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1	Roll	the	dice	to	see	who	will	start	the	game.	As	long	as	you	have	at	least	2	people,	there’s	no	limit	to	how	many	people	can	play	a	game	of	Farkle.	Have	each	person	roll	1	die.	Whoever	rolls	the	highest	number	will	start	the	game,	and	players	will	take	turns	going	clockwise	from	there.	If	multiple	people	roll	the	same	number,	have	them	roll	again
until	just	1	person	is	left	holding	the	highest	number.	2	Designate	one	person	to	be	the	scorekeeper.	The	scorekeeper	plays	a	very	important	role	and	will	be	in	charge	of	writing	down	and	calculating	all	of	the	other	players’	scores	as	the	game	goes	on.	That	being	said,	make	sure	that	everyone	knows	the	scoring	rules	so	that	you	all	can	help	the
scorekeeper	keep	track.	The	point	system	is	as	follows:	Single	1	=	100	points	Single	5	=	50	points	Three	1s	=	300	points	Three	2s	=	200	points	Three	3s	=	300	points	Three	4s	=	400	points	Three	5s	=	500	points	Three	6s	=	600	points	Four	of	any	number	=	1,000	points	Five	of	any	number	=	2,000	points	Six	of	any	number	=	3,000	points	1-6	straight
=	1,500	points	(i.e.,	Rolling	1,	2,	3,	4,	5,	6	in	a	single	throw)	Three	pairs	=	1,500	points	(e.g.,	Two	1s,	two	5s,	and	two	6s)	Four	of	any	number	with	a	pair	=	1,500	points	(e.g.,	Four	2s	and	two	1s)	Two	triplets	=	2,500	points	(e.g.,	Three	3s	and	three	4s)	Advertisement	3	Roll	500	points	in	one	turn	to	officially	enter	the	game.	On	your	first	turn,	you	must
get	at	least	500	points	to	officially	be	in	the	game.	When	it’s	your	turn,	roll	all	6	dice	at	the	same	time.	Remove	at	least	1	die	that	is	worth	points	(called	a	“point	die”)	and	throw	the	remaining	dice	again.	If	you	don’t	throw	any	point	dice,	your	turn	is	over,	and	you	“farkle.”	If	you	“farkle”	before	reaching	500	points,	your	score	stays	0,	and	you’ll	try
again	on	your	next	turn.	You	don’t	have	to	set	aside	all	of	the	point	dice	right	away.	In	some	cases,	it’s	actually	more	strategic	to	rethrow	some	of	the	point	dice	to	get	a	higher	score.	For	example,	let’s	say	you	roll	2	point	dice—a	1	and	a	5.	In	this	case,	it	might	be	strategic	to	keep	the	1	aside	and	place	the	5	back	with	the	rest	of	the	non-point	dice	and
roll	again.	You	now	have	a	better	chance	at	rolling	a	three-of-a-kind	(or	other	combination)	and	increasing	your	score.	4	Keep	rolling	if	you	throw	“hot	dice.”	If	all	6	dice	become	point	dice,	you	must	throw	all	6	dice	again	and	continue	playing.	This	is	called	“hot	dice.”	There’s	no	limit	to	the	number	of	hot	dice	you	can	throw,	so	technically,	your	turn
can	go	on	for	a	very	long	time	if	you’re	lucky.	This	is	the	best	way	to	rack	up	points.	However,	if	you	“farkle,”	you	lose	all	of	your	points	for	that	turn.	If	all	6	dice	are	point	dice	on	your	first	roll,	you	immediately	get	to	throw	all	of	them	again.	Taking	out	point	dice	one	by	one	until	all	6	have	turned	into	point	dice	is	also	a	form	of	hot	dice.	Take	this
sample	roll	as	an	example:	Roll	1:	1,	1,	2,	3,	5,	6You	set	aside	the	two	1s	and	have	4	dice	remaining.	Roll	2:	1,	4,	5	,	6You	set	aside	the	single	1	and	have	3	dice	remaining.	Roll	3:	5,	5,	5Three	5s	is	worth	500	points.	All	of	your	dice	have	become	point	dice,	so	now	you	must	throw	all	6	“hot	dice”	again.	5	Keep	rolling	the	dice	until	you	decide	to	stop	or
“farkle.”	This	is	where	the	excitement	really	amps	up.	You	have	the	option	to	play	it	safe	and	stop	after	collecting	a	few	points,	or	risk	it	all	by	continuing	to	throw.	Just	remember	that	if	you	“farkle,”	you	lose	all	of	your	points	for	that	turn	and	the	game	moves	on	to	the	next	player.	Carefully	consider	strategy	in	deciding	whether	to	roll	or	stop.	For
example,	if	you	throw	1,	2,	3,	3,	3,	5,	any	of	the	following	plays	are	possible:	Score	three	3s	as	300	points	and	then	roll	the	remaining	three	dice.	Score	the	single	1	as	100	points	and	then	roll	the	remaining	five	dice.	Score	the	single	5	as	50	points	and	then	roll	the	remaining	five	dice.	Score	three	3s,	the	single	1,	and	the	single	5	for	a	total	of	450
points,	and	then	roll	the	remaining	die.	Score	three	3s,	the	single	1,	and	the	single	5	for	a	total	of	450	points.	Stop	rolling	and	keep	your	450	points.	In	the	cases	where	you	decide	to	continue	rolling,	you	risk	“farkling”	and	losing	all	of	your	points.	However,	there’s	also	a	chance	you	roll	“hot	dice”	and	get	to	keep	playing.	6	Keep	track	of	everyone’s
scores	as	you	play.	After	each	person’s	turn	is	over,	write	down	the	points	they	earned	for	that	turn.	Then,	add	all	of	their	points	together	to	get	their	total	score.	7	Play	until	someone	reaches	10,000	points.	The	game	ends	when	someone	passes	10,000	points.	After	their	turn	is	over,	everyone	else	gets	1	turn	to	try	and	beat	the	winner’s	score.
Whoever	ends	up	with	the	highest	score	is	the	winner.	The	person	who	passes	10,000	points	first	sets	the	end	point	goal	for	the	other	players.	The	other	players	must	then	try	and	beat	that	goal.	For	example,	let’s	say	person	A	passed	10,000	points	on	their	last	turn	and	ended	with	a	total	score	of	10,300.	Now,	the	rest	of	the	players	get	one	more	turn
to	try	and	get	more	than	10,300	points.	If	person	B	ended	up	with	a	total	score	of	10,400	after	this	last	additional	turn,	they	are	the	winner	of	the	game.	Advertisement	Can	you	name	the	most	fun	dice	game	ever-	a	game	that	combines	luck,	skill,	and	strategy	and	packs	a	thrill	like	no	other?	If	your	answer	is	Farkle,	then	you	are	absolutely	right!
Today,	we	will	learn	more	about	this	game	that	everyone	has	been	talking	about	recently,	especially	the	Farkle	Rules.	The	game	of	Farkle	is	based	on	the	simple	structure	of	dice	rolling	and	scoring	with	a	number	of	possible	combinations	that	can	give	you	points.	The	term	‘farkle’	is	an	exclamation	for	when	a	player	rolls	the	dice	but	doesn’t	get	point-
scoring	combinations.	But	what	happens	then?	Let’s	find	out	more	as	we	learn	how	to	‘Play	With	Rules’	a	game	of	Farkle.	To	play	Farkle,	you	need	a	minimum	of	3	players	(there	is	no	upper	cap	on	how	many	players	can	play	together),	6	dice,	a	scoring	sheet	to	keep	the	players’	scores,	and	a	pencil/pen.	Players	choose	the	first	person	to	start,	and
then	the	game	proceeds	as	desired	(clockwise).		Each	player	rolls	all	6	dice	together	and	tries	to	get	point-scoring	combinations	so	that	they	can	score	10,000	points	before	everyone	else,	per	Farkle	rules.	If	they	don’t	end	up	with	a	point-scoring	combination,	they	shout	‘Farkle,’	which	means	they	forfeit	all	of	the	points	they	scored	in	that	round.	The
way	to	win	in	this	game	is	to	realize	when	to	stop	pushing	the	luck	and	when	to	go	all	out.		Each	player’s	objective	in	Farkle	is	to	score	10,000	points	faster	than	the	others	and	protect	the	lead.	Keep	in	mind	that	avoiding	farkling	is	equally	important	as	scoring.	Players	need	to	assess	when	and	how	much	risk	to	take	to	maximize	their	chances	of
winning.	Curious	to	know	how	to	play	Farkle?	Then,	let’s	dig	into	the	rules	of	Farkle.	At	a	glance,	a	game	of	Farkle	barely	has	any	rules.	It’s	mostly	about	rolling	the	dice	with	the	aim	of	maximizing	the	score	with	the	right	combinations	while	avoiding	Farkling.	That	being	said,	the	mechanics	of	the	game	aren’t	all	that	elementary.	The	game	has
interesting	nuances	that	make	it	much	more	than	just	a	game	of	luck.	Let’s	learn	more	about	the	game	of	Farkle	and	its	associated	rules.	Here	are	some	of	the	general	Farkle	rules:	Use	a	dice	and	roll	it	to	decide	who	goes	first	to	ensure	a	fair	chance.	Players	need	to	roll	all	6	dice	together	during	their	turn.	Once	the	dice	have	been	rolled,	the	players
can	decide	which	dice	to	keep	aside.	These	dice/combinations	of	dice	are	the	point-scoring	dice,	and	the	points	they	carry	will	be	noted	down,	per	Farkle	Rules.	Then,	the	rest	of	the	dice	that	haven’t	been	kept	aside	(not	point-scoring	dice)	will	be	rolled	again.	The	players	may	continue	to	put	aside	point-scoring	dice	and	roll	the	rest	until	they	Farkle	or
decide	to	stop	themselves.	Farkle	rules	state	that	players	can	choose	to	stop	and	register	their	score	at	any	point	during	their	chance.	They	do	not	need	to	keep	rolling	the	dice.		But	if	a	player	‘Farkles,’	they	automatically	lose	all	the	points	scored	only	during	that	round.		Players	take	turns	scoring	until	one	reaches	10,000	(the	winning	score).	After
this,	every	other	player	is	given	a	chance	of	one	turn	each	to	match	or	surpass	the	winner’s	score.	On	the	first	turn,	the	first	player	rolling	the	dice	needs	to	score	at	least	500	points	for	the	game	to	start.	This	applies	to	the	first	turns	of	every	active	player.	If	a	player	‘Farkles’	on	the	first	turn	and	doesn’t	score	500,	their	score	remains	zero,	and	they
can	try	again	on	their	next	turn.	If	a	player	ends	up	with	a	‘hot	dice’	(explained	later	below),	then	they	can	roll	all	6	dice	again	immediately	or	choose	to	play	it	safe.	However,	if	they	Farkle,	they	lose	all	points	accumulated	in	that	round,	per	the	rules	of	Farkle.	Since	you	have	learned	about	the	rules	of	this	game,	now	let’s	discuss	how	to	play	Farkle
and	keep	track	of	your	scores.	The	key	is	to	score	as	many	points	as	possible	by	landing	particular	dice	combinations.	Each	dice	combination/dice	has	a	specific	point	or	score	associated	with	them/it.	Let’s	find	out	what	they	are:	Single	1	=	100	points	Single	5	=	50	points	Three	1s	=	1,000	points	Three	2s	=	200	points	Three	3s	=	300	points	Three	4s	=
400	points	Three	5s	=	500	points	Three	6s	=	600	points	Four	dice	of	any	number	=	1,000	points	Five	dice	of	any	number	=	2,000	points	Six	dice	of	any	number	=	3,000	points	1-6	straight	(Rolling	1,	2,	3,	4,	5,	and	6	in	a	single	throw)	=	1,500	points		Three	pairs	(e.g.,	Two	1s,	two	5s,	and	two	6s)	=	1,500	points	Four	of	any	number	with	a	pair	(e.g.,
Four	2s	and	two	1s)	=	1,500	points		Two	triplets	(e.g.,	Three	3s	and	three	4s)	=	2,500	points		Hot	Dice	=	All	6	dice	become	point-scoring	dice	(e.g.,	three	1s	and	three	6s,	two	three-pairs,	etc.)	With	this,	you	have	learned	the	basic	scoring	method	of	the	game.	Now,	it	is	time	to	learn	about	the	different	terms	associated	with	the	game	and	some	exciting
variations	you	can	try:	The	standard	scoring	rule	has	been	explained	above.	Once	you	get	the	hang	of	it,	you	can	try	more	advanced	scoring	combinations	to	make	the	game	ten	times	as	fun	(maybe	even	challenging).	These	are	some	of	the	alternative	ways	of	scoring:	Three	Pairs	=	600,	750,	1,000,	or	1,500	points	Four-of-a-kind	=	1000	points	/	4X
