Dice Games

Choices for Project 1




Tenzi
10

Tenzi is a fast-paced dice-
rolling game that’s perfect for
Inside recess! Each player

Total Rolls So Far: 23
Best Option: 3 has 4 Matches

starts with 10 dice. At the DOICRIICR.
same time, all players begin o 0| (o |[o |
rolling and re-rolling the dice, ; ~ "', =
trying to get all of them to ; % k".)
show the same number. E]



Players: 2 or more

Object: To be the first to get to 100
How to Play: First player rolls two dice
and finds the sum. He can keep rolling
as long as he wants and continues to
add each new number to his sum. If he
rolls a one, the player scores O for that
round. If both dice show a one, the
player’s entire score is erased and he
must begin again at O.

Player 1’s Turn
Turn’s Total: 12
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Player 1’s Total: 34
Player 2’s Total: 42
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Shake and Shake and Make
Dice
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The instructions say: - ¢ N—
e The fastest, easiest-to-learn dice game you'll ever play! ® O ®
e Give the dice dome a shake and watch as the dice settle ... T
into their slots to reveal a random combination of \ J N /
numbers. Sum: 14
e Take turns to see who can get the best score - Highest Pairs: 0
total, 1 pair, 2 pair, straight, 3-of-a-kind, 4-of-a-kind... Group of 3: No

e Do you have the luck to shake and make the best roll? GrOl.JIO of 4: No
e Fast-paced, pocket-sized, and open to endless game Straight: Yes

variations - You'll never want to go anywhere without Settings

your Shake & Make Dice!



Dice Wars

Get more math practice

with this easy dice game.

You'll need several dice

and some small objects
to use as counters. Each
player rolls two dice and
adds them; the one with
the larger sum steals a

counter from the other.

Dice Wars

Player1 Player 2

B
Roll_

Player 2 wins.

They take a token from Player 1.

Player 1’s Tokens: 5
Player 2’s Tokens: 7
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Pirates

SHIP CAPTAIN CREW

<

ROl @ ShiP, @ CaPtain, and a
Crew, PIUS th€ MOST BOOTY TO Win!

PARTY THROUGH THE USA

You’ll need five dice for this one. A player rolls the
dice all at once, up to three times. They must roll a
six (the ship), a five (the captain), and a four (the
crew) to score any points for that round. If they do,

add up the two remaining dice (the booty) for their
score.

Pirates
Player 1’s Turn

Ship Booty Captain Crew Booty

(- B

Player 1’s Total: 34
Player 2’s Total: 42



Beat It! Beat it

Players: 2 or more Player 1 Current Value: 354

iject: To make_the [ Roll | [ Turn Done ]

highest number in each 0.0 - N [ N \

round. o o o 0 O
o ®

How to Play: Roll three or 0.0 ® o o/lo @

four dice, depending on the

place value you are Player 2 CurrentValue: 543

studying. Arrange your [_Roll ] (TurnDone |
dice so that you make the o ol o olle
greatest number. The = -
winner of the round is the \® O L' 'J | @
player with the greatest

_ Player 1 Wins: 2, Player 2 Wins: 3
number. The winner of the

game is the player with the
most wins at the end of 10
rounds. 3

[ Reset ][ Instructions ][ Settings ]




Roll to six

PLAYDOUGH TO PLATO

2 players

{ Both players roll their die of |
| the same time. Once a :
| player rolls a one, he begins
i rolling again urttil he rolis a

i Two, Then a Three and so on

Tha finet rl- A rnll Tha
| he Tirst plauer To roll The
Py

numbers 1 1o 6 win:

Roll to

Player 1 Wants: 1
Player 2 Wants: 1

Player1 Player 2

HEn

Player 1 remains at 1.
Player 2 moves on to 2.



