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On a clear and quiet day you find yourself working on your 
family’s ice cream food truck. Suddenly from all over the 
nearby forest dozens of animals start making their way 
towards your area. Looking very hungry and cute, you 
have no choice but to serve your new customers. With 
great haste you try to find unique flavours in the area 
nearby so you can make make delicious IceCreams that 
will entice your clients!  
You notice though that other ice cream makers have also 
gather in order to satisfy this great demand.  
Who will be the best?

Your Goal 

In DiceCreams you will try to make and serve the best 
IceCreams in order to satisfy hungry animal customers! 

You will grab and roll different coloured Flavours (dice), 
managing them correctly in order to complete the best 
IceCream and earn Fame! 

The player with the most Fame at the end of the game will 
be the winner.
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Components

- 30 dice (Flavours) 
- 5 Orange 
- 5 White 
- 5 Black 
- 5 Yellow 
- 5 Green 
- 5 Blue 

- 65 cards 
- 60 IceCreams / Milkshakes  (page 4) 
- 5 Player Aid / Scoring summary  (page 5) 

- 30 tokens, 15 red and 15 blue  (page 4) 

- 1 Dice pouch 

- Rulebook
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IceCreams
Ability 
As long as you 
have an 
incomplete 
IceCream you get 
to use its ability, 
once per turn. For 
an introductory 
game you can 
ignore the abilities 
of the IceCreams/
Milkshakes.

Requirements 
Each IceCream 
needs three 
Flavours to be 
completed and 
has either 1, 2 
or 3 specific 
requirements.

Fame 
Each IceCream will 
give you either 3, 6 or 
9 Fame if you manage 
to complete it.

There are two types of tokens, Strong 
Flavour (blue) and Balanced Flavour 
(red). Whenever you complete an 
IceCream that the sum of the three dice 
is equal to or higher than 13, you will 
get a Strong Flavour token. Whenever 
you complete an IceCream that all three 
of its dice have the same number, you 
will get a Balanced Flavour token.

Customer 
Each IceCream 
shows a specific 
animal customer, 
and at the end of 
the game 
depending on the 
customers you 
have served you 
may be rewarded 
with extra Fame.

Tokens
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Milkshake

Every IceCream can be turned into 
a Milkshake, by flipping its card.  
Milkshakes will only award you 1 
Fame each and also they do not 
belong to a specific customer. 

The Milkshake’s ability is the same 
as the IceCream’s you turned, and 
you are free to use the ability for 
the rest of the game but only once 
per turn.

Player Aid

You will get a player 
aid at the beginning 
of the game. The 
player aid has the 
Turn order structure 
and also reminds you 
that you can have at 
any time only two 
active IceCreams and 
two Milkshakes.
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Setup

1. Place the Strong and Balanced Flavour tokens within easy 
reach of each player. 

2. Each player takes a player aid card 

3. Shuffle the IceCreams deck and place it face up in the 
middle of the table. Deal 4 cards besides the deck. 

4. The player who last ate an ice cream will begin the game. 

5. Lastly, place all the dice in the dice pouch and give the 
pouch to the first player.
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Turn order

Starting with the 1st player, each player will take a full turn. 
The game will continue in clockwise order until someone 
completes their 7th IceCream. 

During your turn you have three actions you must do in this 
specific order. 

Important: Abilities from IceCreams or Milkshakes can be 
used at any point during your turn but only once per turn each. 

1. Melt old Flavours 
The first thing you must do in your turn is to melt your 
Flavours (dice). Each Flavour you have placed on IceCreams 
will lose one point in value (for example, if a Flavour had a 
value of 4 it will drop to a 3). If the Flavour goes bellow 1, 
return it to the pouch. If an IceCream doesn’t have any Flavour 
on it because of melting, it immediately becomes a Milkshake 
(flip the card to its Milkshake side). You can use abilities of 
IceCreams or Milkshakes in order to manipulate your Flavours 
before they melt. 