Three-of-a-kind	value	Five-of-a-kind	=	2000	points	/	6X	Three-of-a-kind	value	Six-of-a-kind	=	3000	points	/	8X	Three-of-a-kind	value	Six	1s	=	Player	wins	Two	Triplets	=	2500	points	Three	1s	/	Pocket	Farkle	=	300	points	Straight	=	0,	1200,	2000,	or	2500	points	You	can	obviously	follow	the	standard	rules	of	farkle	and	have	a	blast,	but	if	you	think	you
want	to	shift	it	into	the	next	gear,	there	are	certain	variations	in	rules	of	this	game	that	you	can	play	with.	They	are	as	follows:	Opening	Score—Instead	of	500	as	the	minimum	opening	score,	you	can	opt	for	350,	400,	or	450	to	start	the	game	faster.	Winning	Score—Depending	on	the	players,	a	10,000-point	game	can	seem	long-drawn	or	short.	You	can
play	for	20,000	points	or	5,000.	Compulsory	Hot	Dice	Roll	–	If	a	player	rolls	all	point-scoring	dice	on	a	single	turn	(all	6	dice	are	point-scoring),	then	that	player	must	roll	all	6	dice	again.	3	Farkles	–	If	a	player	Farkles	3	times	consecutively,	they	lose	1,000	points,	per	Farkle	rules.	Toxic	Twos	–	If	a	player	rolls	four	or	more	2s	in	a	single	roll,	then	their
entire	round’s	point	is	canceled.	Welfare—According	to	the	rules	of	Farkle,	the	winning	player	must	have	exactly	10,000	points.	If	the	winning	player	scores	more	than	10,000	points,	then	the	points	scored	for	that	round	are	given	to	the	player	with	the	lowest	score.	Teammate	Farkle—In	this	alternative	method,	players	team	up	and	sit	opposite	each
other.	The	total	score	to	be	played	is	20,000.	Piggyback	Version	(High	Stakes)	–	Play	the	piggyback	version	of	this	game,	which	is	double	the	fun	because	of	the	higher	stakes.	In	this	modification,	the	first	player	throws	all	6	dice	and	keeps	aside	only	a	few	dice	for	scoring.	If	the	second	player	can	use	the	dice	left	from	the	previous	throw	(the	dice	that
are	not	point-scoring)	and	get	a	point	combination,	they	get	awarded	1000	points	on	top	of	whatever	score	they	accumulate	from	that	throw,	per	modified	Farkle	rules.	Five-Dice	Farkle	–	Reduce	the	number	of	dice	to	eliminate	a	few	point-scoring	combinations.	For	example,	you	can	play	with	only	5	dice,	thereby	removing	a	few	combinations	but
increasing	the	odds	of	a	straight,	making	the	Farkle	score	easy.	The	game	has	been	named	after	its	penalty,	which	goes	to	say	a	lot	about	how	thrilling	it	can	be.	Farkle	is	basically	when	a	player	rolls	the	dice,	but	none	of	those	above	combinations	are	accumulated.	By	‘farkling,’	a	player	ends	up	losing/forfeiting	all	the	points	that	they	had	collected	in
that	round.	This	means	that	a	player	can	have	‘hot	dice’	or	the	highest	score	in	a	round.	But	by	the	end	of	their	turn,	if	they	end	up	with	no	point-scoring	combinations,	they	‘Farkle’	and	lose	all	the	points	they	had	acquired	in	that	round,	per	Farkle	rules.	There	can	be	so	many	different	variations	of	this	great	game,	and	the	best	part	is	you	can	come	up
with	one	of	your	own	by	just	altering	Farkle	rules	a	bit.	Here	are	some	popular	variations	of	Farkle	that	you	can	try:	A	lot	of	people	believe	that	Farkle	is	all	about	luck.	That	is	absolutely	not	true!	There	is	luck	involved,	but	one	needs	a	sound	strategy	as	well.	In	this	section,	we	shall	talk	about	some	really	useful	tips	and	techniques	that	might	help	you
win	your	next	game	of	Farkle:	Just	because	you	are	on	a	roll	and	have	hot	dice	doesn’t	mean	you	need	to	throw	again.	The	primary	objective	is	to	avoid	‘farkling’	while	also	scoring.	Most	people	tend	to	play	aggressively	near	the	end	of	the	game.	This	can	either	backfire	or	help	the	player	win.	Assess	the	previous	rounds	and	the	other	players’	scores
before	you	gamble.	Depending	on	the	stage	of	the	game,	decide	which	dice	to	put	aside.	For	example,	if	you	roll	a	combination	of	1,	2,	5,	5,	5,	4,	you	can	decide	whether	to	keep	the	1	and	the	three	5s	and	roll	the	rest	or	keep	the	three	5s	and	roll	all	of	the	rest	again.	Farkle’s	origins	can	be	traced	back	to	the	ancient	times	when	dice	games	were
popular.	The	modern	adaptation	of	the	game	is	believed	to	have	originated	in	the	United	States	during	the	mid-20th	century.	There	is	no	upper	cap	on	the	number	of	people	who	can	play	Farkle	at	the	same	time.	With	more	players,	the	game	usually	lasts	longer,	and	the	Farkle	score	also	intensifies.	Farkle	is	played	by	different	communities	in	different
parts	of	the	world.	The	game	obviously	also	has	various	names,	such	as	Zonk,	Farkel,	and	Dix	Mille.	Farkle	became	so	popular	that	digital	versions	of	this	game	are	available	on	mobile	phones	and	other	digital	devices.	As	per	the	Farkle	rules,	the	minimum	number	of	players	required	to	play	is	two.	However,	you	can	have	a	lot	more	players,	and	that	is
when	it	gets	really	fun!	Yes,	of	course,	you	can	roll	after	scoring!	However,	be	careful	lest	you	Farkle	and	give	up	all	your	points	from	that	round.	Six	regular	dice	with	six	sides	are	used	in	Farkle.	Every	player	gets	three	rolls	per	turn	in	a	standard	Farkle	game.	For	the	first	roll,	players	need	to	roll	all	6	dice.	Then,	they	can	set	aside	one	scoring	die	for
every	turn	following	that.	They	can	choose	to	continue	to	roll	the	rest	of	the	dice.	If,	at	any	point,	a	player	fails	to	set	aside	a	scoring	die,	they	‘Fakrle’	and	lose	all	their	points.	All	in	all,	Farkle	is	easily	one	of	the	most	entertaining	games	you	can	play	with	menial	set-up	and	explanation.	It	is	elementary	to	understand	and	play,	which	is	why	it	is	also	one
of	the	most	popular	dice	games	on	the	planet.	Play	smart	because	no	matter	what	most	people	say,	Farkle	is	not	all	about	luck.	It	requires	strategy	and	decision-making	skills	while	also	playing	per	Farkle	rules.	So	the	next	time	you	are	on	‘hot	dice,’	think	twice	before	you	roll	again!	Now	that	we	have	learned	about	the	Farkle	rules,	let’s	learn	about
another	sport,	shall	we?	How	about	Softball	Rules?	Click	here	to	learn	the	rules!	Farkle	is	one	of	our	favorite	games	to	play.		My	wife	and	I	have	been	playing	it	for	over	20	years.		Since	it	can	be	played	using	any	6	dice,	most	people	don’t	purchase	an	official	game	but	rather	learn	the	rules	and	play	on	their	own.		Doing	this	helps	to	save	lots	of	money
but	also	can	cause	problems	when	rules	are	forgotten	or	two	different	people	play	by	different	rules.		You’ll	notice	that	different	game	companies	publish	the	game	using	different	spellings.		Is	it	Farkle	or	is	it	Farkel?		(It’s	Farkle!)	This	site	is	here	to	help!		We’ve	published	the	official	rules	of	farkle	as	well	as	some	alternative	rules	as	well.	If	you	would
like	to	just	purchase	the	game,	you	can	do	that	too.		Just	click	on	the	image	below.	(No,	I’m	not	affiliated	with	this	game	manufacturer,	It’s	just	one	of	the	many	Farkle	games	that	are	available.)	Thanks	for	visiting!		Learn	more	about	the	history	of	this	website	here.	Other	sites	that	you	should	visit	when	you	have	a	chance:	1	Roll	the	dice	to	see	who
will	start	the	game.	As	long	as	you	have	at	least	2	people,	there’s	no	limit	to	how	many	people	can	play	a	game	of	Farkle.	Have	each	person	roll	1	die.	Whoever	rolls	the	highest	number	will	start	the	game,	and	players	will	take	turns	going	clockwise	from	there.	If	multiple	people	roll	the	same	number,	have	them	roll	again	until	just	1	person	is	left
holding	the	highest	number.	2	Designate	one	person	to	be	the	scorekeeper.	The	scorekeeper	plays	a	very	important	role	and	will	be	in	charge	of	writing	down	and	calculating	all	of	the	other	players’	scores	as	the	game	goes	on.	That	being	said,	make	sure	that	everyone	knows	the	scoring	rules	so	that	you	all	can	help	the	scorekeeper	keep	track.	The
point	system	is	as	follows:	Single	1	=	100	points	Single	5	=	50	points	Three	1s	=	300	points	Three	2s	=	200	points	Three	3s	=	300	points	Three	4s	=	400	points	Three	5s	=	500	points	Three	6s	=	600	points	Four	of	any	number	=	1,000	points	Five	of	any	number	=	2,000	points	Six	of	any	number	=	3,000	points	1-6	straight	=	1,500	points	(i.e.,	Rolling
1,	2,	3,	4,	5,	6	in	a	single	throw)	Three	pairs	=	1,500	points	(e.g.,	Two	1s,	two	5s,	and	two	6s)	Four	of	any	number	with	a	pair	=	1,500	points	(e.g.,	Four	2s	and	two	1s)	Two	triplets	=	2,500	points	(e.g.,	Three	3s	and	three	4s)	Advertisement	3	Roll	500	points	in	one	turn	to	officially	enter	the	game.	On	your	first	turn,	you	must	get	at	least	500	points	to
officially	be	in	the	game.	When	it’s	your	turn,	roll	all	6	dice	at	the	same	time.	Remove	at	least	1	die	that	is	worth	points	(called	a	“point	die”)	and	throw	the	remaining	dice	again.	If	you	don’t	throw	any	point	dice,	your	turn	is	over,	and	you	“farkle.”	If	you	“farkle”	before	reaching	500	points,	your	score	stays	0,	and	you’ll	try	again	on	your	next	turn.	You
don’t	have	to	set	aside	all	of	the	point	dice	right	away.	In	some	cases,	it’s	actually	more	strategic	to	rethrow	some	of	the	point	dice	to	get	a	higher	score.	For	example,	let’s	say	you	roll	2	point	dice—a	1	and	a	5.	In	this	case,	it	might	be	strategic	to	keep	the	1	aside	and	place	the	5	back	with	the	rest	of	the	non-point	dice	and	roll	again.	You	now	have	a
better	chance	at	rolling	a	three-of-a-kind	(or	other	combination)	and	increasing	your	score.	4	Keep	rolling	if	you	throw	“hot	dice.”	If	all	6	dice	become	point	dice,	you	must	throw	all	6	dice	again	and	continue	playing.	This	is	called	“hot	dice.”	There’s	no	limit	to	the	number	of	hot	dice	you	can	throw,	so	technically,	your	turn	can	go	on	for	a	very	long
time	if	you’re	lucky.	This	is	the	best	way	to	rack	up	points.	However,	if	you	“farkle,”	you	lose	all	of	your	points	for	that	turn.	If	all	6	dice	are	point	dice	on	your	first	roll,	you	immediately	get	to	throw	all	of	them	again.	Taking	out	point	dice	one	by	one	until	all	6	have	turned	into	point	dice	is	also	a	form	of	hot	dice.	Take	this	sample	roll	as	an	example:
Roll	1:	1,	1,	2,	3,	5,	6You	set	aside	the	two	1s	and	have	4	dice	remaining.	Roll	2:	1,	4,	5	,	6You	set	aside	the	single	1	and	have	3	dice	remaining.	Roll	3:	5,	5,	5Three	5s	is	worth	500	points.	All	of	your	dice	have	become	point	dice,	so	now	you	must	throw	all	6	“hot	dice”	again.	5	Keep	rolling	the	dice	until	you	decide	to	stop	or	“farkle.”	This	is	where	the
