Points - Values given for each die or
combination of dice rolled on a single roll.

|n order to “get on the board” and begin
recording scored points, 2 player must
accrue at least 500 points and “stick™ in 2
single turn. After scoring this initial
minimum, the player may, in subsequent
turns, score with no minimum or maximu

Greed-out — The failure to roll a single die
or combination with scoring value on a
single roll. Each time 2 Greed-out is rolled
all points accumulated by the player in that
turn are forfeited and the dice are passed
to the next player.

limits.

The first player who elects to pass thedi
: : having scored sufficient points so that his
fatc- af:cumulate poligiiveg her score has reached or exceeded the
wrn bef9re points are actually scored and 3,000 o 5,000 point game score. challg
- : W out of play and may not roll again. Each
Score ~ Points earned and recorded at the remaining player then has one trn to

end of a turn. achieve the highest score. The player w
: the highest score at the end of the final

Turn - Each player’s attempt to roll
scorable points.

round wins.

To obtain the highest score over 5,000

points. Alternatively for a shorter game m

the target could be the highest score over —~— As a player approaches 3.000 or 5.000
3,000 points. | Player fails to roll a single die, or points, it may be advantageous 10 pass T
z combination of dice, with point value (in dice to the next player just before read
STARTIN G PLAY which case the player loses all points the target. This may increase the player
Any number can play. accrued during that wrn). chance of winning by increasing the
< 2. Player chooses to stop (Stick) and score probability of rolling 2 high scoring
Pl decid ! 3000 or 5000 o . ?
a.yers S o0 the points earned during that trn. combination, since all 6 dice will beim g
Y on the player’s next wrn

First player is determined by the highest roll The piayer RcE bliged tojgemave 2l dice

of the dice. (One roll of all six dice.) wuth.pom‘t vakigghawever, at .|east ar
scoring die must be removed in each roll.

Play proceeds clockwise. Each player has the oprion of ending a wra

m after each roll, unless all 6 dice have point Nor suitable for children under 36 mo
value and are removed. If the player scores
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In his/her turn each player rolis all 6 dice. A with all six dice (including dice set aside ) :
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is rolled or a single “D” or "G" (see dice again for additional points or possible The Gf’“‘ American Greed Co
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scoring combination or single die (“D" or points accrued during the turn. If you enjoy playing $ GREED, a “hip-f
“G")is to be set aside for accruing. The At the end of a player’s turn alf scoring dice version, complete with printed felt pt

player may then roll the remaining dice until (whether set aside or not) must be counted area, is available at all major stationet
either: : towards the recorded score and toy stores.
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*‘49 v $ SILvED) = 600 ez
3 X (GOLD) = 300 prs.
9 x R (RED) = 400 prs.
3 v B BLACK) = 300 prs.
x £ (6REEN) = 300 prs.
ASAf ¢ ) (BLUE) =1000 prs. S,

1x OF L KIND = 5000 prsRZ

I v ) BLIE) =10¢—PTs.
l (¢oLD) = 20 pTS§.

norder to score {000 points for “¢GREED”, you must roll one black “E” and®
@ green “E”. Toscore 3 of akind, or 6 of a kind, the “E’s” must be the same colour.




