[bookmark: _GoBack]German dice game
Age: 6+
Players: 2 - 6
Math concepts: This game for two to six players teaches reading and writing large numbers and addition with 50’s and multiples of 100 in the thousands. It also teaches probability and when risk taking is worthwhile in the context of the game.
The objective: The player reaching 10,000 points first wins.

How to play: 
· Each turn starts with six dice. After each roll, a scoring dice or a combination of scoring dice has to be taken out. A running total is kept. The player has to decide when to stop and declare that score. Should a player not have a scoring dice in the next run, s/he loses the score from that turn.
· If all six dice have a winning score, the player can take all six dice again and continue with his/her turn.
· Before the game starts, players should decide when to stop the game, i.e. whoever reaches 10,000 first is the winner. This can be reduced to 5000 depending on the players’ concentration span. You will also have to decide whether to finish the round when a player has reached 10,000.
· One player has to keep score for everyone. We recommend that younger score keepers use written addition to add on each new score for a player; better mathematicians should do it mentally!
· Each player should find out ever so often how much s/he is behind or in front and how much is needed to catch up to decide on risk taking.

Scoring:
[image: ]			100		A single 1 is worth 100. Should you get another 1 when you carry 
					on, that would add 100 to the score.
[image: ]			50

[image: ][image: ][image: ]		200		Three of a kind in one go are worth their digit x 100.

[image: ] [image: ] [image: ]		300

[image: ] [image: ] [image: ]		400

[image: ] [image: ] [image: ] 		500		Should you get a 5 in the next roll, that’s worth 50.

[image: ] [image: ] [image: ]		600

[image: ] [image: ] [image: ]		1,000		Three ones from one roll is worth 1,000.

[image: ]	2000	
You’d have to throw that in the first roll. After getting 1, 2, 3, 4, 5, 6 you have to take all six dice again and carry on at least one more go. Should you get nothing with the follow-up throw, you lose the 2000.

[image: ] [image: ] [image: ] [image: ]   Should you get four of a kind, the fourth dice will always double the three-dice score. For example, four twos give you a score of 400.  The first three twos give you a score of 200, the next two doubles that score to 400. Five twos would be 800 because it would be doubled again.
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