


W
in

ning the G
am

e: 

     T
he player w

ith the m
ost points after four rounds w

ins the gam
e.  In the event of a 

tie, play again! 

2-P
layer sp

ecial R
ules: 

     T
here are tw

o w
ays to play a tw

o-player gam
e.  Y

ou can play on opposite sides of 
the board or beside each other.  It does not m

atter w
hich m

ethod you choose.  T
he 

gam
e is still played in four rounds, but each player gets the opportunity to go first tw

ice 
instead of once. 

3-P
layer sp

ecial R
ules: 

     A
 three-player gam

e consists of three rounds.  Start by choosing w
hich color w

ill 
not be used in the first round.  T

hen the player to the left of that color starts the gam
e.  

Play continues as usual until the end of the round.  O
nce you have scored your points 

and are ready to start the next round, the player w
ho started the first round takes the 

unused dice and his or her dice from
 the first round are not used in the second round.   

In this round, as in the first, the player to the left of the unused dice starts the round.   

    O
nce the second round is finished and the scores are recorded, the player w

ho 
started that round takes the dice that w

ere left out and his or her dice from
 the second 

round are not used in the third round.  T
hen the player to the left of the unused dice 

starts the third round.  T
he gam

e is com
pleted after the third round w

hen each player 
has had a chance to go first. 

R
ules for an E

xtend
ed G

am
e: 

     For a longer gam
e, you can play until one player reaches 200 points.  If m

ore than 
one player reaches 200 on the sam

e round, the player w
ith the highest score w

ins the 
gam

e.  In the event of a tie, another round is played until there is a w
inner. 

A
ges:  7+

 
 

 
 

N
um

b
er of P

layers:   2-4 
T

im
e to L

earn:  L
ess than a m

inute 
T

im
e to P

lay:  15-20 m
inutes 

C
om

ponents: one play board, six red dice, six blue dice, six w
hite dice, six green  

          dice, instructions. 

Y
ou w

ill also need:  A
 m

ethod of keeping score (a pen and paper w
ill do) and a  

     flat surface large enough for players to roll their dice  
     w

ithout disturbing the play board. 
Setup:

     P
lace the play board w

here it is accessible to all players, w
ith one side facing each 

player.  G
ive each player the six colored dice that m

atch the color of the side of the 
board that is closest to them

.   

T
he gam

e consists of four rounds of six turns each.  C
hoose a player to start.  In 

subsequent rounds, the player to the left of the person w
ho started first the previous 

round starts first the next round. 

T
urn S

equ
ence: 

E
ach player, on his or her turn, m

ust do the follow
ing: 

1.
R

oll all of your rem
aining dice. (six dice to start) 

2.
C

hoose one of the num
bers you rolled. 

3.
Place one die on the board.  (S

ee ‘P
lacing a D

ie’) 

P
lacing a D

ie: 

     E
ach turn, after you have rolled your dice and have chosen one of the num

bers you 
rolled; place the die w

ith that num
ber in the first space in the colum

n w
ith the sam

e 
num

ber on your side of the board unless you rolled m
ultiples of that num

ber, or you 
have a previous die to build off of.  (see “R

olling M
ultiples” and “B

uilding D
ice”) 



R
olling M

ultiples:   

     If you roll doubles, triples etc…
 of a num

ber, you can place all of the dice w
ith that 

num
ber in the corresponding colum

n leading aw
ay from

 your side of the board.  Y
ou 

m
ust then rem

ove all but one of the dice you laid this turn.  (U
sually the furthest die 

from
 your side of the board w

ould be left as it is w
orth the m

ost points.) 

B
locked P

ath:

     If your dice path is blocked by one of your opponent’s dice, you cannot place a die 
in that square. 

 
 

 
 

W
hen the red player has a die in  

their #4 colum
n as in the diagram

,  if the 
blue player w

ere to roll three’s, they 
w

ould not be able to place a die in their #3 
colum

n beyond the third space unless they 
build off of a tw

o or 4 that has passed the 
red player’s die.  (S

ee ‘B
uilding D

ice’) 

    N
ote:  Y

ou can place few
er dice of a given num

ber than you rolled, but only one die 
can stay on the board each turn. 

B
u

ild
ing D

ice: 

     Y
ou can build off of dice you laid on previous turns.  O

nce you lay a die on the 
board, in future rounds you can place dice starting from

 any side that touches it as long 
as it is not already blocked by another die.  Y

ou can only build off of your ow
n dice. 

T
he red player can place a 2 in space B

, or m
ultiple 

2’s starting from
 space A

, or m
ultiple 1’s starting 

from
 space C

, or m
ultiple 3’s starting from

 space 
D

.  (R
em

em
ber, only one die stays on the board 

each turn.)   

If you cannot play a D
ie :

     In the event that you cannot play any of your dice, or you sim
ply choose not to play 

a die for one turn, you keep all of your rem
aining dice and roll w

ith one extra die on 
the rem

ainder of your turns for that round.  A
fter the sixth turn, you do not get to roll 

again and any rem
aining dice you have do not get placed on the board and therefore do 

not count for any points.  

Scoring: 

     O
nce everyone has had six turns, the round is over and each player calculates their 

total for that round. 

E
ach row

 is w
orth increasingly m

ore points as they 
becom

e further aw
ay from

 your side of the board.  
T

he first row
 is w

orth 1 point, the second is w
orth 

2 and so on up to 6 points for the sixth row
. 

E
ach die you have in the different row

s is w
orth 

the given num
ber of points for that row

. 

 
 

 
 

T
he red player w

ould add up the dice: 
 

 
 

 
5+4+3+3+2+1=18 points. 

     W
rite dow

n the score for that round and add it to the scores form
 previous rounds.  

C
om

plete this four tim
es.  


