GAME GUIDE

FOR 2 TO 6 ADULT PLAYERS



PUT ON YOUR BEST
POKER FACE, AND
GET READY TO ROLL!
This game combines roll-and-
score Yahtzee action with the
strategy of Texas Hold'em peker.
To keep the game simple, fast
and fun, some of the Hold'em
complexities have been modified.
However, if you're a poker purist,
feel free to make up your own
“house rules” to include as much
Texas Hold’em flavor as vou want!

QBEIJECT:

In each hand, win poler chips
by having the best five-dice
combination. (lo win the game,
be the last player remmaining.)

CONTENTS:

» 20 dice in four “suits” (red.
black, white and vellow) « draw
bag * 6 dice cups + 90 poker
chips (10s, 505 and 100s)

HOW TO PLAY

A game is made up ol several
hands. To begin a hand, zll
players get two “pocket” dice that
they keep hidden under their dice
cups. The Dealer then rolls the
Flop, Turn and River communily
dice (a total of five dice). As the
dice are rolled, players try for

the hest possible five-dice hand,

placing chips in the pot or folding
their hands in four belling rounds.
In the Showdown, players whe
didn fold cornpare their hands.
The player with the highest-
ranking hand wins the pot. Then
a riew hand is played, and the
game continues until only one
plaver (the winner) remains.

The Reference Charts: Inside this
booklet are two charts that show
the winning dice combinations,
We recommend that you cut

them out and use them as handy
references during the game.

The Game Example: On pages
6-8, you'll find a 3-player game
example which explains how the
players bet, and why

Starting a Game: o begin a
game, choose a Dezler lor the lirst
hand. The Dealer is the player who
has the added duties of “dealing”
the pocket dice and the community
dice. For each hand, the role of the
Dealer passes to the left.

The first Dealer divides all chips
evenly among the players, placing
any extra chips out of the game.
The Dealer then puts all 20 dice
inside the dice bag, gives the bag a
shake, and gets ready to roll!



To play each hand, follow Steps
L through 3. These steps are
explained i detail below.

1. THE OPEN

Ante up! Each plaver places one
10-point chip into the “pot” {the
center of the table),

Dealing the pocket dice.
Starting with the player to his/her
left, the Dealer blindly remeves
two dice from the bag, places
them in a cup, and gives the cup
to the player. The Dealer takes
his/her two pocket dice last. and
nlaces them in a cun.

All players shake the dice in
their cups, then set their cups
upside-down on the table with
their pocket dice insice. During
the hand, you can lif: vour cun
at any time to peek at your dice.
Just dor’t let the other players
see them! Only you can use your
pocket dice.

The betting begins. Now cachx
plaver, starting to the left of the
Dealer, may check, bet, or fold.
Once a bet is posted, each player
in turn may call, call and raise, or
fold. (See Betting Options, ou the
next page.)

Betting limit: In the Open and
Flop betting rounds, the cpening

bet can ke no higher than 10, and
each raise can be ne higher than
10. No more than thrze raises are
allowed.

Ending the round: The betting
continues until all players in
the hand have placed an equal
amounr in the pot, and no one
raises the current bet.

2. THE FLOP

The Dealer gives the bag a shake,
then blindly remeves three dice
anc rolls them on the table,

These arz the first three of five
community dice that the Dealer
will roll.

All players look at the Flop dice
to see how they measure up with
their pocket dice. Fach player now
nas five available dice: their two
pocket dice, and three community
dice. Only two more community
dice will be rolled (onz Tarn die,
and one River cie); so plavers
must decide whether to fold

their lands or stay in the betting,
depending on what combinarions
they mey e able w0 make.

The betting begins. Now the
belling takes place as it did n the
Ovpen, with this exception: if al’
players check, the Dealer rerolls
the Flop dice



BETTING OPTIONS

In every round of betting, you
must decide how much (il
anything) you want to wager on
the dice. Keep in mind that the
dice are in [our “suits”(colors,
so you can get a “flush” hand
with 5 dice of the same color.
Betting is always done 1n
clockwise order, beginning
with the player to the left of the
Dealer.

Check: If no bets have been
posted yet, you may check. This
means that youre still in the
hand, but not ready to feld or
commit to a bet.

Bet: Tn any round, the first player
to put chips into the pot makes a
bet. Alter a bet is posted, players
can no longer check: each player
must now call the bet, call and
raise the bet, or fold.

