INSTRUCTIONS
FOR

CHALLENGE
YAHTZEE

CHALLENGE YAHTZEE is an absorbing, fast-paced poker dice game where
careful choices and shrewd strategy play a greater role than ever before. All
players build their point scores from common rolls of the dice, but use their own
Jjudgment for possible combinations and scoring. It’s a natural for game players
who love to win by out-thinking their opponents.

The first part of these instructions is devoted to scoring. The latter part, begin-
ning on Page 5, explains the play of the game. It is suggested that the entire
contents be read through once for a general idea of the game before rereading
and beginning to play.

2420



NUMBER OF PLAYERS:

CHALLENGE YAHTZEE may be
played by two, three or four persons.
It can also be played solitarily trying
for the highest possible score.

OBJECT OF GAME:

Be the player to make the highest
score for one or more games.

SCORING:

Each player has his own score card.
He must make his own decisions of
what and where to score based on
his individual strategy.

In each game there are 13 scoring
rounds. Each round must be scored
in one of the 13 boxes in the vertical
column under the game being played.

There are 13 scoring boxes on
the score card. They are: “Aces,”
“Twos,” “Threes,” “Fours,” *Fives,’
and “Sixes” in the Upper Section,
and “3 of a Kind,” “4 of a Kind,”
“Full House,” “Small Straight,”
“Large Straight,” “YAHTZEE"(five
of a kind), and ‘“Chance” in the
Lower Section. The YAHTZEE Bo-
nus is not considered a scoring box.
It is used only for bonus points to
be explained later. At the comple-
tion of each scoring round, each
player must place a score or a zero
in one of the scoring boxes. A scor-
ing box can be used only once in
each game. A player can place a
zero at the end of a round rather
than a score, if he believes it to be
to his advantage. The boxes may
be filled in any order, according to
the player’s best judgment.
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On the score card there is an “Upper
Section” and a “Lower Section”
which, when added together, will
give you a grand total which is your
final score. There are possibilities in
both sections to earn bonus points
which count toward the final score.
If a player attains a score of 63 in
the Upper Section, he should enter
the 35-point bonus in the “Bonus”
box and add this to his Upper Sec-
tion total. If a player is entitled
to a YAHTZEE bonus (as explained
later), this is totaled with the score
in the Lower Section.

Each score card is used for six games
of CHALLENGE YAHTZEE.

Each of the 13 scoring rounds con-
sists of three steps (rolls of the large
dice). The recording of combinations
of these dice is by the individual’s
markers (five small white dice). This
procedure is explained later under
“The Play.”

SCORING
COMBINATIONS:

1. Upper Section:

a) In the Upper Section, there
are “Aces” (ones), “Twos,”
“Threes,” “Fours,” *Fives,”
and ‘‘Sixes.”” If a player
chooses to score in the Upper
Section, he counts and adds
only the markers with the same
number and enters the total
of the markers in the appro-
priate box. If a player at the
end of a scoring round has
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these markers on the platform
and elects to take his score in
the Upper Section, he would
enter 9 in the “Threes” box.

b) The player may enter the total
of ANY NUMBER of the
same value dice in the appro-
priate box in the Upper Sec-
tion. For example, a player’s
final markers are:

B OME O

he may choose to score 2 in
the “Aces” box.

¢) If a player is unable to place
a score in either the Upper
or Lower Sections, he MUST
enter a zero in the scoring box
of his choice in either section.

d) If a player scores 63 points or
more in the Upper Section, he
earns a BONUS of 35 points
and enters this in the “Bonus”
box in the Upper Section.

. Lower Section:

The Lower Section of the score

cardis played exactly as indicated.

The markers need not be in spe-

cific groups or in sequence in the

marker pockets to score.

a) “3 of a Kind” box may be
filled in only if the markers
on the platform show at least
three of the same number. For
example:

DO EE E

would be scored 18 (total of
all dice) in the 3 of a Kind”
box.

b) “4 of a Kind” box scores the

)

total of all markers provided
they include four markers
of the same number. For
example:
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would be scored 14 (total of
all dice) in the “4 of a Kind”
box. NOTE: This could also
be scored in the 3 of a Kind”
box as 14 as it also meets
the requirements for “3 of a
Kind.” The player must de-
cide which box to score in
as only one box can be scored
in at the completion of a scor-
ing round.

