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CLASSIC GAMES

Randomly select a player to be the banker (Note: this player cannot place chips during his turn). Once everyone has placed 
their chips on the roll, the banker places dice into the cup, shakes it and then put the cup upside down on the table. The 
banker reveals the dice. The winners’ chips will be taken by themselves, and the losers’ chips will be given to the banker. After 
each round of the game is completed, the player to the left of the host will be the new banker. Continue playing until no chip 
can be played.

Be the player to win the most chips.

Choose a player to be the banker. (after each turn, 
the player to the left become the banker). The 
banker at the beginning of each turn will place a 
limit of chips. After the chips have been limited, 
players will place their chips against the banker. 
The banker will roll first aiming for the highest 
combination in the chart an the players will have to 
roll a higher combination. 
If the banker rolls “Heaves” or “Nines” he/she 
automatically wins all the chips on the table. If a 
player rolls a “Red Mallet Six” or “Final Three” 
he/she will earn their chips.

Win all of chips from other players.

Each player takes a turn at being the banker (the player to the right of the banker will place the chips). The player places a 
chip and thee rolls 3 dice. lf the player rolls a 10 or the guessed number, he/she wins the chip points at the beginning of the 
turn, but if it is a different number than the guessed one or below 10, the banker will earn the points bet at the beginning of 
the turn.

The player who reaches 100 points wins the game. 

Get the highest score and keep the dice(s) in hand.

Get 5 dices, and a paper sheet to keep track of score (Not Included).

Each player rolls 1 dice to decide who will play first, after that the play goes counterclockwise. Players have 5 times to 
roll the dice adding all the points, A player will lose a die each time he/she rolls a 2 or a 5. Once a player runs out of dice, 
he/she suddenly loses the ability to continue playing the game and games out.
Example: Player one rolls on the first try (1, 3, 3, 2, 4) that player will score 11 points and lose 1 dice leaving him with 4 
dices for that round. If a player loses all the dice, he/she automatically will be disqualified and “sudden elimination”.

Get the highest score and keep the dice(s) in hand.

Players take turns to roll 2 dices. Points only count when a double is rolled. There are 3 different rolls. Any double from 2 
to 5 counts as 5 points, double 6 will give you 25 points and rolling a double 1 will wipe your score and set you back to 0.

The first player to get 50 points wins.
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45. DICE OF PLAYING CARD 
Players: 2+

Object of the Game:
Get the highest hand. 

Getting Prepared:
Grab 5 dice.

Let's Play:
Players will take turns to roll 5 dice to get their hands. Each roll will have a hand value. After all the players have 
rolled, the strongest hand wins.

Points:
Single rolls will have the value rolled / Doubles count as pairs / Triple counts as trios / 4 of a kind will count as full 
house / 5 of a kind will be a playing card.

How to Win:
Roll the highest hand of playing card.

Getting Prepared:
Get 5 dice.

Let's Play:
This game is similar to “DICE OF PLAYING CARD " but straights do not count.

How to Win:
Get the highest hand of playing card.

46. INDIAN DICE
Players: 2+

Object of the Game:
Get the highest hand of playing card.

17. BARBUDI
Players: 2+

Object of the Game:
Roll the right combination to win the game against other players.

Getting Prepared
Get 2 dice.

Let's Play:
Each player throws a dice and the highest becomes the shooter and the player to his right is the fader. The game goes 
counterclockwise.
The fader puts up a stake. The shooter covers part or all of the chips and other players, in turn, may cover what is left or 
put chips in the game against one-and-other. The shooter or fader may decide not to place chips at all, in which case the 
dice are passed to the next players.
The shooter and fader roll the dice alternately, the shooter rolling first, either of the two players wins the chip if they throw 
a 3-3, 5-5, 6-6, or 5-6. They lose if they throw 1-1, 2-2, 4-4 or 1-2.All other combinations are meaningless. As long as the 
shooter wins, loses with a 1-2, or the fader wins with a 5-6, the players' roles remain unchanged for the next round.
Otherwise, the fader becomes the shooter and the next player the new fader.

How to Win:
Roll the winning combination to win.

Randomly pick the first player to play. The player rolling the dice will bet on a chance of 1 to 6 if he/she can roll a number. 
For example: Player one guess that he/she will roll a "3" on a chance of 4 throws. Before the player rolls the dice, the 
remaining players should decide with or against this possibility, if the player rolls the number before finishing their turns, the 
player wins and stays in game. However, if the remaining players choices are wrong and the player could not roll the 
number they are out. Continue taking turns until there is only 1 player in the game.

ONE DICE BASEBALL CHO-HAN