Call: When vou call, youre
matching the current bet. For
example, to call a 10 bet, you
place a L0-point chip in the pot.
Note: Players who previously
opened or called a bet put in
omly the amount that the bet was
raised. See the Game Examples
on pages 6-8.

Call and Raise: When you call
and raise, you're matching the
current bet, then adding more
to it. For example, il the current
bet is at 10, you may call it by
pulting in 10, then raise it by
pulting in additional 10 in the
pol. The bet is now at 20, and
any players who call must putin
20. {Players who previously bet
10 put in only 10, to maich the
raise.)

Fold: When you fold. you're
out ol the hand. Folding saves
you from wasting chips 1if you
have little chance of winning
the hand. When vou fold, place
a chip on top of your upside-
down cup, to remind everyone
that you're out.

AllHn: If vou don't have enough
chips to call, you may go all-in
by placing all of your chips in
the pot. Any additional chips
put in by the other players are
placed in a “side pol,” separate
from the main pot. If you win |
the hand, you get only the chips
in the main pot; the second-
place winner takes the side
pot. If you don't win the hand,
the winner gets both pots, and
you're out of the gamel!




3. THE TURN

Leaving the three Flop dice on the
table, the Dealer now gives the
bag a shake, then blindly removes
one die and rolls it on the table.
This s the 4th of five community
dice that the Dealer will roll.
Now each player has six availzhle
cice: nisther two pocket cice,
and four community dice. As in
tae Flop, plavers assess how their
hands are shaping un, and cecide
if they should stay in, and how
much they're willing to bet.
Betting limit (the stakes get
higher): Starting with the Turn
(otherwise known as Fourth
Street), the betting limit doubles:
players may bet up to 20, and
may raise up to 20. The raise Iimit
remains at no more than thres.
The betting begins. Betting now
takes place as in the previous
rounds. (The Turn die cannot he
rerolied.) When the bering ends,
the Turn is cver,

4. THE RIVER

The River (also called Fifth Street)
is tae fnal round. The Dealer
gives the bag a shake, removes
one last die, then rells it onto

the Lable with the other four
communizy dice.

With all dice now on the table,
players remaining in the hand
determine the best five-dice hand
they can make, Note: IZ the five
community dice make up your
best hand, you may use those dice
only and ignore your pockat dice.
The final betting round begins.
Players now bet as in previous
rounds. i The River die is not
rerolied.) The betting limit {up to
20 lor call and raise) is the same
as in the Tum.

5. THE SHOWDOWN

All players who havent folded
now reveal their pocket cice and
declare their best hand. The player
with the highest ranking hand
takes all of the chips in the pot!



Winning Hands Reference Chart
On Other Side
Carefully pull out and cut along the
dotted line to use as a reference.
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ﬁ WINNING HANDS REFERENCE CHART

The winring hands z-e shawn from the highest rank te the lowest,

YAHTZEE FLUSH
Five dice of the same number and suit.

STRAIGHT FLUSH
Seguence af five dice in the same suit.

YAHTZEE
Five dice cf the same number in
different suits.

FLUSH

Fve dice of the same suit.

FOUR OF A KIND

Four dice of the same number.

STRAIGHT
Sequence of five dice in diferent suits
{1 through 5 or 2 through &),

FULL HOUSE
Itree dice of tra same rumoer and two
dice of a different rumaer.

THREE OF A KIND
Three dice of the same number.

TWO PAIR
Two dice o° the same number ard two dicz
ol another number.
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The wirning hands are shown from the highest rank to the lowssL.

WS T
Five dice of the s:ame number and suiL.
! n E m m STRAIGHT FLUSH
Sequence of five dice in the same suit.
BECOR
Five dice of the same number in

different suits.

leg®] | [s*] [ ] [ o] FLUSH
L'—_. .;J E [T} | ® Five dice of the same suit.

00 m m - FOUR OF A KIND
il Four dice of the seme number,

STRAIGHT
Sequence of five dice in different suits
(7 through 5 or 2 through 6).

FULL HOUSE
Three dice of the same number and two
dice of a different number.

THREE OF A KIND

Three dice of the same number.

TWG PAIR
Two dice of the seme number and twe dice
of another number.