2. Grab new Flavours 
After you melted all your Flavours on your IceCreams, you 
must draw one Flavour per player plus 2 from the dice 
pouch and roll them.  
For example, in a 4 player game draw and roll 6 Flavours. 

3. Draft new Flavours 
Keep any 3 of the rolled Flavours and place them (see bellow), 
and each other player must keep one Flavour, in clockwise 
order. A player must place all of her Flavours before the next 
player takes a Flavour. 

The next player will now take her turn, following the same turn 
structure.
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Placing Flavours 

Every time you receive new Flavours, you must place them 
either on unfinished IceCreams you have already started or 
new IceCreams. 
When placing a Flavour on an IceCream remember to follow 
any specific requirements of that IceCream. 
Every IceCream must have exactly three Flavours on it in 
order to be completed.  
You can take a new IceCream from the available ones at any 
point during the game, but you must immediately place a 
new Flavour on it. Draw a new IceCream from the deck to 
replace the one you took. There should always be 5≥3 
IceCreams available in the middle. 

Examples of IceCream’s requirements: 

6

2/4/6

5

3

Place any Flavour, of any colour and 
value you want.

Place a Black Flavour, of any value 
you want.

Place either a Green or Yellow 
Flavour, of value 3 or lower.

Place an Orange Flavour, of value 3 or 
higher.

Place a Flavour of any colour and of 
value 6.

Place a Flavour of any colour and of 
an even value.

≥3

≤3
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Important: White dice are wild dice, meaning that they can 
substitute for any other coloured Dice. Their colour is wild, 
not their value. 

When you complete an IceCream, immediately remove the 
Flavours on it, return them to the dice pouch and place the 
IceCream next to your player aid, face up.  
You will get its Fame at the end of the game (either 3, 6 or 
9), but you will no longer get to use its ability. 

You can work on two IceCreams at most at any time (as 
shown in your player aid), but you can turn unfinished 
IceCreams to Milkshakes at any point in order to free space.  

Tokens 
There are two types of tokens in the game, and you will earn 
them if you achieved specific goals when completing an 
IceCream. The blue tokens are called Strong Flavour and if 
the sum of the Flavours on the completed IceCream is equal 
to or higher than 13 you will get one such token. On the 
other hand red tokens are called Balanced Flavour and you 
will get one if you manage to complete an IceCream with 
three same numbers. These tokens will earn you extra Fame 
at the end of the game. 
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Milkshakes 
Milkshakes will each give you only 1 Fame at the end of the 
game, but you will get to use their ability until the end of 
the game. You can turn IceCreams with one or two 
Flavours on them into Milkshakes at any point during the 
game, even during an opponents turn. There is no limit to 
the number of Milkshakes you can make, but like 
IceCreams, you can only have two Milkshakes active at any 
time. 

As soon as you make a Milkshake, you have a choice. 
Either place it on a free space, or on top of previous made 
Milkshakes or underneath them. In your player aid you 
have two free spaces for Milkshakes. You only get to use 
the abilities of the two visible Milkshakes. 

Abilities 
You can use abilities on IceCreams/Milkshakes only during 
your turn, and each one only once per turn. For an 
introductory or simply easier game, you can ignore all the 
abilities written on the IceCreams/Milkshakes. 

Game End 
As soon as a player completes her 7th IceCream the game 
ends immediately. All players must turn any unfinished 
IceCreams into Milkshakes and return any dice to the dice 
pouch. Then, proceed to end scoring.
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Example of a turn 

First you need to melt already placed Flavours in your 
IceCreams. You have these Flavours placed.  

The white 1 is discarded and placed back in the dice pouch, 
whereas the black 6 becomes a black 5.  

Important: The Flavour requirements are only for 
placing new Flavours. It doesn’t matter if a Flavour 
melts and no longer abides to the requirement.  

