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Magpie

EQUIPMENT:
- 5 standard (6-sided) dice.
- 1 Dice Combination Chart.
- 1 paper and pencil.
- 1 set of instructions.

INTRODUCTION:
Magpies are known for collecting bright-colored objects.  In my 
mind, it would be easy to collect multiple objects, but it would 
be more difficult to collect multiple identical objects.

Magpie is a dice game for two to six players.  The object of the 
game is to score points by rolling dice combinations with the 
same number on multiple dice.  The player who scores the most 
points wins the game.

SET-UP:
Seat the players around the table, and place the dice and the 
Dice Combination Chart on the table.  Write the players' names 
across the top of a sheet of paper to record the scores.

Each player in turn rolls the five dice, and the player with the 
highest roll starts the game.  (If more than one player has the 
high roll, those players re-roll the dice.)

The starting player rolls the dice to establish the beginning 
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combination for the game.  Then the players take turns playing 
beginning with the starting player and moving clockwise around 
the table.

PLAY:
On your turn, pick up and roll from one to five dice.  If you roll 
any of the following combinations -- two-pair, three-of-a-kind, 
full-house (a pair plus three-of-a-kind), four-of-a-kind, or five-
of-a-kind -- then you score points for the combination and the 
number of dice that you rolled.

At least one dice that you rolled must be in the combination in 
order for you to score.  If the numbers at the beginning of your 
turn are 1 1 1 1 2, and you pick up the 2 and roll a 6, you score 
zero points.  If you pick up a 1 and 2 and roll a 1 and 3, you 
score with four-of-a-kind.

If you roll five-of-a-kind, score for that combination, and then 
pick up all of the dice and re-roll them before the next player's 
turn.

Use the Dice Combination Chart to determine the number of 
points that you score.  Add these points to any previous score on 
the score sheet.

WINNING:
When a player has scored 100 points or more, each of the other 
players has one last chance to score.  The player with the highest 
score wins the game.

VARIATIONS:
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1. Double the scores for three, four, and five dice rolled.

2. Re-roll the dice after a four-of-a-kind is rolled.

3. If you roll five dice, you automatically score 7 points unless 
you roll a higher-scoring combination.
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DICE COMBINATION CHART

                Dice Rolled  =  1          2          3          4          5

Two-Pair                           1          2          3          4          5

Three-of-a-Kind                2          4          6          8         10

Full-House                         4          8         12        16        20

Four-of-a-Kind                  7        14         21        28        35

Five-of-a-Kind                 11        22         33        44        55
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