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Game Pieces: Five soccer dice - four white dice for the offensive player and one back die for the

Object: To score more goals than the opponent on six rolls of the dice (or in a shootout if needed.)

Overview: Each player gets three turns per half. A turn consists of up to four rolls of the dice to score 
a goal. After three turns, the other player goes on offense to complete the first half. The players follow 
the same procedure in the second half. If the two players are tied at the end of regulation, a shootout 

How to Play: The players each roll one die.  High roll goes on offense first.  On each turn the 
offensive player rolls the four white dice. The player must roll and set aside a 2, a 3 and a 4 - in that 
order, before taking a shot on goal. In this soccer game the ball starts in the goalkeeper's hands.  It 
advances to the defender with a roll of 2, is passed to the midfielder with a roll of 3, then is delivered 
to the forword with a roll of 4.  The forward, or striker, then may take a shot with one more roll, if one 

    If, for example, the player rolls a 2, 3 and a 4 on the first roll, these dice are set aside and the 
player has one more roll of the remaining die to score a goal on that turn.  If, however, the player 
does not roll a 2 on the first roll, that player must keep rolling all four dice until a 2 appears. The 
player must follow the same procedure to roll a 3 and then a 4.  In each  case, before a shot on goal 
may occur, the player must put aside the die that advanced the ball and roll the remaining dice until 
that player has accumulated a 2, 3 and 4. This procedure is repeated on each of a 

Shot on Goal: Once the player has set aside a 2, 3 and 4, in that order - and assuming that player 
has not used all four allotted rolls on a turn to do so, the player then uses the remaining white die to 
take a shot on goal.  If the players rolls a 1, the player records an automatic goal and one point for the 
offense.  If the player rolls a 2, 3, 4, 5 or 6, the defense (goalkeeper) then rolls the black die in an 
attempt to block the shot.  If the goalkeeper rolls the same or higher number than the number rolled 
by the offensive player, the shot is blocked and no goal is scored.  If the goalkeeper rolls a lower 
number than the striker, the goal is counted. Play proceeds in the above-described manner for a total 
of six turns for each offensive player.  If the score is tied at the end of regulation play, the players 

Shootout: The first offensive player rolls two white dice and the goalkeeper simultaneously rolls the 
black die.  If the number on either white die is higher than the number on the back die, the offensive 
player scores a goal.  If the number on the black die is higher, the shot is blocked and no goal is 
scored.  The players switch dice and repeat the process.  After five attempts by each player, the 
player with the higher point total wins.  If the game is still tied, subsequent shootouts of five rolls each, 
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A Two-Player Game
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WARNING:

CHOKING HAZARD-Small Parts.
Not for children under 3 years.
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