






Osaka Dice

2-4 10+ 30’

Gather and distribute wares from Osaka to Edo. But be careful of the black tide.
You Will Need
z 1 game sheet, 1 player aid,

and 1 writing tool per
player.

z 3 dice in red, yellow, green,
and blue.

z 1 drawbag.
Setup
z Each player receives a

game sheet.
z Add the dice to the

drawbag.
z Choose a start player.

Whoever most recently
traveled from Osaka to
Edo goes first. If no one
has done this, choose a
start player at random.

z In turn order progressing
clockwise, (starting with
the 2nd player in a 3 player
game), draw a die and roll
it. If you roll a 2, 3, or 5,
mark the value in the trade
good row corresponding
to its color. For example, if
you roll a blue 2, mark a 2
in the row of blue boxes.
(Add numbers to rows
from left to right.)

Otherwise, gain 2 coins. Mark a
2 in the coin section. (Shown
below. Fill from left to right, in
the top row first.)

Place the first 5 dice drawn in
a row in reach of all players.
Place the next 3 dice drawn in
a row behind it.
You will have drawn 8 dice.

Play
Starting with the first player
and commencing clockwise,
each player may do one of the
following.
1) Take a die from the front
row.
2) Roll the front row, excluding
4’s, then take a die.
3) Roll the back row, take any
2’s or 3’s rolled, and move the
remaining dice to the front
row.
4) Use the coins you’ve
acquired to purchase the front
row as trade goods.
1) Take a die from
the front row.
1: Cannot be taken, but may be
rerolled.
2: Gain 2 coins and 2 investors.
3: Gain 3 coins and 1 investor.
4: Gain 4 coins.
5: Gain 5 coins. All opponents
gain 1 investor.
6: Gain 3 coins and 2 investors
or 2 coins and 3 investors.

Investor Section

2) Roll the front

row. Exclude 4’s
from your roll.
then take a die.
1) You cannot take a 1. For
each 1 rolled, all opponents
gain 1 coin.
2) Gain 4 coins.
3) Gain 6 coins.
4) You cannot take a 4.
5) Gain 5 coins and 2 investors.
6) Gain a trade good valued at
2 points in any color.

If your roll consists entirely of
1’s and 4’s, you will not be able
to take any dice. Instead, each
player loses trade goods (from
left to right) in corresponding
colors to those rolled. You may
x out 1 investor box containing
a check mark to avoid losing 1
trade good. (Many times if
necessary.)
3) Roll the back

row, take aLL 2’s
or 3’s rolled, then

move the remaining
dice to the front
row.
2-3: Gain double the value of
the die in coins plus 1 investor.
OR gain the value as a trade
good of its color. After moving
the remaining dice to the front
row, draw 3 new dice for the
back row.
*You may not take this action if
there are 5 or more dice in the
front row.
4) Use the coins

you’ve acquired to

purchase the front
row as trade
goods.
You must pay coins equal to or
greater than the total of the
dice in the front row. You must
spend coins you’ve acquired
from left to right and from the
top row first; you will lose any
surplus.
1) Discard this die to the
drawbag.
2) Gain a trade good worth 2
points in the same color as the
die.



3) Gain a trade good worth 3
points in the die color.
4) Gain any 2 of these 3
options. (You may take the
same option twice.)
z 2 investors
z 2 coins
z A 2 point trade good in the

die color.
5) Gain a trade good worth 5
points in the same color as the
die.
6) Gain a trade good worth 3
points in any color, or 2 trade
goods worth 2 points each in
any 2 different colors.
If the Front row is
reduced to 2 dice

Move the back row to the front,
preserving values, and draw 3
new dice to add to the back
row.
If the Front row is

PURCHASED
The purchaser Moves the back
row forward, Draws and roll 2
new dice to add to the front
row, and draws 3 new dice for
the back row.
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This game is based on Traders
of Osaka, originally designed
by Susumu Kawasaki (2006). It
contains art assets from
Irasutoya.com and features the
painting Junks in Inatori Bay,
Izu by Hiroaki Takahashi
(1926) currently found in the
public domain. The player aid
features Yugure no hansen
(1900-1915) by Ohara Koson.

SCORING TRADE
GOODS

When any player collects their
last trade good in a section (all
boxes contain a number or an
X’d out number), all players
score trade goods of that type.
Total the values in that section.
Write your total in the topmost
empty white box on the left
side of your score sheet.
Thereafter, all players X out

all empty boxes in that section
(including empty boxes).
Then, the player who

triggered the scoring event
should place a check in one of
the two boxes at the end of the
row corresponding to that
color. (Mark the left box if
scoring the first section, or the
right box if scoring the 2nd
section.)
Example: This player gained 5
blue trade goods. They scored
14 points. Since they triggered
the scoring, they also mark a
check mark in the right most
box. Later on, this box will score
them 3 additional points.

