
H
o

w
 to

 P
lay

D
eterm

ine
 w

ho g
ets to play first.

P
layers w

ill alternate turns a
fter th

e 
successful com

pletion of any of the
 

follow
ing m

o
ves:

T
ilt

A
 die can

 be tilted forw
ard

 or 
sidew

a
ys O

N
E

 position on the board.

D
it

tl
e

D
ic

e 
B

a
tt

le

an
d

D
it

tl
e 

C
la

sh
va

ria
nt

  7
   

 7
   

 7

- 
 If

 a
 d

ie
 e

ith
er

:
   

  -
 C

la
sh

es
 w

ith
 a

n 
op

po
si

n
g 

di
e

   
  w

ith
 th

e 
sa

m
e

 u
pw

ar
d-

fa
ci

ng
   

  n
um

be
r 

or
   

  -
 C

la
sh

es
 w

ith
 m

ul
tip

le
 o

pp
os

in
g

   
  d

ic
e 

w
ith

 th
e 

sa
m

e 
su

m
 o

f
   

  (
up

w
ar

d
-f

ac
in

g)
 n

um
be

rs
 T

he
n 

al
l i

nv
ol

ve
d 

di
ce

 a
re

 e
lim

in
at

ed
.

W
in

n
in

g
U

nl
ik

e 
th

e 
D

itt
le

 D
ic

e 
B

at
tle

 g
a

m
e,

 n
ot

 
al

l d
ic

e
 m

us
t r

ea
ch

 th
e 

op
po

ne
nt

’s
 

ba
se

 r
ow

.  

O
nc

e 
a

 s
in

gl
e

 d
ie

 r
ea

ch
es

 th
e 

op
p

on
en

t’s
 b

as
e

 r
ow

, t
he

 g
am

e 
is

 
ov

er
, a

nd
 th

e 
pl

ay
er

 w
ho

 r
e

ac
he

d 
th

e
 

ot
he

r 
si

de
 w

in
s.

D
it

tl
e 

C
la

sh
 v

ar
ia

n
t

F
or

 s
om

e
 fa

st
er

, e
lim

in
a

tio
n-

st
yl

e 
ga

m
ep

la
y 

tr
y 

D
itt

le
 C

la
sh

. Y
ou

 o
nl

y 
ne

e
d 

to
 g

et
 o

ne
 d

ie
 to

 th
e 

ot
he

r 
si

de
 

to
 w

in
, b

ut
 w

at
ch

 o
ut

! B
ec

au
se

 w
h

en
 

di
ce

 c
la

sh
 th

e
y 

ge
t e

lim
in

at
ed

.  
T

hi
s 

ga
m

e 
fo

llo
w

s 
th

e 
ba

si
c 

ru
le

s 
of

 D
itt

le
 

B
a

ttl
e,

 b
u

t w
ith

 th
e

 fo
llo

w
in

g 
di

ffe
re

nc
e

s:

- A
 d

ie
 c

a
n 

on
ly

 m
ov

e
 b

y 
til

tin
g

, n
o 

ju
m

p
in

g 
is

 a
llo

w
ed

.

- 
If 

a 
d

ie
 e

nd
s 

its
 m

ov
e 

ne
xt

 to
 a

n
 

op
p

on
en

t d
ie

, t
he

 o
ne

 w
ith

 th
e 

lo
w

er
 

va
lu

e 
is

 r
em

ov
ed

 fr
om

 p
la

y.

- 
If 

a 
d

ie
 e

nd
s 

its
 tu

rn
 n

e
xt

 to
 m

o
re

 
th

an
 o

ne
 o

pp
on

e
nt

 d
ic

e
, t

he
 s

um
 o

f 
th

e 
o

pp
on

en
t d

ic
e 

ar
e 

u
se

d 
in

st
ea

d 
of

 
a 

si
ng

le
 d

ie
.

Y
o

u
 C

an
n

o
t

- 
M

ov
e 

ba
ck

w
ar

d
s 

or
 d

ia
go

na
lly

.
- 

C
ha

ng
e

 th
e 

va
lu

e 
on

 th
e

 to
p 

o
f a

 
di

e 
in

 a
ny

w
a

y 
ot

he
r 

th
an

 ti
lti

ng
 o

ne
 

sp
ac

e
 a

t a
 ti

m
e.

  
- 

R
ot

a
te

 a
 d

ie
 to

 a
ffe

ct
 th

e
 n

um
be

r 
th

at
 it

 w
ill

 b
e 

af
te

r 
a 

til
t m

ov
e.

E
n

d
 o

f 
G

am
e

O
nc

e 
o

ne
 p

la
ye

r 
fu

lly
 o

cc
up

ie
s 

th
e 

op
p

on
en

t’s
 b

as
e

 r
ow

, t
he

 g
am

e 
en

d
s.

 

W
in

n
in

g
A

d
d 

up
 th

e 
u

pw
ar

d-
fa

ci
ng

 n
um

be
rs

 
of

 e
a

ch
 p

la
ye

r’
s 

di
ce

 th
at

 a
re

 in
 th

e 
op

p
on

en
t’s

 b
as

e
 r

ow
. T

he
 h

ig
he

st
 

su
m

 in
 to

ta
l w

in
s 

th
e 

ga
m

e.

E
q

u
ip

m
en

t
- 7x7

 boa
rd

- 7 w
h

ite dice
- 7 black dice

S
e

ttin
g

 U
p

 th
e G

a
m

e
Line up e

ach p
layer's 7 d

ice in th
e 

nea
rest row

 to the pla
yer.  T

h
is 

row
 serves a

s the p
layer’s base ro

w
. 

A
ll 7 dice m

ust show
 the #

6 
facing

 up and th
e #3

 facing
 the p

layer. 

Ju
m

p
Jum

p over one
 

or m
ore of either 

your ow
n or you

r 
opp

onent’s dice 
forw

ard o
r side

w
ays

w
ithout tilting yo

ur 
die first.

T
he

re m
ust be a landing space in 

betw
e

en d
ice tha

t can b
e use

d w
hen 

jum
p

ing m
ultiple dice.

T
he

 upw
ard-facing num

ber of the 
m

ovin
g die m

ust n
ot change

.

T
ilt &

 Ju
m

p
A

 sin
gle tilt m

ay be 
follow

e
d by any 

num
ber of 

legal ju
m

p
s.



These rules have been formatted to print on a 
letter sized piece of paper and then folded by 
PocketMod’s rules.  

You’ll notice a lack of fold/cut lines, that’s 
because it always works out best to just fold 
through step 2 below, then unfold it and refold it 
long-ways to get the center line.  

It can take a little practice, but you’ll get it to 
come out nice.


