ROLLING

AMERICA

THE STAR-SPANGLED DICE GAME

1+ PLAYERS ~ AGES 8+

RULES OF PLAY

CONTENTS

100 maps of the United States

7 dice - red, blue, green, yellow,
orange, purple, wild

1 dice bag

OBJECT

Fill in your map with numbers rolled on

the dice. The challenge is that neighboring
states can’t have numbers that differ by
more than 1. Whoever fills the most states
with numbers wins.

SET UP
* Give each player a map.
= Put all of the dice in the bag.

HOW TO PLAY

Whoever most recently visited another state
starts the game and play continues to the left.
On your turn, draw 2 dice from the bag
(without looking) and roll them. Then announce
the colors and numbers on the dice so that
everyone hears.

All players simultaneously resolve both dice,
in any order, as follows:

NON-WILD DICE

Choose one empty state in the
region of the map that matches
the die color and write down
the die number in that state.

WILD DIE

Choose one empty state in any
region and write down the die
number in that state.

NEIGHBORING STATE RULE

All states that border the state you are
currently filling must either be blank, have
an X, be guarded (see to the right), or have
a number difference of no greater than

1 from the die result.

For example if you rolled a green 2,

mark a 2 in a green state where all of the
neighboring states are either blank, have
an X, guarded, ora 1, 2 or a 3 in them.
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Notes:

* The color of any neighboring state
is irrelevant.

= Alaska and Hawaii are immune from
the Neighboring State rule.

You MUST write a number in an available
blank state if it doesn’t break the Neighboring
State rule.

« |[f you cannot write a number without
breaking the rule, then you must mark an X
in any blank state in the region that matches
the die color.

* If the matching region is completely filled,
you do nothing. (This also applies if the die
is wild.)

COLOR CHANGE

Three times during the game you may treat
the die you are resolving as a wild. For
example, an orange 6 could be a purple 6.
When you do a color change, you must cross off
one of the Color Change boxes on your map.
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GUARD

Three times during the I_
game you may guard —
a number that you write 2 1

in a space. This means
that you can ignore @

the "Neighboring State” 3 Z—I_
rule for that number. | |
Circle the number to

indicate that it's guarded,

and then cross off one guard

of the Guard boxes on (X | |

your map.

DUPE

Three times during the game you may write
down an active die number twice in the
matching color region. (A wild can be
marked in two different regions.) For example,
if you roll a blue 3, you can mark a 3 in

two states in the blue region. (Note that the
Neighboring State rules still applies.) When
you do this, you must cross off one of the
Dupe boxes on your map.
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Notes:

= You may apply a Color Change,
Guard, and/or Dupe on the same die.

= You may only use Color Change,
Guard and/or Dupe on the active dice.

CONTINUING A ROUND

When all players have resolved both dice,
count the number of dice that are currently
out of the bag. If there are fewer than 6,
pass the dice bag to the next player who
draws 2 more at random and rolls them,
and so on.

ENDING A ROUND

A round ends after 6 dice are out of the bag.
When this happens, put them all back into
the bag. All players cross off the next empty

“round” box at the top of their map. Start a new

round, which plays out just like the previous.
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ENDING THE GAME

The game ends after 8 rounds. At this point,
everyone marks an X in any remaining
blank states on their maps. Then all players
pass their maps to the player on their left,
who checks to see if all
of the rules have been
followed. (Mark one

X for every mistake.)
Count up the Xs and
write down the total in
the "number of Xs” box.

number of Xs

The player with the fewest number of Xs
wins the game. In case of a tie, whoever
used fewer combined color changes,
guards, and dupes wins.

SOLO PLAY
If you play by yourself, simply aim for
as a high score as you can.

A WORD FROM GAMEWRIGHT

Whether or not you are familiar with the
layout of the United States, you will see
America in a whole new light after playing
this dice game. Inventor Hisashi Hayashi
crafted a unique system that deftly combines
visual strategy and planning with a dash
of dice-rolling luck. You'll need to think
through each number placement carefully
as you fill in your map. You'll also need

to wisely utilize the three special powers
(color change, guard, dupe) if you want

to get a perfect score. Speaking of which,
we’ve played dozens of times and have
yet to get a score below 5 Xs. See if you
can outdo us and send us your perfect map!

NEED MORE MAPS? FIND THEM
AT GAMEWRIGHT.COM
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