excitement	really	amps	up.	You	have	the	option	to	play	it	safe	and	stop	after	collecting	a	few	points,	or	risk	it	all	by	continuing	to	throw.	Just	remember	that	if	you	“farkle,”	you	lose	all	of	your	points	for	that	turn	and	the	game	moves	on	to	the	next	player.	Carefully	consider	strategy	in	deciding	whether	to	roll	or	stop.	For	example,	if	you	throw	1,	2,	3,
3,	3,	5,	any	of	the	following	plays	are	possible:	Score	three	3s	as	300	points	and	then	roll	the	remaining	three	dice.	Score	the	single	1	as	100	points	and	then	roll	the	remaining	five	dice.	Score	the	single	5	as	50	points	and	then	roll	the	remaining	five	dice.	Score	three	3s,	the	single	1,	and	the	single	5	for	a	total	of	450	points,	and	then	roll	the	remaining
die.	Score	three	3s,	the	single	1,	and	the	single	5	for	a	total	of	450	points.	Stop	rolling	and	keep	your	450	points.	In	the	cases	where	you	decide	to	continue	rolling,	you	risk	“farkling”	and	losing	all	of	your	points.	However,	there’s	also	a	chance	you	roll	“hot	dice”	and	get	to	keep	playing.	6	Keep	track	of	everyone’s	scores	as	you	play.	After	each
person’s	turn	is	over,	write	down	the	points	they	earned	for	that	turn.	Then,	add	all	of	their	points	together	to	get	their	total	score.	7	Play	until	someone	reaches	10,000	points.	The	game	ends	when	someone	passes	10,000	points.	After	their	turn	is	over,	everyone	else	gets	1	turn	to	try	and	beat	the	winner’s	score.	Whoever	ends	up	with	the	highest
score	is	the	winner.	The	person	who	passes	10,000	points	first	sets	the	end	point	goal	for	the	other	players.	The	other	players	must	then	try	and	beat	that	goal.	For	example,	let’s	say	person	A	passed	10,000	points	on	their	last	turn	and	ended	with	a	total	score	of	10,300.	Now,	the	rest	of	the	players	get	one	more	turn	to	try	and	get	more	than	10,300
points.	If	person	B	ended	up	with	a	total	score	of	10,400	after	this	last	additional	turn,	they	are	the	winner	of	the	game.	Advertisement	Want	to	learn	how	to	play	Farkle?	If	yes,	this	guide	will	introduce	you	to	all	the	nitty-gritty	of	the	game.		Farkle	is	a	dice	game	with	different	scoring	options	for	two	or	more	players.	Players	who	can	score	10,000
points	first	win	the	game.		Looks	pretty	simple	right?	Yes,	it	is.	But	to	play	like	a	pro,	you	must	know	the	game’s	rules.	So,	here	is	an	extensive	guide	on	Farkle	rules	that’ll	save	you	from	Farkling;	let’s	read	further.		Bonus:	You	can	download	a	printable	PDF	version	of	the	Farkle	rules	for	offline	use.	Related:	Rummikub	Rules	–	Conventional,	New
Rules	&	Printable	PDF	Farkle	is	also	known	by	the	following	names:		Cosmic	Wimpout		1000/5000/10000	Zilch		Zonk		Six	Dice		Hot	Dice		Squelch		To	play	the	game,	you’ll	need	six	dice,	a	piece	of	paper,	and	a	pencil	to	record	the	scores.	Each	number	or	dot	carries	different	points,	and	a	combination	of	certain	numbers	also	holds	special	scores.	More
details	about	the	same	are	here:		1	=	100	points		5	=	50	points		Three	one’s	=	1000	points		Three	two’s	=	200	points		Three	three’s	=	300	points		Three	four’s	=	400	points		Three	five’s	=	500	points		Three	six’s	=	600	points		Four	of	any	number	=	1,000	points		Five	of	any	number	=	2,000	points		Six	of	any	number	=	3,000	points		One	pair	and	four	of
any	number	=	1,500	points		Rolling	1,2,3,4,5,6	straight	=	3,000	points		Two	triplets	=	2,500	points		Rolling	three	pairs	(two	1’s,	two	three’s,	and	two	four’s)	=	1,500	points		It	begins	with	all	players	sitting	in	a	circle,	and	one	of	them	chooses	to	go	first.	There	are	no	set	rules	for	who	should	get	the	first	chance.	It	is	all	up	to	mutual	agreement.		Once
the	game	begins,	players	take	turns	clockwise.	Please	note	that	the	game	for	a	player	only	starts	when	they	can	score	500	points,	scores	lesser	than	500	is	not	counted.	Once	they	score	500,	they	can	roll	it	out	as	many	times	as	they	want.		Players	have	to	throw	all	six	dice	at	once	and	check	for	scoring	combinations	as	per	game’s	rules	which	I
mentioned	above.		One	of	the	main	trends	of	Farkle	is	to	keep	aside	scoring	combinations.	For	example,	If	you	get	a	scoring	combination	in	each	roll	(three	one’s,	three	fours,	etc.),	you	should	keep	at	least	one	pair	of	dice	aside.	Players	can	choose	to	set	aside	any	scoring	pairs	and	roll	the	remaining	dice,	however,	it’s	not	necessary	to	do	so.	You	may
or	may	not	choose	to	keep	aside	the	scoring	pairs.	Players	usually	do	so,	in	order	not	to	lose	all	the	points	as	you	can’t	predict	what	you	will	roll	out	next.		Here	is	an	example	to	understand	it	better.	If	you	rolled	three	fours	and	1,	2,	3,	you	can	keep	aside	as	many	of	the	fours	as	you	want	or	just	keep	one	four	aside.		In	the	following	turn,	you	will	roll
out	five	dice	and	keep	another	dice	aside	when	scoring	a	combination.	In	the	next	turn,	you	will	roll	four	dice,	and	the	game	continues.		The	player	can	continue	rolling	until	they	decide	to	pass	on	to	another	player	or	until	they	lose	their	points.	But	while	rolling,	if	they	don’t	get	any	matching	dice	or	scoring	combinations,	they	lose	all	the	points	scored
in	that	round,	which	is	called	Farkle.		Let’s	understand	this	better	with	an	example.	Suppose	you	score	500	points	on	your	first	throw;	in	your	second	and	third	roll,	you	score	200	and	400	points,	respectively.	Your	total	score	now	is	1100.		But	if	you	do	not	roll	out	any	combinations	in	the	fourth	round,	then	your	score	will	come	down	to	zero.	Points
you	collected	in	the	previous	rolls	won’t	be	lost.		In	the	end,	the	player	who	scores	10,000	points	first	wins	the	game.	Players	can	stop	rolling	at	any	point	in	time	during	the	game	if	they	fear	Farkling,	and	they	will	accumulate	the	points	collected	until	their	last	roll.	If	a	player	scores	on	all	six	dice,	whether	in	pairs	or	at	a	stretch	(1	to	6)	in	the	same
turn,	they	get	to	roll	all	six	dice	again	and	continue	rolling	until	they	decide	to	pass	the	turn	to	another	player.	But	according	to	the	rules,	if	they	Farkle	while	rolling,	they	lose	all	the	points	scored	so	far.		Here	is	a	video	tutorial	that’ll	make	understanding	the	game	easier:		The	standard	scoring	system	mentioned	above	isn’t	the	only	one.	People	use
different	variations	of	the	scoring	system,	and	the	following	are	a	few	important	ones:		Players	may	set	an	alternative	winning	score	for	the	game	that	is	greater	or	lesser	than	10,000	(e.g.,5000,	20,000	or	15,000)		If	a	player	rolls	three	Farkles	in	a	row,	he	gets	a	penalty	of	1000	points.		When	a	player	manages	to	score	on	all	six	dice,	it’s	called	a	hot
dice	roll.		Six	1’s	are	equal	to	5000	points,	which	is	equal	to	winning	the	game	if	the	winning	score	is	5000.		Three	ones	are	equal	to	3000	points,	which	is	also	called	Pocket	Farkle.		Some	variations	of	the	game	give	no	point	for	a	straight	(rolling	out	1	to	6)		If	a	player	throws	four	or	more	twos	(2s),	that	player’s	entire	score	for	that	turn	gets	canceled,
and	his	turn	ends	immediately.		There	is	also	a	five-dice	variation	of	the	game.	But	certain	scoring	combinations	like	two	triplets	won’t	be	possible	here.		Well,	that’s	pretty	much	it.	It’s	not	a	highly	complex	game,	but	to	win	the	game,	you	must	learn	the	art	of	rolling	the	dice	perfectly.	Related:	How	Many	Cards	In	Phase	10:	An	Extensive	Guide		Does
Farkle	Have	Five	Or	Six	Dice?		Farkle	has	six	dice.	But	once	you	get	a	matching	pair,	you	can	keep	aside	one	or	more	dice	and	continue	rolling.	But	there	is	a	five-dice	version	of	the	game	as	well,	which	is	also	very	popular.	Why	Is	It	Called	A	Farkle	Game?		The	game	got	its	name	from	its	inventor	Sir	Albert	Farkle.	During	the	initial	phase,	the	dice
were	made	from	Farkleberries,	which	is	why	people	started	calling	it	so.		Can	Children	Play	Farkle?		Yes,	Farkle	is	suitable	for	all	age	groups	and	children	above	six	to	seven	can	also	play	the	game.	Farkle	is	quite	an	old	game	that	is	best	played	with	your	family	and	friends.	The	game	started	with	a	set	of	conventional	rules,	but	now	there	are	different
variations.	I	mentioned	all	the	essential	rules	and	scoring	details	in	this	guide,	and	I	hope	it	helps	you	understand	the	game	better!	Farkle	is	a	thrilling	dice	game,	similar	to	Liar’s	Dice	or	Yahtzee,	that’s	perfect	for	game	nights	with	friends	and	family.	Unlike	games	of	pure	strategy,	like	Ship,	Captain,	and	Crew,	Farkle	combines	luck	with	calculated
risk-taking.	Each	roll	presents	a	dilemma:	bank	your	points	and	play	it	safe,	or	roll	again	for	a	chance	to	score	even	higher	combinations	like	three-of-a-kind	or	a	straight,	just	like	in	poker.Why	is	Farkle	so	popular?	It’s	incredibly	easy	to	learn,	fast-paced,	and	offers	those	“will	they,	won’t	they”	moments	that	keep	everyone	on	the	edge	of	their	seats,
much	like	Bunco	or	Shut	the	Box.	Whether	you’re	a	seasoned	dice	roller,	familiar	with	games	like	Pig	Dice	or	Shoot	Dice,	or	a	complete	beginner,	Farkle	offers	a	level	playing	field	where	anyone	can	win.Ready	to	roll	some	dice	and	embrace	the	thrill	of	risk?	Farkle,	a	classic	dice	game	perfect	for	family	game	night,	is	all	about	pushing	your	luck	and
outsmarting	your	opponents.	Whether	you’re	a	seasoned	dice-slinger	or	a	complete	beginner,	this	guide	will	have	you	playing	(and	hopefully	winning!)	in	no	time.What	You	Need:Six	Dice:	We’re	talking	standard	six-sided	dice	–	no	need	to	get	fancy!	(Though	colorful	dice	are	always	fun.)Scorekeeping:	Grab	a	notepad,	a	whiteboard,	or	even	that	dusty
napkin	holder	–	anything	to	keep	track	of	those	glorious	points.The	Objective:Be	the	first	player	to	rack	up	a	total	of	10,000	points.	But	here’s	the	catch:	Farkle	is	a	game	of	calculated	risks.	A	single	unlucky	roll	can	wipe	out	your	hard-earned	progress.Gameplay:	A	BreakdownDetermining	the	First	Roller:	Each	player	rolls	a	single	die.	The	highest	roll
gets	to	go	first!	Ties?	Keep	rolling	until	a	single	champion	emerges.Your	Turn	Begins:	It’s	time	to	roll	those	six	dice.	Give	them	a	good	shake	(or	use	a	fancy	dice	cup	if	you’ve	got	one)	and	let	’em	fly!Analyze	Those	Dice:	Now,	scan	your	roll	carefully,	looking	for	scoring	combinations.	These	can	include	single	1s	and	5s,	three-of-a-kind,	straights,	and
more.	(Don’t	worry,	we’ll	cover	all	the	scoring	rules	in	detail	in	the	next	section!)The	Big	Decision:	Roll	Again	or	Bank	Your	Points?	This	is	where	Farkle	gets	really	interesting!	You’ve	scored	some	points,	but	those	non-scoring	dice	are	whispering	sweet	temptations	in	your	ear.	Do	you	push	your	luck	for	a	chance	to	score	even	more	combinations,	or