“Full House’ box may be
scored in when the markers
show any combination of three
of one number and two of
another. Any “Full House”
is scored as 25 points. For ex-
ample, 25 points can be scored
in the *“Full House” box if
the markers show
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(NOTE: This scoring combi-
nation could also be scored in
either (1) the “3 of a Kind”
box in the Lower Section as
19, (2) in the “Threes” box
in the Upper Section as 9,
(3) in the “Fives” box in the
Upper Section as 10, or (4)
in the “Chance” box as 19.
Again, the player must decide
which box to score in.)

d) “Small Straight” box can be




scored in if the markers show
any sequence of four num-
bers (not necessarily in order
on the platform). Any “Small
Straight™ scores 30 points.
The following are examples
of “Small Straights”:

o0 B F 0
i) 6B E O
oF B E 8 0

The markers need not be in
order on the platform. Exam-
ple ““c” above may have been
on the platform as:
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e) “Large Straight” box can be
scored in if the markers show
any sequence of five numbers
(not necessarily in order on
the platform). Any *‘Large
Straight’’ scores 40 points.
The following are examples of
“Large Straights’:
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Once again, the markers need
not be in order on the plat-
form. “b” above may have
been on the platform as
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(NOTE: *“*Large Straights”’
may also be scored as 30 in the
“Small Straight” box.)

f) “YAHTZEE" box can be

scored in if the markers show
five of the same number (**5
of a Kind”). A “YAHTZEE”
scores 50 points. One example
of a “YAHTZEE” is:

Doooo

Refer to “YAHTZEE Bonus”
and “YAHTZEE used as a
Joker” to score more than one
“YAHTZEE” in a game.

g) “Chance” box scores the total
of all markers and is the one
chance to score any combina-
tion. For example:

OO0 HB B

could be scored as 22 (the
total of all markers) in the
“Chance” box if the player
chooses to score in “Chance.”
h) “YAHTZEE Bonus”: A player
may put a check (V) mark
(valued at 100 points) in a box
in the “YAHTZEE Bonus”
for his second and subsequent
“YAHTZEE” if, and only if,
the first “YAHTZEE” was
scored as 50 in the “YAHT-
ZEE"” box. (If he had pre-
viously scored a zero in the
“YAHTZEE” box, he is not
entitled to any “YAHTZEE
Bonus” in that game.) At the
end of the game, the check
marks are totaled as 100 points
each and this is entered under
the check marks to be added to
the total of the Lower Section.
i) “YAHTZEE used as a Joker™:
A YAHTZEE may be used as

a joker in the Lower Section
when both of the following
conditions exist:

1) The YAHTZEE box has
been previously filled with
50 or zero.

2) The appropriate box in the
Upper Section has been
filled. For example, if the
YAHTZEE consists of five
4’s and the “Fours” box
has previously been filled.

The player marks his score in

any of the boxes in the Lower

Section as follows: If the

markers were
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he may score the total of all
five markers, which in this case
equals 20 points, in any one of
the following boxes: (1) “3
of a Kind,” (2) “4 of a Kind”
or (3) “Chance.” Or, he may
score (4) 25 points in the “Full
House” box, (5) 30 points in
the ““Small Straight” box or
(6) 40 points in the ‘“‘Large
Straight” box. If ail the boxes
in the Lower Section are filled,
he must enter a zero in a box
of his choice in the Upper
Section. He may also check a
“YAHTZEE Bonus” if he is
entitled to it.
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TO PREPARE THE GAME:

. Place the CHALLENGE YAHT-

ZEE tray in the center of the
players so that it is convenient
for all to see and reach. It should
be placed in such a way so that
each player will have his five
marker pockets on the platform
in front of him (see FIG. 1).

. Each player is given a score card.
. Each player is given five small

dice. These dice will be referred
to as “MARKERS.” Five
markers should be placed on the
table in front of each player.

. Each player is given a pen or

pencil (not supplied with game)
for keeping score.

THE GAME:
The large dice will be rolled by one

of the players for one complete
scoring round. Each scoring round
consists of three steps with all
players participating. The players
endeavor to complete the scoring
round with the best combination of
markers for scoring.

THE PLAY:

One player rolls the dice first. At the
end of each scoring round the dice
and cup are passed to the player on
the left.

A SCORING ROUND:

Step 1. a) The player rolling the
dice places all five large
dice (not the markers) in
the cup and rolls the dice



onto the playing surface
(FIG. 1).
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>
MARKER POCKETS.

Each player then places
all five of his markers
into his marker pockets.
The numbers on the
markers MUST corre-
spond to the large dice
(FIG. 2).
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Each player may decide
to save all, some or none
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of the markers he has
showing. Each player
may save what he wishes
even if it duplicates what
another player is saving.
If he decides to remove
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€)

any (or all) of his
markers, he: (1) removes
the markers he does not
wish to save and (2)
moves the remaining
markers on the platform
to the right, leaving the
open pockets to the left
of the remaining markers
(FIGS. 3 and 4). The
markers need not be in
specific groups or in se-
guence in the marker
pockets to score. The
markers removed from
the platform should be
placed on the table in
front of the player.