This player did not complete
their row of blue, but scores 15
points for their blue boxes.

Their 5th box is X’d out.
After all players score their

trade goods in the scored
section, each player loses any
trade goods in the 3rd and 4th
boxes of each other section. To
indicate this, X out the boxes.
Do not X out an empty box.
You may X out 2 investor

boxes containing a check mark
for each trade good you do not
wish to lose. For this reason, it
is good to collect investors
whenever possible.

SCORING 2 or more
trade good sets
Since multiple types of trade
goods may be purchased
simultaneously, it is possible to
complete 2 or more sets at a
time. When this occurs, all
players score their trade goods
of both types, without losing
any. Trade goods of unscored
types in the black tide region
are still at risk.

End the Game
The game ends when players
have scored 5 sections of trade
goods. It is possible to score 0
points from a section.
Total your remaining

inventory. Divide this total by
1/2. Mark the total in the box
marked 1/2 on the left side of
your sheet.
For each box checked in the

3 column to the right of the
trade good area, score 3 points.
For each box checked in the 5
column to the right of the trade
good area, score 5 points. Total
these, and add them to the 4-
colored box on the left side of
your sheet.
Total your unspent coins.

The player with the most
unspent coins scores 7 points.
If tied, all tied players score 3
points. Mark this in the box
containing the coin icon on the
left side of your sheet.
Total the remaining checks

(not counting X’s) in the
investor area. Whoever has the
most scores 7 points. If tied,
score 3 points. Mark this in the
box containing the investor
icon on the left side of your
sheet.
Total all values. Write this

total in the large white box on
the bottom right of your sheet.
The player with the highest
total wins the game. If tied,
tied player with the highest
value in the 4-colored box wins.
If still tied, share the victory.
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OSAKA DICE
Mountain Expansion

You Will need:
A 1cm cube for each player in a unique color.
Overview: This expansion adds a 5th
action type.
As a 5th action, you may choose to advance

along a special action track a number of spaces
equal to the number of 1’s in the front row.
Thereafter, you will reroll all dice but 4’s in the
front row.
This 5th action also adds a new scoring

opportunity. At the end of the game, you will
slide downhill from where you are located to the
nearest trophy and score that number of victory
points. If you did not advance along the track at
all, you will not score any points from it at the end
of the game.
While the downside of the hill has fewer

points, it also has better rewards. So you will
need to decide when is the best time to stop.
If you can progress to the end of the track, you

will score 9 points. And while the track contains
victory points throughout, you will not want to
stop at trophy spaces frequently, since they have
no in-game rewards.
Decide well when is the best time to take this

action to maximize your score.
Setup: To integrate the expansion, each
player should select a cube in their color. Place
these on the “S” space of the provided card.
Play: During normal play, when choosing
an action, if there is at least one die in the front
row with a 1 face, you may select the action to
advance along the mountain track. Advance 1
space for each 1 in the row. If you advance to a
space not containing a trophy, gain the
associated reward.

Gain 3 coins. Mark a 3 in the next box of
the coin area.
Gain 2 vases. Mark a 2 in the next open
box of the blue row.
Gain 2 investors. Place a ✓ in the next 2
boxes of the investor area.
Gain 3 tea. Mark a 3 in the next open box
of the tea row.
Gain 2 of any trade good. Mark a 2 in the
next open box of that trade good’s row.
Gain 5 silk. Mark a 5 in the next open box
of the silk row.
Gain 5 of any trade good. Mark a 5 in the
next open box of that trade good’s row.
Gain 5 rice. Mark a 5 in the next open box
of the rice row.
After completing the action, reroll all

dice not including 4’s in the front row.
End Game: When the game ends,
according to usual end game conditions, if you
did not end in a space with a trophy, slide
downhill to the next trophy space. Score this
many additional points.
Static variant: When using this
variant, you will only score points for a trophy
space if you end the game in the space.
Jump variant: When using this
variant, with the exception of the start space,
only 1 player may enter a space at a time. If you
would move to a location containing another
player’s cube, move to the next open space.

Acknowledgments:
This expansion contains artwork from
Irasutoya.com and features the painting
Katsuyama Neighborhood by Hiroaki Takahashi
(1929-1932), currently found in the public
domain.