do	you	play	it	safe	and	bank	your	points	before	a	dreaded	Farkle	rears	its	ugly	head?The	Dreaded	Farkle:	If	you	roll	those	dice	and	none	of	them	form	a	scoring	combination,	BAM	–	that’s	a	Farkle.	You	lose	all	those	precious	points	you	accumulated	during	that	turn,	your	turn	ends,	and	the	dice	move	to	the	next	player.	Ouch!Hot	Dice:	Riding	the	Wave
of	Fortune:	But	hold	on,	there’s	more!	If	you	manage	to	score	on	all	six	dice,	congratulations!	You’ve	got	what	we	call	“hot	dice,”	a	beautiful	moment	in	any	Farkle	game.	This	earns	you	a	bonus	turn	–	you	get	to	roll	all	six	dice	again	and	keep	building	your	score.	You	can	keep	riding	that	wave	of	hot	dice	for	as	long	as	you	keep	hitting	those	scoring
combinations!Ready	to	turn	those	dice	rolls	into	bragging	rights?	Understanding	Farkle	scoring	is	essential	for	strategizing	your	turns	and	leaving	your	opponents	in	the	dust.	Here’s	a	breakdown	of	how	to	rack	up	points	in	Farkle:Before	we	dive	into	the	specifics,	here’s	a	quick	look	at	the	possible	scoring	combinations	in	Farkle:Single	1sSingle
5sThree-of-a-Kind	(1s,	2s,	3s,	4s,	5s,	6s)Four-of-a-KindFive-of-a-KindSix-of-a-KindStraight	(1-2-3-4-5-6)Three	PairsFour-of-a-Kind	+	One	PairTwo	TripletsNow,	let’s	break	down	each	combination	and	see	how	many	glorious	points	they’re	worth!The	Lonesome	1:	Roll	a	single	1	all	by	its	lonesome,	and	you’ll	snag	100	points.The	Five	Spot:	A	lone	5	rolling
your	way	will	earn	you	50	points.Triple	1s:	Land	three	1s	on	a	single	roll,	and	you’ve	hit	a	sweet	spot	–	a	cool	1,000	points!Three-of-a-Kind:	Matching	triplets	of	any	other	number	(2s,	3s,	4s,	5s,	or	6s)	earn	you	100	points	multiplied	by	the	face	value	of	the	dice.	For	example:Three	2s	=	200	points	(2	x	100)Three	3s	=	300	points	(3	x	100)And	so	on…
Four-of-a-Kind:	Roll	four	of	the	same	number,	and	you’ve	secured	a	solid	1,000	points.Five-of-a-Kind:	Five	of	a	kind?	Even	better!	You’ve	racked	up	a	hefty	2,000	points.Six-of-a-Kind:	Talk	about	a	Farkle	power	move!	Achieve	the	near-impossible	six-of-a-kind,	and	you’ll	be	rewarded	with	a	massive	3,000	points.The	Straight:	Just	like	in	its	namesake
card	game,	a	straight	(rolling	a	1,	2,	3,	4,	5,	and	6)	in	Farkle	is	a	thing	of	beauty,	earning	you	a	respectable	1,500	points.Three	Pairs:	Score	another	1,500	points	by	rolling	three	distinct	pairs	of	dice.	For	example,	two	1s,	two	3s,	and	two	5s.Four-of-a-Kind	+	a	Pair:	Combine	the	power	of	a	four-of-a-kind	with	a	pair,	and	you’ve	also	scored	a	cool	1,500
points.Two	Triplets:	If	you’re	really	on	a	roll	(pun	intended!),	score	two	sets	of	triplets	(like	three	2s	and	three	5s)	to	claim	a	massive	2,500	points.Keep	on	Scoring:	To	keep	your	turn	alive	and	those	dice	rolling,	you	must	score	at	least	one	scoring	combination	on	each	roll.	No	scoring	dice?	That’s	a	Farkle,	and	your	turn	is	over.One	Roll	Wonder:
Scoring	combinations	must	be	achieved	within	a	single	roll.	You	can’t	be	a	dice	hoarder,	saving	up	dice	from	previous	rolls	to	try	to	build	a	winning	hand.Strategic	Scoring:	You’re	in	the	driver’s	seat!	You	can	choose	to	score	only	some	of	your	scoring	dice	if	it	benefits	your	overall	strategy.	For	example,	if	you	roll	two	5s	and	a	1,	you	could	keep	all
three	for	200	points.	But	you	could	also	decide	to	bank	just	the	1	for	100	points,	and	roll	the	remaining	dice	for	a	shot	at	a	higher-scoring	turn.	It’s	all	part	of	the	Farkle	fun!Sure,	there’s	luck	involved	in	any	dice	game,	but	Farkle	is	more	than	just	rolling	and	hoping	for	the	best.	To	become	a	true	Farkle	master,	you	need	to	embrace	the	strategic	depth
hidden	within	those	tumbling	dice.	This	means	understanding	probabilities,	managing	risk,	and	even	using	a	bit	of	psychology	to	gain	an	edge	over	your	opponents.Early	Game	Boldness:	When	your	turn	starts,	and	your	score	is	low,	the	odds	are	surprisingly	in	your	favor.	You	have	a	roughly	83%	chance	of	rolling	at	least	one	scoring	combination	with
six	dice!	This	makes	it	the	perfect	time	to	take	some	calculated	risks	and	build	a	respectable	base	score.For	example:	If	you	roll	two	5s	and	a	1	on	your	first	roll	(150	points),	it’s	usually	a	good	idea	to	roll	the	remaining	dice.	The	potential	reward	of	scoring	more	combinations	outweighs	the	risk	of	a	Farkle.Playing	it	Safe:	The	Art	of	Knowing	When	to
Stop:	As	your	score	increases,	so	does	the	potential	sting	of	a	Farkle.	Remember,	the	average	score	per	turn	in	Farkle	hovers	around	300-400	points.	If	you’re	sitting	on	a	comfortable	lead	or	approaching	the	coveted	10,000	point	mark,	banking	those	points	might	be	the	wisest	move.For	example:	Let’s	say	you	have	9,000	points	and	roll	a	four-of-a-
kind	(1,000	points).	Banking	those	points	and	securing	the	win	is	usually	a	safer	bet	than	risking	it	all	on	another	roll.Calculating	the	Odds	(Or	Letting	Your	Gut	Be	Your	Guide):	While	you	don’t	need	to	be	a	math	whiz	to	enjoy	Farkle,	understanding	basic	probabilities	can	refine	your	decision-making.	For	instance,	rolling	a	single	1	or	5	has	a	1	in	3
chance	–	your	most	consistent	scoring	options.	However,	chasing	a	straight	(with	its	tempting	1,500	points)	is	a	long	shot,	with	a	mere	1	in	648	probability	on	a	single	roll.	Sometimes,	trusting	your	instincts	can	be	just	as	effective!Know	Your	Opponents:	The	Psychology	of	Dice	Rolling:	Expert	Farkle	players	are	masters	of	observation,	analyzing	their
opponents’	betting	patterns	(ahem,	we	mean	rolling	patterns)	to	anticipate	their	moves.Example:	If	you’re	up	against	a	daredevil	who	keeps	rolling	even	with	a	mountain	of	points,	adjust	your	strategy	to	be	more	conservative.	There’s	a	higher	chance	they’ll	eventually	get	burned	by	a	Farkle,	giving	you	an	opening	to	catch	up.	Conversely,	if	you’re
facing	a	timid	player,	a	few	risky	rolls	on	your	part	might	make	them	tighten	up,	leading	to	safer	(and	potentially	lower-scoring)	plays	on	their	turn.The	Scoreboard	as	Your	Ally:	Never	underestimate	the	power	of	the	scoreboard!	It’s	not	just	about	your	points;	it’s	about	how	you	stack	up	against	the	competition.	Is	someone	on	the	verge	of	hitting
10,000?	Time	to	get	aggressive!	Consider	taking	bigger	risks	to	bridge	the	gap	before	they	claim	victory.Hot	Dice:	More	Than	Just	a	Bonus:	Landing	a	hot	dice	roll	isn’t	just	about	racking	up	points	–	it’s	about	leveraging	the	psychological	impact.	That	string	of	successful	rolls	can	rattle	your	opponents,	making	them	second-guess	their	instincts	or	take
unnecessary	risks	to	try	to	keep	pace.Think	you’ve	mastered	classic	Farkle?	Think	again!	Just	like	any	good	dice	game,	Farkle	offers	endless	possibilities	for	customization.	Seasoned	Farkle	players	know	that	adding	a	few	twists	to	the	rules	can	lead	to	even	more	exciting	gameplay.	Whether	you’re	looking	for	a	subtle	shift	in	strategy	or	a	complete
shake-up	of	the	dynamics,	explore	these	Farkle	variations	and	create	your	own	house	rules:The	Three	1s	Dilemma:	Some	Farkle	circles	believe	three	1s	shouldn’t	be	quite	as	rewarding,	reducing	their	value	from	1,000	points	to	300	points.	This	seemingly	small	tweak	can	dramatically	impact	early-game	strategy,	encouraging	players	to	take	more	risks
for	a	shot	at	higher-scoring	combinations.Mega-Points	for	High	Multiples:	Ready	to	reward	those	truly	impressive	rolls?	Consider	awarding	bonus	points	for	four-of-a-kind,	five-of-a-kind,	or	the	ever-elusive	six-of-a-kind.	For	example:Four-of-a-Kind:	1,500	pointsFive-of-a-Kind:	2,500	pointsSix-of-a-Kind:	A	glorious	5,000	points!Opening	Score:	Work	for
Those	Points:	For	a	more	challenging	twist,	introduce	an	opening	score	requirement.	In	this	variation,	players	must	first	reach	a	specific	point	threshold	(usually	350	or	500	points)	before	they	can	start	officially	recording	their	scores.	Until	they	hit	that	target,	they’re	stuck	in	a	sort	of	Farkle	limbo!	This	variation	adds	an	extra	layer	of	strategy,
especially	for	players	who	prefer	a	more	cautious	approach.Hot	Dice	Pressure	Cooker:	No	Rest	for	the	Wicked:	Want	to	inject	even	more	excitement	and	risk	into	those	hot	dice	rolls?	Try	this	variation:	when	a	player	scores	with	all	six	dice,	they	must	roll	again	–	no	banking	allowed!	This	keeps	the	action	fast-paced	and	creates	more	opportunities	for
dramatic	comebacks.Three	Farkles	and	You’re	Fined:	Add	a	dose	of	risk	management	to	the	game	with	a	penalty	for	reckless	rolling.	Implement	a	rule	stating	that	three	consecutive	Farkles	result	in	a	deduction	of	points	(e.g.,	-100	points)	from	the	player’s	score.	This	encourages	more	strategic	decision-making	and	adds	an	extra	layer	of	consequence
to	those	“roll-or-bank”	dilemmas.Remember,	these	Farkle	variations	are	just	a	starting	point.	Don’t	be	afraid	to	get	creative	and	come	up	with	your	own	house	rules!	Adjust	scoring	values	for	specific	combinations,	introduce	fun	penalties	for	rolling	all	1s,	or	even	create	entirely	new	ways	to	score	points.	The	beauty	of	Farkle	lies	in	its	adaptability	and
the	endless	potential	for	customization.So	gather	your	dice,	your	friends,	and	your	sense	of	adventure,	and	get	ready	to	experience	the	thrill	of	Farkle	in	all	its	variations!A:	That’s	the	magic	of	hot	dice!	You	get	to	roll	all	six	dice	again	and	keep	adding	to	your	score.	Keep	that	streak	going	as	long	as	you	can!A:	Nope!	In	Farkle,	all	scoring	combinations
must	be	formed	within	a	single	roll.	Think	of	it	like	a	mini	poker	hand	–	you	have	to	work	with	what	you’ve	got	in	front	of	you.A:	It’s	a	photo	finish!	In	Farkle,	the	first	player	to	hit	10,000	points	wins,	even	if	another	player	reaches	that	score	on	the	same	turn.	It’s	all	about	being	the	first	to	cross	that	finish	line.A:	Absolutely!	Farkle	is	all	about
flexibility.	Want	a	quicker	game?	Lower	the	winning	score	to	5,000.	Feeling	ambitious?	Aim	for	20,000	or	even	higher!	You	can	adjust	the	target	score	to	fit	your	group’s	time	and	preferences.	It’s	one	of	the	many	reasons	why	Farkle	is	such	a	popular	party	game.A:	Now	you’re	talking!	Side	bets	are	a	great	way	to	add	a	little	extra	spice	to	your	Farkle
game.	Get	creative	and	come	up	with	your	own	house	rules.	Here	are	a	few	ideas	to	get	you	started:Snack	Attack:	The	player	with	the	lowest	score	at	the	end	of	the	game	buys	the	snacks	for	the	next	Farkle	night.Crown	of	Glory:	The	winner	gets	to	wear	a	silly	crown	or	hat	for	the	rest	of	the	night	–	because	who	doesn’t	love	a	little	playful	humiliation?