The five large dice are
removed from the*tray
and placed on the table.

This completes Step 1.
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Step 2. The second step may consist
of one or more individual
rolls depending on the dice
required by each player.

a) The player rolling the

dice will first place the
least number of dice in
the cup required by any
player. (Each player’s
open marker pockets is
the number of dice he
requires—see FIG 5.) In
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the example, Player “A”
with two pockets open
requires the least dice and
two dice are put in the
cup.

b) The dice in the cup are
rolled onto the playing
surface and

¢) The dice are placed in
the dice pockets on the
shelf in order starting
with Pocket #1 with the
rolled numbers showing
(see FIG. 6).
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d) All players with open

marker pockets will now
place markers in these
pockets corresponding
with the dice in the num-
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bered dice pockets on the
shelf (see FIG. 7).

“B” and “C” still need
one more dice rolled

(FIG. 7).

leaving the open pockeis
to the left of the remair-

Step 3. The third and final step is
conducted in the same man-
ner as Step 2 until the marker

ing markers as before (see

f) The required number of FIGS. 10 and 11).

dice are rolled onto the

pockets are filled. This time
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FIG. B—Player “A” is trying for a
“Full House,” “Threes,”

“Fours,” or “3 of a
Kind.”
Player ‘““B”’ is saving
“Fours.”
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FIG. C—Player “A” places marker
on platform. No apparent
help for better score.
Player “B” likewise places
marker on platform,
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FIG. D—Player “B’’ places markers
on platform correspond-
ing to numbered pockets
on shelf.
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PLAYER A

FIG. E—Player “A” discards one,
still trying for ‘“Threes,”

“Fours,” or ‘“‘Full
House.”
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FIG.

Player “B” continues to
save “Fours.” Markers
numbered one and six are
removed. Four is moved
to the right. End Step 2.

F—Beginning of Step 3.
Player ““A” places a 5 in
Pocket #1. Player “A’s”
markers are final. He has
not helped his hand.
Player “B” places the 5
in Pocket #1.
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G—Player “B” places a 4 in
Pocket #2.
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Player “A” decides to score a *““Q0”
in the *“Aces” box in hopes of having
better luck in future rolls. He could
have scored 6 points in the “Threes”
(two “Threes”) or 8 points in the
“Fours” (two “Fours”), 5 points
in the ““Fives” or 19 points in
“Chance.”
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Player “B” decides to score 16 points
in the “Fours,” working for the 63
points required for the bonus. He
could have scored 21 points (total
of all dice) in the “4 of a Kind” or
“3 of a Kind.” If the “Fours,”
“3 of a Kind” or “4 of the Kind”
boxes had been previously scored,
he could also have scored 21 points
in “Chance.”
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This completes round one. The re-
maining twelve rounds are played
as described above.



SUGGESTIONS FOR
BETTER PLAY:
1. You probably will find it to your

advantage to score in the Upper
Section first, rather than scoring
in the “3 of a Kind” or “4 of a
Kind” in the Lower Section. Re-
member, the 35 point bonus in
the Upper Section is important
to a high score, so try for the 63
points in this section to earn the
bonus.

. A YAHTZEE (5 of a Kind)
usually does not come up very
often. Therefore, if near the end
of a game you have to score a
zero, it usually will be to your
advantage to score a zero in the
YAHTZEE box.

. Keep in mind the openings in
your score card. Always work to
score in the open boxes. There
is. no point in working for a
straight if both the ‘‘Small
Straight” and “Large Straight”
boxes have been previously
scored in.

4. Remember, you can always score

in “Chance” one time if you have
no other scoring combinations.
For example, with the “Fives”
and “4 of a Kind” previously
scored (or zeroed), you could
score 21 in ““Chance” with the
following:

B O EE E

5. In the early pdrt of the game,
and with a low total of all dice
to score, it would probably be
to your advantage to zero a box -
rather than fill in “Chance” with
a score, hoping for a higher total
on future rounds.

6. Even though a player may start
out with one combination in
mind, the roll of the dice in the
second step may change his strat-
egy for the third step.

Remember, all players are scoring
from the same rolls of the dice.
Although luck plays a role, the
winning player will have used the
best strategy.

“CHALLENGE YAHTZEE
played solitarily’’: CHAL-
LENGE YAHTZEE may also
be played solitarily. The
highest score that can be ob-
tained in any one game is
375 points (not including
“YAHTZEE Bonus”).
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