Going to Going to Boston

Boston P lele.
Player 1’s Turn
Here's a game that's been around for a
very long time, and is great for basic m
addition skills. You need three dice for this Current Total: 12
one. A player rolls all three dice at once, . N N \
then sets the highest die aside. Roll the ®e *.°%([® ®
remaining two, and again set aside the ' BN B NN BN
highest. Roll the last die, then add all ; 0 o ’
Set Set Set

three together. Each player takes a turn
doing this, with the highest score winning Player 1 Sum: 23
the round. Play to a set number of Player 2 Sum: 34

rounds, or see who can getto a _ _
designated number like 100 first.



Stuck in

the Mud
s.t.f"'f w t ae:?’l’d

Frniesfeamelyronsll

For each turn, a player rolls all five dice.
Set aside twos and fives (they're stuck in
the mud!), then re-roll the rest. Set aside
twos and fives, and add up any that are
left. Repeat until all the dice show twos
or fives, add up the totals, and that's your
score for that round.

Stuck in the Mud

Player 1’s Turn

2 Dice Stuck in the Mud

|- B .

Player 1’s Total: 34
Player 2’s Total: 42



Object: To be the player
with the highest number
after 20 rolls.

How to Play: Playing with a
partner, one is Odd, the
other is Even. Roll two
dice. Multiply the two
numbers. Players receive a
point depending on
whether the answer is even
or odd.

Round 4 out of 20
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Player 1: Even wins!

Player 1: Even — Total: 16
Player 2: Odd - Total: 15



Make 100

Object: To be the first to
make 100 or as close to it
as possible without going
over.

How to play: Take turns
rolling 2 dice. You may add,
subtract, multiply or divide
the two numbers. Keep a
running total.

Make 100

Player 1’s Turn

a[._.“[. b

’

Add this to total:

Player 1’s Total: 34
Player 2’s Total: 42



One and One and Done

Done »‘i
This fast-paced dice game is great for Player 1°s Turn

counting practice and involves a little luck m
(don’t they all!). The goal is to roll your

three dice as many times as possible Rolls without 1: 2
without rolling one. Start with the oldest r N [ N ( \
player, they roll and add up the three dice, '. '.' ®
writing down the score each time until e|(|® o | 0 o
they get a one, then it's the next player’s ; - - ’
turn. Player 1 Rolls without 1: 23

Player 2 Rolls without 1: 34



Shut the box Shut the Box

The player throws the die or dice into the box and adds Player 2’s Turn
up the pips. The player must then cover available

numbers that add up to the total thrown. So for m
instance, if the total is 8, the player may choose one of . .
the following options: ® o S

e 8 .

© 7&1 ® @ o

* 6&2 4 o
* 5&3 Possible Moves:

c 5&2&1

186, 2&5, 384, 7
* 4&3&1

| e N Box:
Assuming that one of the options is available to be n
played, the player selects one, covers the selected
b b d pl itches to th t
number or numbers and play switches to the nex na

person. If none of the options are available because at
least one number is already covered in each case, then
Turns Taken: 1

the player's turn finishes.

If anyone succeeds in shutting the box i.e. closing all the - 2

numbers, that player wins.




- Prime
rime Round #2:

Round Total so far: 22

Two dice are rolled. (Doubles can not be rolled on the first
roll of a round) Their result is multiplied. That adds towards
your score. P . p "
=

The dice keep getting rolled, multiplied and added to your X — 1 O
score. L

L r L r
If doubles are rolled, your score for that round is 0.
Double 1's mean that ALL of your previous scores become 0. Player 1 Hold Player 2 Hold
You can drop out of the rolling (to avoid doubles) whenever Player 1: Sum = 34
you wish. P=34, R=?, |=?, M=?, E=?

The winner has the highest total after 5 rounds.
Player 2: Sum = 22

P=22, R=?, |=?, M=?, E=?



The winner has the
highest total after 5
rounds.

50



Once through

the deck

Players: 1

Object: To be able to practice your
multiplication facts by yourself

How to Play: Shuffle cards and make a pile
face down. Decide what times family you
are going to work on. Flip over one card at
a time and multiply that card by the number
you have decided to practice and say aloud
only the answer. Continue through the
deck. If you are not sure, don’'t guess,
figure it out. Don’t go so fast that you make
mistakes but move as swiftly as you can.