Breaking a tie: Il two or more
players tie for the same winning
hand, the player with the highes:
die or dice in that hand wins. For
example, if two players have a full
house, the player with 4s over

3s (three 4s and two 3s) beals

the player with 2s over 6s. If the
players are still tied, the player
with the most dice of the same
color wins. If the players stil] te,
they split the pot.

Running out of chips: This rule
1s simple: if you're out of chips at
the end of a hand, you're out of
the game!

Special Yahtzee Flush rule:

This incredibly rare hand

taxes Yahtzee to a whole new
dimension! Not only must your
five dice be of the same number-
they must all be in the same suit.
Any player lucky enough to score
a Yahtzee Flush is automatically
the hands-down, show-stopping,
take-all game-winner! The game
ends immediately, znd the winner
takes the pot!

Yahtzee Flush.
An automatic game-winner!

Starting a new hand: After the
Showdown, the hand is over.
Players keep their chips in [ront
of them. The new Dealer (the
Player to the lef: of the previcus
Dealer) starts the new hand

by placing all 20 dice back in
the bag and collecting the dice
cups. Players then follow Steps |
through 5.

WINNING

THE GAME

Keep playing hands until only one
Player remains in the game. That
player is the winner!



GAME EXAMPLES

The Open

In this 3-player game, Players A, B
and C have these pocket dice

CE O BF B

Player A  Player B Player C

Tn the Open, the players form the
pot by placing their initial bets.
Player A has weak pockel dice, but
the community dice may improve
her hand. Players B and C are off
lo a better start.

Player A checks. Player B opens the
betting with 10. Player C calls the
10 and raises 10, placing 20 in the
pot. Player A calls the 20, pulting
in 20. Player B calls, putting in
only 10, because she already put
in 10 on her previous bet. The
round is over.

The Flop

Alter the & lop 1S rcllﬁd here’s whal
the three players have

The I'lop !Em
SE B AL

Plager A Player B Player C

Plaver A has two vpairs (4s over
23) and a chance [or a full heouse
or a straight; she opens with 1C.
Player B has only a pair of 4¢: he
reluctan: ly calls the 10. Player
C has 2 pairs (4s over 1s) and &
chance for a full house, a st“algl".l,
or even a straight {lush. He boldly
calls the 10 and raises 10, pulling
in 20. Player A calls the 20,
putting in 10 because she already
put in 10. Player B decides 1o lold,
since one pair is not a winning
hand, and with only 2 dice w0 go,
a straight is a fairly long shot. The
round is over.



The Turn
After the Turn die is rolled, here’
what the two remaining players
have:

The Turn | * |
The Flop ! m E
CTE B

Player A Player C

Player A has 2 pairs, and still has
a shot at a full house or a straight;
she hets 20. Player C now has a full
house (three ls over two 4s). He
calls the 20 and raises 10. Player A
calls the raise, putting in 10. The
round is over.

The River
After the River die is rolled, heres
what the twe remaining players
have:

The River  [Bg

The Turn |+ |

the Flop [ B BB
CE B[]
Player A Player C

The River was a lucky roll for
Player A; she now has a 1-through-
5 straight! She only bets 10, hoping
that Player C will “sweeten the pot”
by betting more. Player C, with a
full house, czlls her bet. The round
is over.



The Showdown
All five community dice have been
rolled, and the players have made
their final bets. Now they reveal
their pocket dice and declare
their best hands. Which one ranks
higher for the win?
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Player A

- HEBRE

Player As best hand: a straight

B--/HHE

Player C5 best hand: a full house

Player At straight beats Player Cbs
full house. Player A, the winner,
takes all of the chips in the pot
The hand is over.



We will be happy to hear your queslions or cormments abaut this game,
U.5. consume= pizase wrie Lo: Fasoro Games, Censumer Affz s Dept,,
70, BOX 200, PAWTUCKET, RI L2862, Te: 888-824-7025 (toll-free).
Carzdiar cansumars p2ase wrize to: Hasbro Canada Corporauon, 2350
¢e la Pravinee, Longueuil, GT Canada, 4G 162, Furnpean Consurmers
please write Loz Hasbro UK Lte, Haskro Consumer Alfairs. RO, Box 43,
Caswell Way, Newport, Wales, NP1% 4¥7; or lelzphone cur Helnline en
Q0E0C 224327276,
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