
Dice Games
Choices for Project 1



Tenzi is a fast-paced dice-
rolling game that’s perfect for 
inside recess! Each player 
starts with 10 dice. At the 
same time, all players begin 
rolling and re-rolling the dice, 
trying to get all of them to 
show the same number. 

Tenzi

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

Tenzi



If you roll doubles, your 
score doubles. 
Otherwise, you add the 
two dice and add that to 
your score. 
The first to 100 wins.

Double Up Double Up
Roll

Player 1

Player 1’s Score: 5
Player 2’s Score: 7
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Player 2

Change Score



Each player rolls four 
dice and multiplies them; 
the one with the larger 
answer gets a point.

Grow 
Multiples

Grow Multiples

Roll

Player 1 Wins: 2, Player 2 Wins: 3
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Player 1

Player 1 rolled 15.

Roll
Player 2

Player 2 rolled 12.



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
Dice Wars

Roll

Player 1

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

Player 2 wins. 
They take a token from Player 1.



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 0 for that 
round.  If both dice show a one, the 
player’s entire score is erased and he 
must begin again at 0.

Pig

Roll Hold

Player 1’s Turn
Turn’s Total: 12

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



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 Pirates
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Roll

Player 1’s Turn

Ship

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

Captain CrewBooty Booty



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

Stuck in the Mud
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Roll

Player 1’s Turn

2 Dice Stuck in the Mud

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



Beat It!
Players: 2 or more
Object: To make the 
highest number in each 
round.
How to Play:  Roll three or 
four dice, depending on the 
place value you are 
studying. Arrange your 
dice so that you make the 
greatest number.  The 
winner of the round is the 
player with the greatest 
number.  The winner of the 
game is the player with the 
most wins at the end of 10 
rounds.

Beat it

Roll

Player 1 Wins: 2, Player 2 Wins: 3
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Turn Done
Player 1 Current Value: 354

Roll Turn Done
Player 2 Current Value: 543



Roll to six Roll to

Player 2 Wants: 1
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Roll

Player 1

Player 1 Wants: 1

Player 2

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



Here’s a game that’s been around for a 
very long time, and is great for basic 
addition skills. You need three dice for this 
one. A player rolls all three dice at once, 
then sets the highest die aside. Roll the 
remaining two, and again set aside the 
highest. Roll the last die, then add all 
three together. Each player takes a turn 
doing this, with the highest score winning 
the round. Play to a set number of 
rounds, or see who can get to a 
designated number like 100 first.

Going to 
Boston

Going to Boston

Roll

Player 1 Sum: 23
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Set 
Aside

Set 
Aside

Set 
Aside

Player 2 Sum: 34

Player 1’s Turn

Current Total: 12



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.

Roll

Round 4 out of 20 

Player 1: Even – Total: 16
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Player 2: Odd – Total: 15

X = 10

Player 1: Even wins!

Odd or 
Even



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

Once through the Deck

Roll

5 Times Table
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X = ?

Flip Reveal



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 Make 100

Roll
Player 1’s Turn

Player 1’s Total: 34
Player 2’s Total: 42
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a+b a-b b-a

Add this to total:

a*b a/b b/a

a b



This fast-paced dice game is great for 
counting practice and involves a little luck 
(don’t they all!). The goal is to roll your 
three dice as many times as possible 
without rolling one. Start with the oldest 
player, they roll and add up the three dice, 
writing down the score each time until 
they get a one, then it’s the next player’s 
turn.

One and 
Done

One and Done

Roll

Player 1 Rolls without 1: 23
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Player 2 Rolls without 1: 34

Player 1’s Turn

Rolls without 1: 2



Shake and Make 
Dice
Roll

Sum: 14
Pairs: 0
Group of 3: No
Group of 4: No
Straight: Yes
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The instructions say:

• The fastest, easiest-to-learn dice game you'll ever play!

• Give the dice dome a shake and watch as the dice settle 

into their slots to reveal a random combination of 

numbers.

• Take turns to see who can get the best score - Highest 

total, 1 pair, 2 pair, straight, 3-of-a-kind, 4-of-a-kind...

• Do you have the luck to shake and make the best roll?

• Fast-paced, pocket-sized, and open to endless game 

variations - You'll never want to go anywhere without 

your Shake & Make Dice!

Shake and 
Make



Rock Paper Scissors 
Lizard Spock

Rock Paper Scissors 
Lizard Spock

Player 1 wins.

Player 1 Player 2

Player 1 Wins: 2, Player 2 Wins: 3
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Roll



Roll a story
Roll

A Boat Captain

Cave in the Summer

Going to a country concert
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Roll a 
story



D-icebreakers D-icebreakers

Roll

Player 1’s Turn

Would you prefer a 
personal maid or a 
personal chef?

InstructionsReset Settings





Roll

Player 1 Brains: 2
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Player 2 Brains: 3

Player 1’s Turn

Current Brains Total: 1

Scored:

Zombie 
Dice



Yahtzee



Shut the box
The player throws the die or dice into the box and adds 
up the pips. The player must then cover available 
numbers that add up to the total thrown. So for 
instance, if the total is 8, the player may choose one of 
the following options:
• 8
• 7 & 1
• 6 & 2
• 5 & 3
• 5 & 2 & 1
• 4 & 3 & 1

Assuming that one of the options is available to be 
played, the player selects one, covers the selected 
number or numbers and play switches to the next 
person.  If none of the options are available because at 
least one number is already covered in each case, then 
the player's turn finishes. 

If anyone succeeds in shutting the box i.e. closing all the 
numbers, that player wins.

Shut the Box

Roll
Player 2’s Turn
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12

Box:

1110987

654321

Possible Moves: 
1&6, 2&5, 3&4, 7

Turns Taken: 1



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.

The dice keep getting rolled, multiplied and added to your 
score.

If doubles are rolled, your score for that round is 0.
Double 1's mean that ALL of your previous scores become 0.

You can drop out of the rolling (to avoid doubles) whenever 
you wish.
The winner has the highest total after 5 rounds.

Prime Prime

Roll

Round #2: 
Round Total so far: 22

Player 1: Sum = 34
P=34, R=?, I=?, M=?, E=?
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Player 1 Hold

Player 2: Sum = 22
P=22, R=?, I=?, M=?, E=?

X = 10

Player 2 Hold



P R I M E
6 x 5 = 30
4 x 2 =   8
3 x 4 = 12

50

The winner has the 
highest total after 5 

rounds.

1 x 3 =   3
2 x 6 = 12

15

Prime



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