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All Escalade Sports games have a limited 90-day from date of purchase warranty. This 
warrants the retail purchaser for any Escalade Sports game purchased to be free from any 
defect in materials and construction for 90 days from the date of purchase. The only 
exceptions to the warranty include main frames, tabletops, playing surfaces, batteries or 
tools. Damaged main frames, tabletops, playing surfaces need to be returned to the store as 
we are unable to replace these parts. Normal play wear and usage is not covered under the 
warranty, nor is wear or damage due to improper use of the Escalade Sports game. This will 
void any and all Escalade Sports warranties.

A PURCHASE RECEIPT (or other proof of purchase date) will be required before any 
warranty service is initiated. All requests for warranty service can be submitted by 

email, in writing or by contacting our Customer Service Department at: 
1-800-467-1421 or email us at customerservice@escaladesports.com

IMPORTANT NOTICE! Please contact us before returning the product to the store.

Limited 90-Day Escalade Sports Warranty
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Warnings

Be sure to check out all the exciting a games 
has to offer.  Visit our web site at:

Recommended for ages 8 and over.
Not for use by children without adult supervision.

This is not a child’s toy.  Adult supervision is required for children playing this game.  Please 
read instructions carefully.

©2017 copyright Escalade Sports® all rights reserved.



Parts List

Carrying CaseSolid wood lawn dice
Qty. 2 

Scoreboard with pen
Qty. 6 Qty. 1
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BIG ROLLER

Objec�ve of the Game

Big Roller Lawn Dice can be played individually or in a group.  

Games consists of 13 rounds.  

Within each round, players roll five dice and then score the roll in one of 13 categories. You must score once in 
each category -- which means that towards the end of the game you may have to se�le for low scores or zero in 
some categories. The score is determined by a different scoring requirement for each category. 

The object of the game is to maximize your total score in each of the 13 categories. The game ends once all 13 
categories have been scored.  

Rolling the Dice  

Players roll five of the six dice. A�er you roll the five  dice, you can either score that roll, or re-roll any or all of the 
five dice again. 

Players can roll the dice of his or her choice up to three �mes -- the ini�al roll of all five dice, plus two re-rolls of 
any or all dice. A�er rolling three �mes, you must score the roll.  

Once a player has scored a roll the next player may take their role, or that player  can roll all five dice again and 
repeat the process with the goal of gaining a high score in one of the remaining 12 categories . You con�nue un�l 
all 13 categories have been filled, at which �me the game is over.  

Once a category has been scored it is closed out for the rest of the game.  Scores for that category cannot be 
changed once it's been closed. 

Game Instructions



Scoring 

Upper Scores 

In the upper scores, (1s, 2s, 3s, 4s, 5s, 6s) players total only the specified die face. So if a player rolls:  
 

 
 
and scores in the 3s category, that player’s total for that entry would be 9. This same roll would yield zero points if 
that player had to score in the 2s, 5s or 6s category, 4 points if scored it in the 4s category, or 1 point if scored it in 
the 1s category.  

When the game is over, if a player  score 63 or more upper points (an average of 3 die faces per category), that 
player will get an upper bonus of 35 points. Players do don't need to score exactly three die faces in each upper 
category to get the bonus, as long as the upper total is at least 63.  
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Lower Scores  

In the lower scores, a player  scores  either a set amount (defined by the category), or zero if that player doesn’t 
sa�sfy the category requirements.  

3 AND 4 OF A KIND 

For 3 of a Kind, a player must have at least three of the same die faces. If so, that player
 

totals
 all the die faces and score that total. Similarly,

 
for 4 of a Kind, except that player

 
must have 4 of 

the 5 die faces the same. So for example, if you rolled:
 

 
 you would receive 18

 

points

 

(add all dice)

 

for 3 of a Kind, but zero points for 4 of a Kind. 

 
STRAIGHTS

 
Like in poker, a straight

 

is a sequence of consecu�ve die faces; a small straight is 4 consecu�ve 
faces, and a large straight is 5 consecu�ve faces. Small straights scor e 30 points and large 
straights score 40 points. Thus, if a player rolls:

 
 

that player could score either a small straight or a large straight, since this roll sa�sfies both. 
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 FULL HOUSE

 Also similar to

 

poker, a Full House

 

is a roll where you have both a 3 of a kind, and a pair. 

 

A full house

 

scores

 

25 points

 

regardless of dice total. 

 
 

 

THE BIG ROLL - FIVE OF A KIND 

  
A Big Roll

 

is a “5 of a Kind”

 

(i.e. all the die faces are the same), and it scores 50 points. If a player

 

rolls

 

more than one Big Roll

 

in a single game that player

 

will earn a 100 point bonus for each 
addi�onal Big Roll, provided that player has

 

already scored a 50 in the category. 

 

If the player does not roll Five of a Kind, no bonus

 

points are awarded. If a

 

player has

 

scored a 
zero in the bonus

 

category that player

 

cannot receive any bonuses during the current game. 

 

A player

 

can also use subsequent 5 of a Kind rolls

 

as jokers

 

in the lower scores sec�on, provided 
the following criteria have been sa�sfied: 

1. Has scored a zero or 50 in the bonus category. 
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2. Has filled the corresponding category in the upper scores sec�on. For example, if a 
player rolls: 

 the 4s category must also be filled.  