Dare	to	Roll:	Before	each	turn,	players	can	wager	a	small	point	value	(e.g.,	50	points)	on	whether	or	not	they’ll	roll	a	Farkle.	If	they’re	right,	they	win	the	points;	if	they’re	wrong,	they	lose	them.Remember,	Farkle	is	all	about	having	fun	and	enjoying	the	company	of	friends	and	family.	So	get	creative,	make	those	side	bets	interesting,	and	let	the	good
times	roll!	1	Roll	the	dice	to	see	who	will	start	the	game.	As	long	as	you	have	at	least	2	people,	there’s	no	limit	to	how	many	people	can	play	a	game	of	Farkle.	Have	each	person	roll	1	die.	Whoever	rolls	the	highest	number	will	start	the	game,	and	players	will	take	turns	going	clockwise	from	there.	If	multiple	people	roll	the	same	number,	have	them
roll	again	until	just	1	person	is	left	holding	the	highest	number.	2	Designate	one	person	to	be	the	scorekeeper.	The	scorekeeper	plays	a	very	important	role	and	will	be	in	charge	of	writing	down	and	calculating	all	of	the	other	players’	scores	as	the	game	goes	on.	That	being	said,	make	sure	that	everyone	knows	the	scoring	rules	so	that	you	all	can	help
the	scorekeeper	keep	track.	The	point	system	is	as	follows:	Single	1	=	100	points	Single	5	=	50	points	Three	1s	=	300	points	Three	2s	=	200	points	Three	3s	=	300	points	Three	4s	=	400	points	Three	5s	=	500	points	Three	6s	=	600	points	Four	of	any	number	=	1,000	points	Five	of	any	number	=	2,000	points	Six	of	any	number	=	3,000	points	1-6
straight	=	1,500	points	(i.e.,	Rolling	1,	2,	3,	4,	5,	6	in	a	single	throw)	Three	pairs	=	1,500	points	(e.g.,	Two	1s,	two	5s,	and	two	6s)	Four	of	any	number	with	a	pair	=	1,500	points	(e.g.,	Four	2s	and	two	1s)	Two	triplets	=	2,500	points	(e.g.,	Three	3s	and	three	4s)	Advertisement	3	Roll	500	points	in	one	turn	to	officially	enter	the	game.	On	your	first	turn,
you	must	get	at	least	500	points	to	officially	be	in	the	game.	When	it’s	your	turn,	roll	all	6	dice	at	the	same	time.	Remove	at	least	1	die	that	is	worth	points	(called	a	“point	die”)	and	throw	the	remaining	dice	again.	If	you	don’t	throw	any	point	dice,	your	turn	is	over,	and	you	“farkle.”	If	you	“farkle”	before	reaching	500	points,	your	score	stays	0,	and
you’ll	try	again	on	your	next	turn.	You	don’t	have	to	set	aside	all	of	the	point	dice	right	away.	In	some	cases,	it’s	actually	more	strategic	to	rethrow	some	of	the	point	dice	to	get	a	higher	score.	For	example,	let’s	say	you	roll	2	point	dice—a	1	and	a	5.	In	this	case,	it	might	be	strategic	to	keep	the	1	aside	and	place	the	5	back	with	the	rest	of	the	non-point
dice	and	roll	again.	You	now	have	a	better	chance	at	rolling	a	three-of-a-kind	(or	other	combination)	and	increasing	your	score.	4	Keep	rolling	if	you	throw	“hot	dice.”	If	all	6	dice	become	point	dice,	you	must	throw	all	6	dice	again	and	continue	playing.	This	is	called	“hot	dice.”	There’s	no	limit	to	the	number	of	hot	dice	you	can	throw,	so	technically,
your	turn	can	go	on	for	a	very	long	time	if	you’re	lucky.	This	is	the	best	way	to	rack	up	points.	However,	if	you	“farkle,”	you	lose	all	of	your	points	for	that	turn.	If	all	6	dice	are	point	dice	on	your	first	roll,	you	immediately	get	to	throw	all	of	them	again.	Taking	out	point	dice	one	by	one	until	all	6	have	turned	into	point	dice	is	also	a	form	of	hot	dice.
Take	this	sample	roll	as	an	example:	Roll	1:	1,	1,	2,	3,	5,	6You	set	aside	the	two	1s	and	have	4	dice	remaining.	Roll	2:	1,	4,	5	,	6You	set	aside	the	single	1	and	have	3	dice	remaining.	Roll	3:	5,	5,	5Three	5s	is	worth	500	points.	All	of	your	dice	have	become	point	dice,	so	now	you	must	throw	all	6	“hot	dice”	again.	5	Keep	rolling	the	dice	until	you	decide	to
stop	or	“farkle.”	This	is	where	the	excitement	really	amps	up.	You	have	the	option	to	play	it	safe	and	stop	after	collecting	a	few	points,	or	risk	it	all	by	continuing	to	throw.	Just	remember	that	if	you	“farkle,”	you	lose	all	of	your	points	for	that	turn	and	the	game	moves	on	to	the	next	player.	Carefully	consider	strategy	in	deciding	whether	to	roll	or	stop.
For	example,	if	you	throw	1,	2,	3,	3,	3,	5,	any	of	the	following	plays	are	possible:	Score	three	3s	as	300	points	and	then	roll	the	remaining	three	dice.	Score	the	single	1	as	100	points	and	then	roll	the	remaining	five	dice.	Score	the	single	5	as	50	points	and	then	roll	the	remaining	five	dice.	Score	three	3s,	the	single	1,	and	the	single	5	for	a	total	of	450
points,	and	then	roll	the	remaining	die.	Score	three	3s,	the	single	1,	and	the	single	5	for	a	total	of	450	points.	Stop	rolling	and	keep	your	450	points.	In	the	cases	where	you	decide	to	continue	rolling,	you	risk	“farkling”	and	losing	all	of	your	points.	However,	there’s	also	a	chance	you	roll	“hot	dice”	and	get	to	keep	playing.	6	Keep	track	of	everyone’s
scores	as	you	play.	After	each	person’s	turn	is	over,	write	down	the	points	they	earned	for	that	turn.	Then,	add	all	of	their	points	together	to	get	their	total	score.	7	Play	until	someone	reaches	10,000	points.	The	game	ends	when	someone	passes	10,000	points.	After	their	turn	is	over,	everyone	else	gets	1	turn	to	try	and	beat	the	winner’s	score.
Whoever	ends	up	with	the	highest	score	is	the	winner.	The	person	who	passes	10,000	points	first	sets	the	end	point	goal	for	the	other	players.	The	other	players	must	then	try	and	beat	that	goal.	For	example,	let’s	say	person	A	passed	10,000	points	on	their	last	turn	and	ended	with	a	total	score	of	10,300.	Now,	the	rest	of	the	players	get	one	more	turn
to	try	and	get	more	than	10,300	points.	If	person	B	ended	up	with	a	total	score	of	10,400	after	this	last	additional	turn,	they	are	the	winner	of	the	game.	Advertisement	1	Roll	the	dice	to	see	who	will	start	the	game.	As	long	as	you	have	at	least	2	people,	there’s	no	limit	to	how	many	people	can	play	a	game	of	Farkle.	Have	each	person	roll	1	die.
Whoever	rolls	the	highest	number	will	start	the	game,	and	players	will	take	turns	going	clockwise	from	there.	If	multiple	people	roll	the	same	number,	have	them	roll	again	until	just	1	person	is	left	holding	the	highest	number.	2	Designate	one	person	to	be	the	scorekeeper.	The	scorekeeper	plays	a	very	important	role	and	will	be	in	charge	of	writing
down	and	calculating	all	of	the	other	players’	scores	as	the	game	goes	on.	That	being	said,	make	sure	that	everyone	knows	the	scoring	rules	so	that	you	all	can	help	the	scorekeeper	keep	track.	The	point	system	is	as	follows:	Single	1	=	100	points	Single	5	=	50	points	Three	1s	=	300	points	Three	2s	=	200	points	Three	3s	=	300	points	Three	4s	=	400
points	Three	5s	=	500	points	Three	6s	=	600	points	Four	of	any	number	=	1,000	points	Five	of	any	number	=	2,000	points	Six	of	any	number	=	3,000	points	1-6	straight	=	1,500	points	(i.e.,	Rolling	1,	2,	3,	4,	5,	6	in	a	single	throw)	Three	pairs	=	1,500	points	(e.g.,	Two	1s,	two	5s,	and	two	6s)	Four	of	any	number	with	a	pair	=	1,500	points	(e.g.,	Four	2s
and	two	1s)	Two	triplets	=	2,500	points	(e.g.,	Three	3s	and	three	4s)	Advertisement	3	Roll	500	points	in	one	turn	to	officially	enter	the	game.	On	your	first	turn,	you	must	get	at	least	500	points	to	officially	be	in	the	game.	When	it’s	your	turn,	roll	all	6	dice	at	the	same	time.	Remove	at	least	1	die	that	is	worth	points	(called	a	“point	die”)	and	throw	the
remaining	dice	again.	If	you	don’t	throw	any	point	dice,	your	turn	is	over,	and	you	“farkle.”	If	you	“farkle”	before	reaching	500	points,	your	score	stays	0,	and	you’ll	try	again	on	your	next	turn.	You	don’t	have	to	set	aside	all	of	the	point	dice	right	away.	In	some	cases,	it’s	actually	more	strategic	to	rethrow	some	of	the	point	dice	to	get	a	higher	score.
