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* Object: score as many points as you can in the 10 boxes. You
may score each box only once, in any order.

* To start your first turn, roll all 6 dice. On later turns, you may
hold dice from your last turn that didn’t score.

* Anytime you roll a red number, you may flip it to any other
number, but you must do so before you roll again.

* You may re-roll any dice you wish to. You get up to 3 rolls per
turn, but you may exchange markers for extra rolls.

¢ When your turn ends, score your dice in any* empty box.
Scoring 0 points in a box is allowed.

* Once all 10 boxes arefilled, score your Bonus, if any.

RULES

MARKERS

¢ Start the game with no markers.

¢ If you end your turn after only 2 rolls, take 1 marker.
If you end your turn after only 1 rolls, take 2 markers.
(You must take at least one roll per turn.)
¢ After 3 rolls, you may end your turn, or
¢ trade 1 marker for each extraroll, or
e trade 3 markers to flip 1 die to any other number. (For
example, you can flip a white number to ared number.)

¢ You may have up to 3 markers at a time. If you earn markers
when you already have 3, tick 1 Check Box instead for each.

¢ If you have any markers left at the end of the game, tick 1
Check Box for each.

SCORING

* NUMBERED BOXES Add the dice matching the box number.
If you have the red number for that box, double the score.
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scores 24 points in box 9

or 5 points in box g
or 8 points in box G

* RUN Numbers 1 thru 6 score 21 points in the RUN box. Red
numbers don’t increase the score but you may score a RUN
in that numbered box instead.
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* SET 3 pairs, 2 triplets, or a quad and a pair score the sum of
all 6 dice in the SET box. Like RUNs, red numbers let you
score your SET in anumbered box instead.
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* SUM Score the sum of any 6 dice in the SUM box. Red
numbers count like white ones.
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* RED Score 10 points for each red numberin the RED box.
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* BONUS Score 5 points for each ticked Check Box.
PEPPERS

* BIG PEPPER Six 6s, 5s, or 4s score 75 points in the
matching box or 50 points anywhere* else.
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scores 75 points in box e

or 50 points elsewhere

Spicy Dice was invented by Andy Daniel.
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¢ LITTLE PEPPER Six 3s, 2s, or 1s score 50 points in the
matching box or 25 points anywhere* else.

scores 50 points in box o

or 25 points elsewhere

* HOT PEPPER Six red numbers score 100 points in the RUN
or RED box or 50 points anywhere* else.
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or 50 points elsewhere
STARTING YOUR TURN

Ifeach player has a set of dice, play as follows. Otherwise, use
just one set of dice and start each turn by rolling all 6 dice.

¢ To start a turn, you may roll all 6 dice or hold dice that did not
score on your last turn.
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if you score 30 points in box g

you could hold m for your next turn

* You may also choose to underscore your hand to hold some
of your dice for your next turn. (Note: you can’t do this for
RUN, SET or PEPPER, which require all 6 dice to score.)

you could scores 26 points in box or

or you could score just 24 points in box or m
and hold n . for your next turn

* Flipping a red number does not affect whether or not that die
may be held. If the die was not used to score, it may be held.

* except the BONUS box