Once through the Deck
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Roll a story

Roll

RallaPlot Cave in the Summer

&

®
looking for the .‘
Bermuda Triangle @
going to a '

@

country concert
A Boat Captain

AU,

o | Where: School
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S S S Nl
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. When: .Dlsmissal iu:ek"in fhe .
. finds a mysterious
.1 d]ary t. E]
. : .: E’\:ll]dh\g a secret '
@ eo0) anNEA bsketat | (999Y rming fromiig Going to a country concert
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D-icebreakers D-|Cbreakers
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[-iICEBREAKERS

If you could go anywhere in
® the world, where would you
—/ go?

® | If you were stranded on a
desert island, what three
things would you want to
taoke with you?

Would you prefer a
personal maid or a
personal chef?

® If you could eat only one food
® for the rest of your life, what
. @ would it be?

Q0000000000 OOODOOOOOOOD

0000000000000 00O0O0O0O




Dicz Grwe (£3)(S)(23)

Eat brains. Don't get shotgunned.

This game includes these rules, 13 dice, and a cup to hold them. You'll
need some way to keep score. Two or more can play.

The first player is the one who won the last game, or the one who can say
“Braaaaains!” with the most feeling.

Mmm! Brainans!

On your turn, shake the cup, take three dice from it without looking, and
roll them. Each one is a human victim. The red dice are the toughest. Green
are easiest, and yellow are medium tough. s

The dice have three symbols: @

Brain - you ate your victim’s brain. Set your Brain dice to

your left. Byt
/
Shotgun - he fought back! Set your Shotgun dice to your >
right. f 4 ~
Shotgun
Footprints — your victim escaped. Keep your Feet dice in
front of you. If you choose to roll again, you will re-roll these ‘.
dice, along with enough new ones to bring the total to three. [\ ‘
® o
If you rolled three shotguns, your turn is over. Otherwise, Footprints

you can choose to stop and score, or continue.

If you decide to stop, score 1 for each Brain you have, and put all the dice
back into the cup. It’s the next player’s turn.

If you choose to keep going, leave all your Feet on the table. Unless all
three of your dice are Feet, take enough random new dice from the cup to
total three, and roll again. Whenever you roll, you will roll three dice at a
time.

After you take new dice, you can't decide to stop . . . you have to roll.

Set aside Brains and Shotguns as above. If you are up to 3 Shotguns, your
turn is over and you score nothing. Otherwise, you can stop and score, or
take anotherroll . . .

Brrraias?

If you don’t have three dice left in the cup, make a note of how many
Brains you have and put them all in the cup (keep the Shotguns in front of
you). Then continue.

BRAAAINS!!!

Play until someone reaches 13 Brains. Then finish the round. Whoever
has the most Brains at the end of that round is the winner. If there’s a tie,
the leaders (only) play a tiebreaker round.




YOu ARE A ZOMBIE.

YOU WANT BRAAAINS,

Zombie

Dice

SHOTGUNNED!

Player 1’s Turn
Roll

A delicious, brain-filled package of
Zombie Dice!

In this box, you get the classic game plus
(WO expansions:

@ Zombie Dice 2 - Double Feature. Add the
Hunk and Hottic dice to raise the stakes.
Or toss in Santa's dic to get gifts every
zombic will love.

@ Zombie Dice 3 - School Bus. The living
call it the School Bus. The zombies call it
a lunch wagon. With this massive die,
you get 12 sides of pure mayhem.

