tab
les in the their task progress sh

eet,
    2) Players Ɖ

ll 2 tab
les on the D

ice arch
ive b

oard,
    3) A

 player put’s their 5th
 p

lay
er die on the D

ice arch
ive b

oard.

W W
hen one of these triggers is accom

plished the gam
e continues until the current W

eek is 
over, m

eaning that players continue playing the gam
e norm

ally until they use all of their 
player dice. W

hen this W
eek is over, players count their points as described in O

bjective 
of the gam

e paragraph

En
dgam

e 
tiebrakers
IIn case of a tie, player 
w

ith m
ost dice on the 

rightm
ost table on the 

D
ice archive board w

ins. If 
there still is a tie, repeat 
for the m

iddle and left-
m

ost tables. If there still 
i is a tie, tied players share 
the V

ictory!