For	example,	let’s	say	you	roll	2	point	dice—a	1	and	a	5.	In	this	case,	it	might	be	strategic	to	keep	the	1	aside	and	place	the	5	back	with	the	rest	of	the	non-point	dice	and	roll	again.	You	now	have	a	better	chance	at	rolling	a	three-of-a-kind	(or	other	combination)	and	increasing	your	score.	4	Keep	rolling	if	you	throw	“hot	dice.”	If	all	6	dice	become	point
dice,	you	must	throw	all	6	dice	again	and	continue	playing.	This	is	called	“hot	dice.”	There’s	no	limit	to	the	number	of	hot	dice	you	can	throw,	so	technically,	your	turn	can	go	on	for	a	very	long	time	if	you’re	lucky.	This	is	the	best	way	to	rack	up	points.	However,	if	you	“farkle,”	you	lose	all	of	your	points	for	that	turn.	If	all	6	dice	are	point	dice	on	your
first	roll,	you	immediately	get	to	throw	all	of	them	again.	Taking	out	point	dice	one	by	one	until	all	6	have	turned	into	point	dice	is	also	a	form	of	hot	dice.	Take	this	sample	roll	as	an	example:	Roll	1:	1,	1,	2,	3,	5,	6You	set	aside	the	two	1s	and	have	4	dice	remaining.	Roll	2:	1,	4,	5	,	6You	set	aside	the	single	1	and	have	3	dice	remaining.	Roll	3:	5,	5,
5Three	5s	is	worth	500	points.	All	of	your	dice	have	become	point	dice,	so	now	you	must	throw	all	6	“hot	dice”	again.	5	Keep	rolling	the	dice	until	you	decide	to	stop	or	“farkle.”	This	is	where	the	excitement	really	amps	up.	You	have	the	option	to	play	it	safe	and	stop	after	collecting	a	few	points,	or	risk	it	all	by	continuing	to	throw.	Just	remember	that	if
you	“farkle,”	you	lose	all	of	your	points	for	that	turn	and	the	game	moves	on	to	the	next	player.	Carefully	consider	strategy	in	deciding	whether	to	roll	or	stop.	For	example,	if	you	throw	1,	2,	3,	3,	3,	5,	any	of	the	following	plays	are	possible:	Score	three	3s	as	300	points	and	then	roll	the	remaining	three	dice.	Score	the	single	1	as	100	points	and	then
roll	the	remaining	five	dice.	Score	the	single	5	as	50	points	and	then	roll	the	remaining	five	dice.	Score	three	3s,	the	single	1,	and	the	single	5	for	a	total	of	450	points,	and	then	roll	the	remaining	die.	Score	three	3s,	the	single	1,	and	the	single	5	for	a	total	of	450	points.	Stop	rolling	and	keep	your	450	points.	In	the	cases	where	you	decide	to	continue
rolling,	you	risk	“farkling”	and	losing	all	of	your	points.	However,	there’s	also	a	chance	you	roll	“hot	dice”	and	get	to	keep	playing.	6	Keep	track	of	everyone’s	scores	as	you	play.	After	each	person’s	turn	is	over,	write	down	the	points	they	earned	for	that	turn.	Then,	add	all	of	their	points	together	to	get	their	total	score.	7	Play	until	someone	reaches
10,000	points.	The	game	ends	when	someone	passes	10,000	points.	After	their	turn	is	over,	everyone	else	gets	1	turn	to	try	and	beat	the	winner’s	score.	Whoever	ends	up	with	the	highest	score	is	the	winner.	The	person	who	passes	10,000	points	first	sets	the	end	point	goal	for	the	other	players.	The	other	players	must	then	try	and	beat	that	goal.	For
example,	let’s	say	person	A	passed	10,000	points	on	their	last	turn	and	ended	with	a	total	score	of	10,300.	Now,	the	rest	of	the	players	get	one	more	turn	to	try	and	get	more	than	10,300	points.	If	person	B	ended	up	with	a	total	score	of	10,400	after	this	last	additional	turn,	they	are	the	winner	of	the	game.	Advertisement	Share	—	copy	and	redistribute
the	material	in	any	medium	or	format	for	any	purpose,	even	commercially.	Adapt	—	remix,	transform,	and	build	upon	the	material	for	any	purpose,	even	commercially.	The	licensor	cannot	revoke	these	freedoms	as	long	as	you	follow	the	license	terms.	Attribution	—	You	must	give	appropriate	credit	,	provide	a	link	to	the	license,	and	indicate	if	changes
were	made	.	You	may	do	so	in	any	reasonable	manner,	but	not	in	any	way	that	suggests	the	licensor	endorses	you	or	your	use.	ShareAlike	—	If	you	remix,	transform,	or	build	upon	the	material,	you	must	distribute	your	contributions	under	the	same	license	as	the	original.	No	additional	restrictions	—	You	may	not	apply	legal	terms	or	technological
measures	that	legally	restrict	others	from	doing	anything	the	license	permits.	You	do	not	have	to	comply	with	the	license	for	elements	of	the	material	in	the	public	domain	or	where	your	use	is	permitted	by	an	applicable	exception	or	limitation	.	No	warranties	are	given.	The	license	may	not	give	you	all	of	the	permissions	necessary	for	your	intended
use.	For	example,	other	rights	such	as	publicity,	privacy,	or	moral	rights	may	limit	how	you	use	the	material.	Anywhere	from	2	or	more	players,	making	Farkle	the	ideal	family	and	friend	game.	Farkle	is	a	game	of	chance	and	strategy	where	two	or	more	players	roll	six	dice	which	earn	points.	The	goal	is	to	be	the	player	with	10,000	or	more	points	on
the	final	turn.	Each	player	starts	their	turn	by	rolling	six	dice.	After	rolling,	the	player	sets	aside	specific	dice	combinations	which	have	a	score	value.	The	player	can	either	bank	the	points	earned	that	turn	to	their	total	points	and	pass	the	dice	to	the	next	player	or	risk	the	points	earned	that	turn	and	roll	the	remaining	dice	again,	hoping	to	earn	more
points.	If	the	remaining	dice	rolled	do	not	have	a	scoring	combination,	then	the	player	has	“FARKLED”	and	points	earned	that	turn	are	gone	forever.	If	the	player	has	successfully,	with	some	luck	and	strategy,	used	all	six	dice	to	score,	then	the	player	gets	to	roll	all	six	dice	again	for	a	chance	to	earn	more	points.	This	“hot	dice”	move	can	be	repeated
over	and	over.	When	the	player	has	either	banked	their	points	or	Farkled,	the	dice	are	passed	to	the	next		player.	The	next	player	rolls	all	six	dice.	Play	continues	until	it	is	your	turn	again.	To	win	at	Farkle	you	must	be	the	player	with	the	highest	score	above	10,000	points	on	the	final	round	of	play.	The	following	combinations	can	be	scored:	a	singe
dice	showing	a	1	or	a	5	(see	image	above)	three	of	a	kind,	such	as,	2	2	2	(see	image	above)	three	pairs,	3	3,	5	5,	6	6	for	example	(see	image	below)	a	six-dice	straight,	1	2	3	4	5	6	You	must	select	at	least	one	scoring	die	after	each	roll.	After	you	select	the	dice	you	want	to	keep	you	can	either	risk	all	the	points	earned	this	turn	and	roll	the	remaining	dice
(the	fewer	dice	you	roll	the	greater	the	chance	you	will	Farkle,	see	Farkle	Odds)	or	bank	those	hard	earned	points	on	your	way	to	10,000+	points.	When	10,000	or	more	points	are	scored,	that	player	goes	out.	Each	player	gets	one	more	turn	to	beat	the	high	score	(this	rule	varies	by	families	and	friends).	Scoring	is	based	on	selected	dice	in	each	roll.
You	cannot	earn	points	by	combining	dice	from	different	rolls.	For	example,	if	you	roll	a	5,	5	(50,	50	points	each	for	a	total	of	100	points)	and	then	roll	another	5	(50	points),	you	can’t	combine	the	5,	5	with	the	5,	to	form	three	of	a	kind	(	which	is	500	points).	(See	image	below)	Our	iOS	and	Android	apps	puts	a	bar	between	the	each	roll	to	remind	you	of
this	rule.	If	none	of	your	dice	rolled	earn	points,	you	get	a	Farkle	and	lose	any	earned	points	that	round.	Warning!	Three	Farkles	in	a	row	and	you	lose	1,000	points.	Ouch!	The	1	and	5	spot	dice	are	super	special,	as	they	are	the	only	dice	that	can	be	scored	outside	of	a	combination	(such	as	three	of	a	kind).	A	1	earns	100	points	A	5	earns	50	points
Three	of	kind	earn	the	face	value	times	100,	e.g.,	2,	2,	2	=	200	points	Three	1s	are	special	and	earn	1,000	points	Three	Pairs	is	worth	750	points	A	straight	earns	1,000	points	Your	first	rolls	show	1,	2,	3,	3,	5,	and	6.	You	keep	the	1	(100	points)	and	the	5	(50	points)	for	150	points.	You	then	opt	to	roll	the	remaining	four	dice.	On	that	roll,	you	get	2,	2,	2,
and	6.	You	select	the	three	of	a	kind	(2,	2,	2)	for	200	points	and	decide	to	bank	your	350	points	(150	plus	200).	The	final	round	starts	as	soon	as	any	player	reaches	10,000	or	more	points.	Farkle	is	a	very	old	game	and	is	played	throughout	the	world.	Rules	vary	by	country,	by	states,	even	within	families.	The	official	rules	above	are	the	most	common
but	here	are	a	few	scoring	and	fun	game	play	variations.	Break	In	Score	–	A	minimal	score	needed	to	get	on	the	board.	You	must	keep	rolling	until	that	amount	is	reached,	such	as	300	points.	Three	Pairs	–	Some	players	do	not	allow	three	pairs	to	score,	while	others	score	it	as	500,	750	or	1,500	points.	Triple	Farkle	–	Usually	1,000	points	are	deducted
(ouch)	but	some	players	only	deduct	500	points,	while	others	deduct	zero,	especially	when	playing	with	children.	Three	Aces	Score	–	Although	the	classic	is	to	score	1,000	big	points,	others	will	simply	score	it	as	100	points.	Must	Roll	Again:	If	all	Six	Dice	Scored	–	AKA	Hot	Dice;	If	you	select	all	the	dice	you	must	roll	again.	4	of	a	Kind	–	Take	the	score
of	three	of	a	kind	and	multiply	it	by	2.	5	of	a	Kind	–	Take	the	score	of	three	of	a	kind	and	multiply	it	by	3.	6	of	a	Kind	–	Take	the	score	of	three	of	a	kind	and	multiply	it	by	4.	Straight	Score	–	Points	scores	vary	from	1,000	to	1,500.	Play	to	5,000	–	Instead	of	10,000	points	you	can	play	a	quick	game	to	5,000	or	for	a	longer	game	play	to	20,000.	Two
Triples	–	Score	2500	points	instead	of	the	values	of	both	triples	Piggybacking	or	High-Stakes	–	Instead	of	rolling	six	dice	you	can	choose	to	roll	the	remaining	dice	of	the	previous	players.	For	example,	the	previous	player	may	have	rolled,	5,	5,	5	and	banks	500	points.	You	can	choose	to	roll	the	remaining	three	dice	and	if	those	dice	score	then	you	get
500	points	plus	the	amount	you	rolled.		This	rule	will	completely	change	the	risk	taking	behavior	of	the	game	because	the	player	now	needs	to	think	about	their	and	the	next	players	risk	tolerance.	Our	Farkle	Rules	are	in	PDF	format.	Just	click	on	the	picture	of	the	Farkle	Rules	to	open	the	file	and	print.	We	created	our	Farkle	Rules	to	be	used	with	our
Farkle	Dice	Games,	but	you	are	free	to	print	out	the	instructions	and	use	them	with	any	Farkle	game.	Farkle	(also	referred	to	as	10000	and	Zilch)	is	a	very	popular	dice	game	of	unknown	origin.	It	can	be	played	with	just	a	set	of	six	dice	and	some	paper	for	scoring.	The	rules	are	simple	-	providing	the	perfect	mix	of	luck,	strategy,	and	risk-taking.	The
player	with	the	highest	score	above	10,000	points	on	the	final	round	of	play	wins!	Each	player	takes	turns	rolling	the	dice.	When	it's	your	turn,	you	roll	all	six	dice	at	the	same	time.	You	can	practice	rolling	dice	on	our	Dice	Roller	page.	Points	are	earned	every	time	you	roll	a	1	or	5,	three	of	a	kind,	three	pairs,	a	six-dice	straight	(1,2,3,4,5,6),	or	two