@ Play with both Zombie Dice expansions to
create a Christmas-themed action movie
where the beroes try to save a school bus
before the zombies eat everyone's. . .

braaaaaaains!
' O;l Mou lEiuJ i
L AG] fi 2
AP ySJG s WTEVE JACKEON GANEL @)
»igpeaman com /;-'2;;\‘;“'\‘.
A e

Game Design by Steve Jochson o [Bastrased by Alen Fermander

.-,.\-I‘

Current Brains Total: 1

QO

Scored:

Player 1 Brains: 2
Player 2 Brains: 3

CONTENTS
® |6 custom savsbded dice

® | piant custoen twelve saded de
@ 1O Braka counders
© 4 N gun SOnntens
® | sore pd

® 1 S bay

® | ndeshaet




1234 P’

Upper Section | How to Score |Game #1|Game #2|Game #3 |Game #4| Game #5| Game #6
ACES . Count and Add
Only Aces
TWOS (] Count and Add
] Only Twos
] Count and Add
=
OHEES L] Only Threes
FOURS CC] Count and Add
LI Only Fours
FIVES .. Count an.d Add
L Only Fives
SIXES s Count and Add
LI Only Sixs
Total Score —)
Bonus if total score is Score 35
63 or more
Total —

Lower Section

Add Total of All

3 of a Kind Bice
|
4 of 3 Kind Add TEF:E of All
I
Full House SCORE 25
Sm Straight SCORE 20
Lg Straight SCORE 40
YAHTZEE SCORE 50
Add Total of All
Chance EE:E .
SCORE 100 PER
YAHTZEE BONUS BONUS
Total of Lower _
Section
Total of Upper -
Section
GRAND TOTAL —

OPPONENT

DEGHES -
° "




You can add a theme to
your dice, by making the six
roll something different.
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JACK-O-LANTERN

« Rolling 1 die gives you 2 pumpkins.

Requires 3 six-
sided dice (either
standard dice or,
for thematic fun,
use our Halloween
d6 Dice Set), 30
counters worth 1,
30 worth 5. You
will roll one, two,
or three dice at a
time in order to
collect pumpkins,
The more dice you
roll at a time, the
more pumpkins
you get . .. but if

the total on your
dice is too low or
high, you will lose

pumpkins.
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« Rolling 2 dice together gives you 5 pumpkins.

Halloween dé Dice Set
Rules by Steve Jackson

» Rolling 3 dice at once gives vou 9 pumpkins.

When the total rolled on your dice is 13 or
more, stop and score!

1f your total is less than 13, you can stop if you
want 10 . .. or you can roll again, taking more
pumpkins as above

When you stop: If your total is under 13, lose
one pumpkin for every point by which your
die roll is under 13, For instance, a total of 11
would cost you 13 - 11 = 2 pumpkins.

If your total is over 13, lose TWO pumpkins for
every point OVER 13, For instance, a total of 16
would cost you 16 - 13 =3 x 2 = 6 pumpkins!

Sa: you GET pumpkins for rolling the dice, and 423

you LOSE pumpkins based on how far your

dice total s from 13

Fake turns rolling until every player has had
three turns, The highest total score wins,

Example

door rolls 3 dice for
3 X5 The rotal is 12,
50 he decides 20 stop
He gots 2 pumpking for
rodiing $ dioe together,
and loves 2 for stagyvag
ar T s Jeis soone ds 7,

Cloo dackides 10 roll 2 e,
% she enrns 5§ pumpking 4 start
with. She gets 4, 6 - 50 her totad
Is 20, St daciddes 10 noll oo
mcwre e, 5o e carms 2 mone
pumphives. She rofdls £ Now her
dice total (s 13 pumpking exacs-
I 0 e Mises mothiing, and hor
Sinul score s also 7 pasmpihing.

Frank also rolls 2 dice, oarminmg 5 pump-
e His dbor come wp 1, 2. Thats omdy 3, s0
of course he docides to keep potng! He foels
fucky @ rolle all 3 dice together’ (mlling 3
ar ongr ssirns him 9 more pumpling ) Tivs
tine e pets 3, S, 6, to bring his dice totad to
17 Theat’s 4 maore than his sarger of 13, 50 be
foves & pamphios, His finad soore s ondy 6, 0
Frank s the low scorer thits rowmd,

sTEVE
JACKSON
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