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It's the beginning of the universe.

A being of pure light is required to create a universe. You, of 
course, want to be in control of the new universe. And whoever is in 
control of the Illuminated, controls the creation.

Required:
– a play area
– a single light source
– an object to cast shadow
– five dice per player, plus additional dice to roll (all dice 

used are six-sided)

Setup:
Play on a flat surface, such as a table. Ideally the game should be 
played in a dark room. Use a single light source, such as a lamp, to 
the side of the table to illuminate the play area. Place an object, 
such as a book, in such a way that part of the play area is cast in 
shadow.

The shaded part of the play area is the Shadow, and the illuminated 
part of the play area is the Light.

Each player starts with five dice, all with a value of 1, in the 
Light. These dice are your Entities. You may wish to use fewer than 
five Entities per player with a higher number of players.

Winning:
A player wins once they own an Entity in the light with a value of 
six. This Entity becomes the Illuminated and is used to create the 
universe.

Play:
Use the method of your choice to decide who goes first.

On their turn each player may take two actions. The player who starts 
the game may only take one action on their first turn. Possible 
actions are as follows.

Actions:
1. Manipulate
Choose any one Entity as the Target. Decide if you wish to Raise the 
Entity toward the light, or Lower the entity toward the shadow. Then 
roll a die. If the result of the die is greater then the value of the 
Entity you succeed. On success, Raise or Lower the value of the 
Target by one.



2. Sacrifice
You may Sacrifice one of your Entities to pull another Entity into 
the shadow. Choose one of your Entities in the Light as the Sacrifice 
and another Entity in the Light as the Target. Roll a die and add the 
Sacrifice's value to the result. If the total is greater than the 
value of the Target then you succeed. On success, Lower the value of 
the Target by the difference of the total and the Target's value. 
Then move the Sacrifice into the shadow and set its value to three. 
Nothing happens to the Sacrifice on a failure.

3. Help
You may have an Entity help another Entity into the light. Choose one 
of your Entities in the Light as the Helper and any other Entity as 
the Target. Roll a die and add the Helper's value to the result. If 
the total is greater than the value of the Target you succeed. On 
success, Raise the value of the Target by one. Lower the value of the 
Helper by one. The value of the Helper is lowered, even on a failure.

Raising and Lowering:
If the Entity that is being Raised or Lowered is in the Light:
Raising increases the value of the Entity.
Lowering decreases the value of the Entity.
If the value of the Entity is one and it must be Lowered further, 
moving the Entity from the Light into the Shadow (while keeping the 
value one) counts as Lowering the Entity by one.

If the Entity that is being Raised or Lowered is in the Shadow it's 
the opposite:
Raising decreases the value of the Entity.
Lowering increases the value of the Entity.
If the value of the Entity is one and it must be Raised further, 
moving the Entity from the Shadow into the Light (while keeping the 
value one) counts as Raising the Entity by one.

Controlling the Shadow:
The Shadow corrupts the Light. Total the values of all Entities each 
player has in the Shadow. If your total is greater than the total of 
each other player, then you Control the Shadow. While you Control the 
Shadow all other players subtract one from the result of any roll 
whose Target is in the Light.