triplets.	If	none	of	your	dice	earned	points,	that's	a	Farkle!	Since	you	earned	no	points,	you	pass	the	dice	to	the	next	player.	If	you	rolled	at	least	one	scoring	die,	you	can	bank	your	points	and	pass	the	dice	to	the	next	player,	or	risk	the	points	you	just	earned	during	this	round	by	putting	some	or	all	of	the	winning	die	(dice)	aside	and	rolling	the
remaining	dice.	The	remaining	dice	may	earn	you	additional	points,	but	if	you	Farkle,	you	lose	everything	you	earned	during	the	round.	Scoring	is	based	only	on	the	dice	in	each	roll.	You	cannot	earn	points	by	combining	dice	from	different	rolls.	You	can	continue	rolling	the	dice	until	you	either	Pass	or	Farkle.	Then	the	next	player	rolls	the	six	dice
until	they	Pass	or	Farkle.	Play	continues	until	it	is	your	turn	again.	The	final	round	starts	as	soon	as	any	player	reaches	10,000	or	more	points.	The	scoring	dice	are	(in	a	single	roll):	ONES	:	100	FIVES	:	50	3	ONES	:	1000	3	TWOS	:	200	3	THREES	:	300	3	FOURS	:	400	3	FIVES	:	500	3	SIXES	:	600	3	PAIRS	:	1500	2	TRIPLETS	:	2500	4	OF	A	KIND	:	1000
5	OF	A	KIND	:	2000	6	OF	A	KIND	:	3000	STRAIGHT	(1-2-3-4-5-6)	:	1500	3	FARKLES	IN	A	ROW	:	Lose	1000	Farkle	-	America's	Favorite	Dice	Game!	This	pirate	dice	game	is	simple	to	learn	and	fun	to	play!	Roll	them	bones	and	earn	points	for	various	scoring	combinations,	but	be	careful	-	if	ye	fail	to	score,	those	points	are	gone!	Pirate	Farkle	Deluxe
awards	double	points	for	certain	scoring	combinations!	Includes	6	standard	size	dice	(5/8"),	black	dice	bag,	instructions	and	score	sheet.	For	2	or	more	players.	Ages	8	to	adult.	GET	1	FREE	DICE	CUP	WITH	PURCHASE	OF	2	GAMES!	Pirate	Farkle	Deluxe	Price$14.95	WARNING:	CHOKING	HAZARD	-	Small	parts.	Not	for	children	under	3	yrs.	This
pirate	dice	game	is	simple	to	learn	and	fun	to	play!	Roll	them	bones	and	earn	points	for	various	scoring	combinations,	but	be	careful	-	if	ye	fail	to	score,	those	points	are	gone!	Includes	6	standard	size	dice	(5/8"),	black	dice	bag,	instructions	and	score	sheet.	For	2	or	more	players.	Ages	8	to	adult.	GET	1	FREE	DICE	CUP	WITH	PURCHASE	OF	2
GAMES!	Pirate	Farkle	Black	Price$14.95	WARNING:	CHOKING	HAZARD	-	Small	parts.	Not	for	children	under	3	yrs.	This	pirate	dice	game	is	simple	to	learn	and	fun	to	play!	Roll	them	bones	and	earn	points	for	various	scoring	combinations,	but	be	careful	-	if	ye	fail	to	score,	those	points	are	gone!	Includes	6	standard	size	dice	(5/8"),	black	dice	bag,
instructions	and	score	sheet.	For	2	or	more	players.	Ages	8	to	adult.	GET	1	FREE	DICE	CUP	WITH	PURCHASE	OF	2	GAMES!	Pirate	Farkle	White	Price$14.95	WARNING:	CHOKING	HAZARD	-	Small	parts.	Not	for	children	under	3	yrs.	This	pirate	dice	game	is	simple	to	learn	and	fun	to	play!	Roll	them	bones	and	earn	points	for	various	scoring
combinations,	but	be	careful	-	if	ye	fail	to	score,	those	points	are	gone!	Includes	6	standard	size	dice	(5/8"),	black	dice	bag,	instructions	and	score	sheet.	For	2	or	more	players.	Ages	8	to	adult.	GET	1	FREE	DICE	CUP	WITH	PURCHASE	OF	2	GAMES!	Pirate	Farkle	Red	Price$14.95	WARNING:	CHOKING	HAZARD	-	Small	parts.	Not	for	children	under	3
yrs.	These	polypropylene	jars	make	ideal	dice	cups	for	farkle	and	other	dice	games.	Black	high	gloss	finish.	Includes	a	twist-off	lid	so	it	can	double	as	a	dice	carrier!	Measures	about	3-1/2"	tall	x	3"	across.	Not	sold	seperately	-	must	be	puchased	with	one	of	our	dice	games.	GET	1	FREE	DICE	CUP	WITH	PURCHASE	OF	2	GAMES!	Dice	Cup	Price$2.95
Farkle	is	a	fun	dice	game	with	easy	to	learn	instructions.	This	new	deluxe	version	awards	double	points	for	red,	white,	and	blue	scoring	combinations!	Includes	6	standard	size	dice	(5/8"),	black	dice	bag,	instructions	and	score	sheet.	For	2	or	more	players.	Ages	8	to	adult.	GET	1	FREE	DICE	CUP	WITH	PURCHASE	OF	2	GAMES!	Farkle	Deluxe
Price$10.95	WARNING:	CHOKING	HAZARD	-	Small	parts.	Not	for	children	under	3	yrs.	STANDARD	SIZE	DICE	(5/8")	ALSO	AVAILABLE	IN	THESE	CLASSIC	COLORS:	Red	Farkle	Price$10.95	Green	Farkle	Price$10.95	Blue	Farkle	Price$10.95	Yellow	Farkle	Price$10.95	Black	Farkle	Price$10.95	Ivory	Farkle	Price$10.95	GET	1	FREE	DICE	CUP	WITH
PURCHASE	OF	2	GAMES!	WE	CAN	MIX	AND	MATCH	THE	ABOVE	COLORED	DICE	TO	CREATE	A	CUSTOM	SET	FOR	YOU!	1	Roll	the	dice	to	see	who	will	start	the	game.	As	long	as	you	have	at	least	2	people,	there’s	no	limit	to	how	many	people	can	play	a	game	of	Farkle.	Have	each	person	roll	1	die.	Whoever	rolls	the	highest	number	will	start	the
game,	and	players	will	take	turns	going	clockwise	from	there.	If	multiple	people	roll	the	same	number,	have	them	roll	again	until	just	1	person	is	left	holding	the	highest	number.	2	Designate	one	person	to	be	the	scorekeeper.	The	scorekeeper	plays	a	very	important	role	and	will	be	in	charge	of	writing	down	and	calculating	all	of	the	other	players’
scores	as	the	game	goes	on.	That	being	said,	make	sure	that	everyone	knows	the	scoring	rules	so	that	you	all	can	help	the	scorekeeper	keep	track.	The	point	system	is	as	follows:	Single	1	=	100	points	Single	5	=	50	points	Three	1s	=	300	points	Three	2s	=	200	points	Three	3s	=	300	points	Three	4s	=	400	points	Three	5s	=	500	points	Three	6s	=	600
points	Four	of	any	number	=	1,000	points	Five	of	any	number	=	2,000	points	Six	of	any	number	=	3,000	points	1-6	straight	=	1,500	points	(i.e.,	Rolling	1,	2,	3,	4,	5,	6	in	a	single	throw)	Three	pairs	=	1,500	points	(e.g.,	Two	1s,	two	5s,	and	two	6s)	Four	of	any	number	with	a	pair	=	1,500	points	(e.g.,	Four	2s	and	two	1s)	Two	triplets	=	2,500	points	(e.g.,
Three	3s	and	three	4s)	Advertisement	3	Roll	500	points	in	one	turn	to	officially	enter	the	game.	On	your	first	turn,	you	must	get	at	least	500	points	to	officially	be	in	the	game.	When	it’s	your	turn,	roll	all	6	dice	at	the	same	time.	Remove	at	least	1	die	that	is	worth	points	(called	a	“point	die”)	and	throw	the	remaining	dice	again.	If	you	don’t	throw	any
point	dice,	your	turn	is	over,	and	you	“farkle.”	If	you	“farkle”	before	reaching	500	points,	your	score	stays	0,	and	you’ll	try	again	on	your	next	turn.	You	don’t	have	to	set	aside	all	of	the	point	dice	right	away.	In	some	cases,	it’s	actually	more	strategic	to	rethrow	some	of	the	point	dice	to	get	a	higher	score.	For	example,	let’s	say	you	roll	2	point	dice—a	1
and	a	5.	In	this	case,	it	might	be	strategic	to	keep	the	1	aside	and	place	the	5	back	with	the	rest	of	the	non-point	dice	and	roll	again.	You	now	have	a	better	chance	at	rolling	a	three-of-a-kind	(or	other	combination)	and	increasing	your	score.	4	Keep	rolling	if	you	throw	“hot	dice.”	If	all	6	dice	become	point	dice,	you	must	throw	all	6	dice	again	and
continue	playing.	This	is	called	“hot	dice.”	There’s	no	limit	to	the	number	of	hot	dice	you	can	throw,	so	technically,	your	turn	can	go	on	for	a	very	long	time	if	you’re	lucky.	This	is	the	best	way	to	rack	up	points.	However,	if	you	“farkle,”	you	lose	all	of	your	points	for	that	turn.	If	all	6	dice	are	point	dice	on	your	first	roll,	you	immediately	get	to	throw	all
of	them	again.	Taking	out	point	dice	one	by	one	until	all	6	have	turned	into	point	dice	is	also	a	form	of	hot	dice.	Take	this	sample	roll	as	an	example:	Roll	1:	1,	1,	2,	3,	5,	6You	set	aside	the	two	1s	and	have	4	dice	remaining.	Roll	2:	1,	4,	5	,	6You	set	aside	the	single	1	and	have	3	dice	remaining.	Roll	3:	5,	5,	5Three	5s	is	worth	500	points.	All	of	your	dice
have	become	point	dice,	so	now	you	must	throw	all	6	“hot	dice”	again.	5	Keep	rolling	the	dice	until	you	decide	to	stop	or	“farkle.”	This	is	where	the	excitement	really	amps	up.	You	have	the	option	to	play	it	safe	and	stop	after	collecting	a	few	points,	or	risk	it	all	by	continuing	to	throw.	Just	remember	that	if	you	“farkle,”	you	lose	all	of	your	points	for
that	turn	and	the	game	moves	on	to	the	next	player.	Carefully	consider	strategy	in	deciding	whether	to	roll	or	stop.	For	example,	if	you	throw	1,	2,	3,	3,	3,	5,	any	of	the	following	plays	are	possible:	Score	three	3s	as	300	points	and	then	roll	the	remaining	three	dice.	Score	the	single	1	as	100	points	and	then	roll	the	remaining	five	dice.	Score	the	single
5	as	50	points	and	then	roll	the	remaining	five	dice.	Score	three	3s,	the	single	1,	and	the	single	5	for	a	total	of	450	points,	and	then	roll	the	remaining	die.	Score	three	3s,	the	single	1,	and	the	single	5	for	a	total	of	450	points.	Stop	rolling	and	keep	your	450	points.	In	the	cases	where	you	decide	to	continue	rolling,	you	risk	“farkling”	and	losing	all	of
your	points.	However,	there’s	also	a	chance	you	roll	“hot	dice”	and	get	to	keep	playing.	6	Keep	track	of	everyone’s	scores	as	you	play.	After	each	person’s	turn	is	over,	write	down	the	points	they	earned	for	that	turn.	Then,	add	all	of	their	points	together	to	get	their	total	score.	7	Play	until	someone	reaches	10,000	points.	The	game	ends	when	someone
passes	10,000	points.	After	their	turn	is	over,	everyone	else	gets	1	turn	to	try	and	beat	the	winner’s	score.	Whoever	ends	up	with	the	highest	score	is	the	winner.	The	person	who	passes	10,000	points	first	sets	the	end	point	goal	for	the	other	players.	The	other	players	must	then	try	and	beat	that	goal.	For	example,	let’s	say	person	A	passed	10,000
points	on	their	last	turn	and	ended	with	a	total	score	of	10,300.	Now,	the	rest	of	the	players	get	one	more	turn	to	try	and	get	more	than	10,300	points.	If	person	B	ended	up	with	a	total	score	of	10,400	after	this	last	additional	turn,	they	are	the	winner	of	the	game.	Advertisement	Farkle	goes	back	a	long	way	and	it	would	take	a	few	pages	to	relate	the
whole	history,	so	we	will	try	to	sum	it	up	in	one	sentence.	Back	in	the	Early	13th	Century,	after	having	many	daughters,	Sir	Anthony	XVIII	of	Wasack	finally	had	a	son,	but	Sir	Anthony	begrudged	the	tradition	of	naming	sons	after	their	fathers,	(after	all	he	was	the	18th	in	a	long	line	of	Anthony’s	of	Wasack)	so	he	decided	to	break	the	tradition,	but	he
couldn’t	think	of	a	suitable	name	for	his	new	son	so	his	son	went	nameless	for	about	a	year	when,	while	playing	with	his	favorite	toy,	a	set	of	wooden	dice,	he	spoke	his	first	word,	which	was	the	word	“farkle”,	and	in	commemoration	of	this	great	event,	Sir	Anthony	the	XVIII	of	Wasack,	decided	to	give	his	son	this	unique	name	while	he	was	on	the