If this is the case, the player can use the Bill Roll as a joker to fill in any lower scores category. 
The player scores the category as normal. Thus for the Small Straight, Large Straight, and Full 
House categories, you would score 30, 40, and 25 points respec�vely. For the 3 of a Kind, 4 of a 
Kind, and Chance categories, you would score the total of the die face.  

CHANCE 

Chance is the catch-all roll. A player can roll anything and simply total all the die face values. 
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For Each Extra 
BIG ROLL

Outdoor Dice Score Card 

TOTAL SCORE: EACH GAME

TOTAL SCORE: UPPER SECTION

TOTAL SCORE: UPPER SECTION

TOTAL SCORE: LOWER SECTION

GRAND TOTALS 

BIG ROLLER
BONUS

Big Roll (5 of a KIND)

UPPER SECTION
HOW 

TO SCORE
GAME

#1
GAME

#2
GAME

#3
GAME

#4
GAME

#5

Count & add 
only 1s

Count & add 
only 2s

Count & add 
only 3s

Count & add 
only 4s

Count & add 
only 5s

Count & add 
only 6s

Add Total Of 
All Dice

Add Total Of 
All Dice

SCORE
25

SCORE
30

SCORE
40

SCORE
50

Score Total Of 
All 5 Dice

IF TOTAL SCORE 
IS 63 OR OVERBONUS +35

LOWER SECTION

3 of a Kind

4 of a Kind

Full House

Sm Straight

1s

2s

3s

4s

Lg Straight

(Sequence
of 4)

(Sequence 
of 5)

Chance

SCORE 100
PER

5s

6s
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Simple Dice Games
There are countless games and varia�ons of games that can be played with dice including Liar’s Dice, Farkle
and others. The instruc�ons below are for a few simpler games to get you started.

For all games:

BUNCO (OR BUNKO)

ROUND THE CLOCK
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Each player throws two dice to start. The player with the lowest total goes first to start the game.

Dice needed: 3

Object of the game: Throw 1 – 2 – 3 – 4 – 5 – 6 in succession to reach 21 first in each round.

There are six rounds within a game where the number of the round number serves as the target for that

round’s throws. Within a round, players alternate turns rolling three dice, aiming to obtain the target number.

Players score points for each die matching the target. If the player gets three-of-a-kind of the target number (a

Bunco), they get 21 points and wins that game. The game stops when a player reaches 21 points. The winner

wins the most games.

Varia�on: A player can keep throwing the dice during their turn un�l they fail to get the number for which they

are trying.

BLACKJACK 21

Dice needed: 6

Object of the game: Throw 21 in each round without going over.

Before play begins select an odd number of rounds for the match. In each round players start by tossing three

of their six dice a�emp�ng to get as close to 21 as possible without going over. Players may then, at their

op�on, toss up to three addi�onal dice in the round. If the score is �ed then that round is replayed with the last

person to score the �e star�ng the repeated round. The winner wins the most rounds.

Dice needed: 2

Object of the game: To be the first player to throw all the numbers from 1 to 12 in order

The first player throws both dice, hoping to throw a 1. Players then take turns (in a clockwise direc�on) trying

to throw a 1.

On the next round, those players who threw throw a 1 will try to throw a 2. Any player who did not throw a 1 in

the first round will try again this round. Players can do so by throwing a 2 or two 1s.

Play con�nues round-by-round with players trying to throw all the numbers from 1 to 12 in sequence. Players

may count the spots on just one die or on both dice added together. For example, throwing a 3 and a 6 could

be counted as 3, 6, or 9.

The first player to go “Round the Clock” – throw all the numbers from 1 to 12 in order – wins the game.

Varia�on: A player can keep throwing the dice during their turn un�l they fail to get the number for which they

are trying.



Dice needed: 5

Object of the game:  Avoid throwing 2s and 5s to accumulate points

Start with 5 dice to play. Before play begins select an odd number of rounds for the match.  Five works well.

The first player rolls all five dice. If any 2s or 5s are rolled, no points are scored for this throw. If no 2s or 5s are 

rolled, add up the total of the dice and write it down.

The player sets aside any 2s and 5s, and throws the remaining dice. Again, if any 2s or 5s are thrown, no points 

are scored. If there are no 2’s or 5s, add the total to the previous score.

Con�nue in this way un�l all the dice are “Stuck in the Mud.” A�er the score is totaled, play passes to the le�

STUCK IN THE MUD

PIG

Maintenance

Dice needed: 1 – each player gets one die for the game.

Object of the game:  Reach 100 in fewest rounds without throwing 1s.

With each turn a player repeatedly throws a die un�l either a 1 is rolled or the player decides to "hold":

If the player throws a 1 they score nothing and it becomes the next player's turn.

If the player rolls any other number, it is added to their turn total and the player's turn con�nues.

If a player chooses to "hold", their turn total is added to their score, and it becomes the next player's turn.

The first player to score 100 or more points wins.

For example, the first player begins a round with a toss of 4. That player can hold and score 4 points for that 

round or choose to roll again. If that player then throws a 6 that player may choose to hold at 10 and lock in that 

first round score. If that player instead decides to throw a third die and rolls a 1 then the turn ends with a score 

of zero.

Your dice are sealed with a varnish finish.  If dice should require cleaning wipe with a warm wet cloth or paper towel.  

Soap should not be needed.  Dice can get wet but should not be exposed to prolonged dampness or moisture.  Dice 

should not be returned to their carry case if they are wet.

Game Instructions
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