Next, draw 5 new Flavours from the pouch (as this is a 3 
player game) and roll them. These are the results: 

You must now choose three of them to keep.
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You place these two Flavours on your previous IceCream. 
Remember that white dice are wild in colour. 

You complete the IceCream, with a sum of 13. Place the 
Flavours back to the dice pouch. The completed IceCream 
next to your player aid face up and take one Strong Flavour 
token, because the sum of the Flavours was 13 or higher. 

You must place the third Flavour in a new IceCream. You 
decide to take this one from the middle. 
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After your Flavour placement, each opponent must take one 
of the remaining Flavours, in turn order, and place them 
either on IceCreams. 

End Scoring 
When a player have completed their 7th IceCream the game 
immediately ends. 

- Firstly, each Strong Flavour and Balanced Flavour token 
you have is worth 1 Fame. In addition, the player that has 
the most Strong Flavour tokens earns 10 extra Fame, 
whereas the player with the second most tokens gets 4 
Fame. The same is true for the Balanced Flavour tokens, 
the player with the most of them earns 10 Fame and the 
second most 4 Fame.  
In case of a tie for first place, each tied player earns 7 Fame. 
Don’t award second place. In case of a tie for second place 
split the Fame equally. 

- Then, count your Milkshakes and get 1 Fame for each. 

- Add, also, the Fame of your completed IceCreams. 

- Lastly, check the customers you have served on your 
completed IceCreams, only.  
If you have served 3/4/5 different Animals you will get 
3/6/10 extra Fame, respectively. 
If you have served 3/4/5/6/7 identical Animals you will get 
5/10/15/20/25 extra Fame ,respectively.  
Note that each Animal can belong to only one set. 

The player with the most Fame is the winner and the best 
IceCream maker! In case of a tie, the player with the most 
Strong and Balanced Flavour tokens combined is the winner.
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IceCream Abilities glossary: 

— Give +1 to any Flavour : Add one pip to any one Flavour 
you just took or currently have on an IceCream. 

— Give -1 to any Flavour : Remove one pip from any one 
Flavour you just took or currently have on an IceCream. 

— Reroll any of your new Flavours : Reroll them before 
you take any Flavour. 

— You can redraw up to two Flavours, before rolling : 
Set aside up to two new Flavours, and redraw as many from 
the pouch. Then, return the set aside Flavours to the pouch 
and continue your turn normally. 

— Reroll all the Flavours on your IceCreams: You must 
reroll all of them, and then place them back where there 
were. Remember, that Flavour requirements only affect newly 
played Flavours. 

— Give +2 to any Flavour : Add exactly two pips to any 
one Flavour you just took or currently have on an IceCream 

— Give -2 to any Flavour : Remove exactly two pips from 
any one Flavour you just took or currently have on an 
IceCream. 

— Discard any number of IceCreams from the middle 
and redraw : Discard up to 5 IceCreams. There must always 
be 5 IceCreams available in the middle. If there aren’t 
enough new IceCreams to refill then shuffle the discard pile 
and draw new ones.
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— Ignore one Flavour requirement on another 
IceCream : Treat that requirement as a blank, until that 
IceCream is completed or turned to a Milkshake.  

— You also get a Balanced Flavour tokens if all the 
Flavours are odd : If you complete an IceCream using 
only dice with values either 1, 3 or 5, you get a Balanced 
Flavour token. You can still get a Balanced Flavour token 
the normal way. 

— You also get a Strong Flavour token when your 
IceCream is 5 or below : Sum of 5 or lower. You can 
still get a Strong Flavour token the normal way, with a 
sum of 13 or greater. 

— Turn any Flavour to its opposite side : You can 
turn any one Flavour you just took or currently have on 
an IceCream. A 1 can become a 6, a 2 can become a 5 
and a 3 can become a 4, and visa versa.

Flavour’s distribution  

5

5

5

5

5

5 Dirt

Worms

Crickets 

Snow

Fish

Leaves

5


