Players. 2.

Object. Make scoring combinations on lines in which
you have more dice than your opponent does.

The board. The board is a 4x4 grid with 10 scoring
lines: 4 across, 4 up-and-down, and 2 diagonal.
There are 4 missing squares so that each of the lines
has exactly 3 squares.

To begin. The board is empty. Each player has a full
set of 6 dice in his or her hand.

Your turn. Roll up to three of the dice in your hand.
(Exception: If all of your opponent's dice are on the
board, you must roll all of the dice in your hand.) Place
the rolled dice onto empty squares on the board.

Red numbers. If you a roll a red number, you may
play it onto an empty square, or it may replace one of
your opponent's dice on the board. The replaced die
is returned to your opponent's hand.

Scoring. When the board is full, add up the score as
follows: for each of the 10 scoring lines, the player
with the most dice along that line scores one point if
either:

© 2 or more dice match in number,
or
A the 3 dice form a sequence (such as 3-4-5).
The order of a sequence does not matter (for
example 5-3-4 is also a sequence).

A pair or sequence may contain dice from both
players, but only the player with more dice scores.
(For example, if a line includes a 5 and 1 from you,
and a 5 from your opponent, you score one point for
the pair since you have more dice in the line.) If a line
doesn't contain a pair or a sequence, neither player
scores for that line.

Winning the game. High score wins. If the game is a
tie, start a new game to break the tie.

Match play. The winner of each game receives one
“‘Match Point” and the loser chooses who starts the
next game. In case of a tie, the match point is carried
forward to the next game (so the next game would be
worth 2 match points) and the player who did not have
the choice to start last game has that choice in the
next game. First player to 3 Match Points (or any
agreed-upon total) wins the match.

Strategy. This is a quick but very strategic game.
How many dice to roll is a critical choice: The player
rolling first gets his or her choice of squares, while the
player rolling last can take advantage of his or her
opponent's earlier plays. Remember that certain
squares are part of three scoring lines, while others
are part of just two.

“2 out of 3 ain’t bad ™” was invented by Andy, Sara Ellen, Elliot, &
Shayna Daniel. © 2004 Enginuity LLC. All rights reserved.
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