
Rulebook



Note:  If a player receives 2 or more “All-or-Nothing” 
cards, you might want to exchange 1 or 2 to give them 
more scoring opportunities.

How to Play
Choose any player to roll the dice.  It doesn’t matter who rolls; all 
players will record 1 number on any one of their six cards every 
roll of the dice.  Th e number recorded can be an individual number 
from one of the dice or the combined total from both dice.

Example Recording
Let’s say a 6 is rolled on the Black die and a 3 is rolled on the Red 
die.  Each player will record only 1 number.  Tuck might mark a 
Red 3 on his Solitaire card, where Katie might write a 6 on Sudoku. 
Jennie may choose to combine them and mark the 9 on her Bingo 
card.  Remember, you only record 1 single number on any one card.

Overview 
Welcome to Dice Cards.  Your goal is to have the highest score aft er 
50 total rolls of the dice. Each turn, any player will roll both dice 
and all players will write one number from that roll on any one card 
from the 6 they are playing that game.  

Selecting Your Cards
For a standard setup, deal out 9 cards 
at random to each player.  If a player 
receives a card they already have, 
deal them a new one so they have 9 
unique cards to choose from.  From 
those 9, each player will select 6 they would like to play this game.  
Put any unused cards back in the box.

Th ere are 2 copies of every card in the box, so it is possible for two 
players to play the same card.

Every card has specifi c rules for playing it at the top, and a full 
scoring example on the back of the card.  Some cards require a 

specifi c color dice (Black or Red) to be rolled.  
Only the individual dice work for those cards 
(you can’t add a Black 1 and a Red 2 to make a 
3 for a card like Solitaire).

Other cards require the sum of both dice, or a specifi c combination 
of two dice.  Each card lists its own specifi c rules & requirements.

All-or-Nothing Cards
Some cards have an         icon in the upper right corner.  Th is means 
the card is an “All-or-Nothing” card.  You only get points if the card 
is completed, no partial points.  It’s important to start these early.

   

Unless a card specifi cally states “in order,” you may mark numbers 
in any order.  

Alternate Setup
Once players know the game, you may select any 6 cards to play 
from all 50.  Some players might take a head-to-head approach, 
picking the same 6 cards to see who can score better.

Younger Players?
Consider starting out younger players with some of these cards: 
#2, 22, 24, 27, 30, 31, 37, 40, 41, 42.



Rolling & Recording
You can have one designated roller, or pass the dice from player to 
player, whatever fi ts your group.  Every roll of the dice, regardless of 
who rolls, all players record 1 number to any of their 6 cards.  If you 
are unable to record a number on a roll, or just don’t want to, mark 
a line through that roll number on the tracker.

Roll Tracking
Each player will record the number they 
choose every roll on the Roll Tracker card.  
Th is helps with keeping track of how many 
rolls remain in the game.

If someone misses or forgets recording a 
roll and other players are confi dent their 
Roll Tracker is correct, put a line through 
that tracking turn and continue on.  You 
can also count how many numbers have 
been recorded across all of your cards to verify the turn.  

Players sometimes record a number on a card, but forget to mark it 
on their tracker.  Th at’s ok, as long as no one gains extra rolls!

What are Tickets?
Tickets may be used in two diff erent ways:

 1) Roll Modifi cation
During the course of the game, you may use tickets to add or 
subtract from a number rolled at a cost of 1 ticket per 1 number 
adjusted.  You may not modify a single die above 6 or below 1.

For example, if a 9 was rolled but you needed a 12, you may use 3 
tickets to add 3 to the roll.  Each player’s ticket usage is their own 
and does not aff ect the dice for other players.

 2) Scoring  2 Tickets = 1 point
At the end of the game, if you have any unused tickets, they may be 
exchanged at a rate of 2 tickets to 1 point added to your fi nal score.

At the end of 50 rolls, all players will total up the points from their 
cards and add any points from unused tickets.  Th e player with the 
most points wins!  In the event of a tie, compare unused tickets.  
If still tied, you may share victory, or roll for your fates, highest 
number claiming ultimate victory.

Every card has its own rules on the top of the card itself, as well as a 
fi lled out scoring example on the back.  If you’re still unsure of how 
to play a card, you can check our website http://www.cardlords.com 
for a detailed explanation of all cards.

Stepped Scoring
Some cards, like Hopscotch, have stepped scoring.  You only score 
for the last star you are able to reach.
On the card to the right, that’s 8 points.

Individual Scoring
Since Dice Cards may be played with any number of players, we’ve 
also included a table to compare your score against Th e CardLord’s:

90 or above:  Lord
87-89:  Scholar
84-86:  Master

81-83:  Expert
70-80:  Novice
69 or below:  Practice Run

Ticket Tracking
At the bottom of the Roll Tracker card, you will also keep track of 
any tickets you accumulate throughout the game.  Put a diagonal 
line one direction through the box when you get a ticket.  When 
you spend a ticket later on, mark the opposite diagonal line, making 
an X through the box.

Note:  For cards like Hopscotch or Doubles where it has 
you record two numbers, you can write both on one line.



Check out these and more games available from CardLords:

Digital Dice
Playing somewhere you can’t roll dice, or in 
a large group setting?  Try our digital dice:  
http://cardlords.com/dice