earth,	speaking	of	earth,	that	is	where	Dacy	and	Amy	found	the	ancient	manuscript	with	the	official	rules	of	the	unique	game	of	Farkle,	which	was	the	game	that	Sir	Farkle	I	of	Wasack	invented.	(Some	sentence!)	Equipment	Number	of	Players	Anywhere	between	2	and	86	players	may	play	in	one	game.			Anymore	than	that,	and	it’s	just	way	too	long
before	you	get	to	roll	the	dice	again,	let	alone	the	size	of	the	room	you’d	need.	The	Object	To	acquire	points	by	a	systematic	rolling	of	the	dice.	Preparation	Sit	around	the	selected	flat	surface,	write	the	names	of	each	player	on	the	scratch	paper	with	the	pencil	(or	pen),	open	Tostitos®	chips	and	salsa,	&	grasp	dice	in	closed	fist.	Points	Points	are
acquired	one	of	three	different	ways.	A	roll	of	a	1	is	worth	100	points.	A	roll	of	a	5	is	worth	50	points.	Three	(3)	dice	rolled	at	the	same	time	with	the	same	value	is	worth	100	times	the	face	value,	for	example:	three	2’s	rolled	is	200	points	and		three	5’s	rolled	is	500	points.	One	exception	to	this	rule	is	that	three	1’s	rolled	is	1,000	points	rather	than	100
points.	The	Play	The	first	player	rolls	all	six	dice	at	the	same	time	and	sets	aside	any	“point	dice”	(1’s,	5’s,	or	three	of	a	kind)	that	appear.	At	this	point,	the	player	has	the	option	to	continue	to	roll	the	remaining	dice	to	collect	even	more	points,	or	stop	and	keep	any	points	acquired.	A	Farkle	occurs	when	the	dice	are	rolled	and	no	point	dice	appear.	At
this	point	the	player	loses	all	the	point	dice	he/she/it	has	collected	during	that	turn,	and	the	play	passes	to	the	player	to	the	left.	No	points	are	recorded	on	the	scratch	paper.	If	a	player	decides	not	to	risk	rolling	a	Farkle	then	he/she/it	can	stop	rolling	and	the	play	passes	to	the	player	to	the	left.			Any	points	collected	during	that	turn	are	then	recorded
on	the	scratch	paper.	At	this	point	the	player	may	eat	some	Tostitos®	Chips	and	salsa.	Yum!	If,	in	the	course	of	one	turn,	all	six	dice	become	point	dice	and	are	set	aside,	the	player	must	roll	all	six	dice	at	least	one	more	time,	before	stopping	and	keeping	the	points	collected.	Entering	the	Game	In	order	for	a	player	to	initially	enter	the	game,	(record
points	on	the	scratch	paper),	he/she/it	must	continue	to	roll	until	at	least	1,000	points	are	collected	during	one	turn.	Once	the	player	officially	enters	the	game,	the	points	are	recorded	and	that	player	may	stop	rolling	at	any	time	during	future	turns.		Sometimes	it	might	take	many	turns	before	a	player	can	get	on	the	board.	Secret	Strategy:	All	point
dice	do	not	have	to	be	set	aside.	If	you	roll	a	1	and	a	5,	sometimes	it	may	be	strategic	to	keep	the	1	and	roll	the	5	again	with	the	rest	of	the	non-point	dice.	This	may	give	you	a	better	chance	of	rolling	a	three	of	a	kind.	But,	at	least	one	point	die	must	be	set	aside	after	each	roll.	Special	Rule:	If	a	Farkle	is	rolled	when	rolling	all	six	dice	at	once,	it	is
termed	a	“six-die	Farkle.”	When	this	occurs	all	players	must	throw	their	hands	in	the	air,	wiggle	back	and	forth	and	sing	“SIX-DIE	FARKLE.”	Any	player	refusing	to	follow	this	very	important	rule	loses	one	point	and	can’t	have	any	Tostitos®	Chips	and	salsa.	Other	ways	of	playing:	While	the	original	rules	didn’t	allow	this,	many	electronic	versions	of
the	game	now	play	with	the	following	rule:	If	you	roll	4	of	a	kind,	your	score	doubles.	So	if	you	roll	4	3’s,	you	get	600	rather	than	300.	With	5	of	a	kind,	it	doubles	again.	Etc.		Read	about	more	alternative	rules	here.	We	are	purists	and	play	by	the	original	rules,	but	I	decided	to	put	this	on	the	website	because	it	is	one	of	the	most	common	questions	I



get	asked.	Winning	(As	Charlie	might	say)	In	order	to	win,	A	player	must	get	10,000	points	recorded	on	the	scratch	paper	for	a	normal	game	or	8,435,042	points	recorded	if	your	are	going	to	play	the	extra	long	game.	After	a	player	gets	over	10,000,	each	of	the	other	players	get	one	turn	to	try	to	beat	the	first	player	who	goes	out.	If	none	of	them	beat
his	or	her	score,	then	he	or	she	is	declared	the	winner.	If	someone	beats	his	or	her	score	then	that	new	player	wins	the	game.	Questions	or	Comments	email	info@officialfarklerules.com	In	the	dice	game	Farkle,	players	take	turns	rolling	a	set	of	dice	and	aiming	to	score	as	many	points	as	possible.	The	game	involves	luck,	strategy,	and	decision	making.
The	objective	is	to	accumulate	points	by	creating	specific	combinations	with	the	dice.	The	more	points	you	earn,	the	closer	you	get	to	victory!	Farkle	is	played	in	rounds,	and	the	goal	is	to	be	the	first	player	to	reach	a	certain	point	target,	typically	10,000	points.	You	can	adjust	this	target	based	on	your	preferences	or	the	amount	of	time	you	have.	Each
round,	players	take	turns	rolling	the	dice,	deciding	whether	to	score	their	points	or	continue	rolling	to	accumulate	more.	The	game	continues	until	someone	hits	the	point	target.	But	there’s	a	twist!	If	you	fail	to	score	any	points	on	your	turn	(this	is	called	"Farkling"),	you	lose	all	the	points	you've	accumulated	in	that	round	and	pass	the	turn	to	the	next
player.	This	twist	adds	a	lot	of	excitement	and	risk,	making	every	roll	a	strategic	decision.	Farkle	is	all	about	balancing	luck	with	smart	decision-making.	Sometimes	you	need	to	take	calculated	risks,	push	your	luck,	or	play	it	safe,	depending	on	the	situation.	Analyzing	the	dice	rolls,	considering	your	opponents'	scores,	and	deciding	whether	to	keep
rolling	or	stop	is	where	strategy	comes	in.	(You	can	learn	more	about	that	in	our	detailed	guide	on	Farkle	strategy.)	Now	that	you	have	a	good	overview	of	the	Farkle	rules,	let's	dive	into	the	detailed	rules	and	strategies.	In	the	next	sections,	we	will	go	over	the	step-by-step	instructions,	scoring	combinations,	different	Farkle	rules	variants,	and	tips	for
maximizing	your	chances	of	winning.	ADVERTISEMENT	NUMBER	OF	PLAYERS	Farkle	can	be	played	by	2	or	more	players,	but	is	best	with	3-8	players.	FARKLE	COMPONENTS	To	play	Farkle,	you'll	need	the	following	game	components:	There	are	also	a	huge	variety	of	boxed	Farkle	games	available,	including	Farkle	party	boxes	that	include	dice,
cups,	and	more	for	up	to	6	players.	(#ads)	But	if	you	want	some	awesome	dice,	shop	our	dice	superstore	at	DiceGameDepot.comOver	a	thousand	varieties	of	dice	styles	and	colors	for	sale!	You	can	buy	dice	as	singles	or	in	sets,	allowing	you	to	customize	your	Farkle	games	or	provide	every	player	with	their	own	set	of	dice!	And	we	provide	a	free
printable	Farkle	score	sheet	and	scoring	and	rules	summary.	Also,	be	sure	and	check	out	our	downloadable,	printable	Farkle	Pack	--	your	ultimate	Farkle	companion!	Inside,	you'll	find	the	classic	Farkle	rules,	descriptions	of	optional	rule	and	scoring	variants,	a	handy	score	sheet	with	rule	variant	trackers,	and	a	variant	scoring	and	rules	summary
sheet.	But	wait,	there's	more!	It	also	includes	full	instructions	for	two	exclusive,	adrenaline-pumping	Farkle	games:	Time	Bomb	Farkle	and	Royal	Farkle.	In	Time	Bomb	Farkle,	you'll	face	the	tantalizing	temptation	of	an	extra	die.	Use	it	to	score	points,	but	beware—it	might	explode	and	blow	your	points	to	smithereens!	It's	a	high-stakes	game	of	"do	I
or	don't	I?"	that	will	have	you	on	the	edge	of	your	seat.	And	then	there's	Royal	Farkle,	the	high	risks,	high	rewards	variant.	With	a	standard	deck	of	cards	and	some	differently-colored	dice,	regular	Farkle	transforms	into	a	regal	affair,	where	fortune	and	fate	dance	a	tantalizing	tango.	Think	you’ve	got	what	it	takes	to	be	Farkle	royalty?	Spice	up	your
Farkle	nights	with	the	Dice	Game	Depot	Farkle	Pack,	featuring	exciting	rule	variants	and	exclusive	games	for	endless	fun!	ADVERTISEMENT	Farkle	Rules:	Detailed	Rules	and	Scoring	The	following	Farkle	rules	are	the	most	commonly	used,	but	there	are	numerous	variations	to	choose	from	(see	our	list	of	Scoring	and	Play	Variations	below).	Before
the	game	begins,	players	should	establish	which	rules	or	variations	will	be	used.	Our	scoring	summary	chart	makes	this	process	easy	and	provides	for	endless	variety	in	your	Farkle	games!	One	player	is	chosen	to	begin	and	play	moves	clockwise	around	the	table.	On	a	player's	turn,	they	roll	all	six	dice	and	check	to	see	if	they	have	rolled	any	scoring
dice	or	combinations.	(See	Farkle	Scoring	below.)	Any	dice	that	score	may	be	set	aside	and	then	the	player	may	choose	to	roll	all	the	remaining	dice.	The	player	must	set	aside	at	least	one	scoring	die	of	their	choice	if	possible	but	they	are	not	required	to	set	aside	all	scoring	dice.	For	example,	if	a	player	rolled	1-2-2-5-5-6	on	their	turn,	they	could	set
aside	the	1	and	the	two	5's,	or	they	could	choose	to	set	aside	only	the	two	5's,	or	only	a	single	5,	or	only	the	1.	Any	scoring	dice	that	are	not	set	aside	may	be	rerolled	along	with	the	non-scoring	dice.	If	all	six	dice	have	been	set	aside	for	scoring	(known	as	having	“hot	dice”),	the	player	can	choose	to	roll	all	six	dice	again	and	continue	adding	to	their
accumulated	score	or	they	can	bank	their	points,	end	their	turn,	and	pass	the	dice	to	the	next	player.	A	player’s	turn	continues	until	either	they	decide	to	stop	(at	which	point	they	then	score	their	accumulated	points)	or	until	they	fail	to	roll	any	scoring	dice	on	a	throw.	If	a	player	scores	no	points	on	a	roll,	this	is	known	as	a	Farkle.	Rolling	a	farkle
ends	the	player's	turn	and	all	of	their	points	gained	so	far	that	turn	are	lost.	At	the	end	of	a	player’s	turn,	any	points	they	have	scored	are	tallied	on	the	scoresheet	and	the	dice	are	passed	to	the	next	player.	Farkle	Rules:	How	Do	You	Score?	There	are	ten	different	ways	to	score	in	the	basic	Farkle	rules.	By	setting	aside	dice	that	match	any	of	the
following	categories,	you	earn	points!	FARKLE	SCORING	1	100	points	5	50	points	Three	1's	1,000	points	Three	2's	200	points	Three	3's	300	points	Three	4's	400	points	Three	5's	500	points	Three	6's		600	points	1-2-3-4-5-6	3000	points	3	Pairs	1500	points	(including	4-of-a-kind	and	a	pair)	Note	that	scoring	combinations	only	count	when	made	with	a
single	throw.	(Example:	If	a	player	rolls	a	1	and	sets	it	aside	and	then	rolls	two	1’s	on	their	next	throw,	they	only	score	300	points,	not	1000.)	Sometimes	a	single	roll	will	provide	multiple	ways	to	score.	For	example,	a	player	rolling	1-2-4-5-5-5	could	score	in	one	of	the	following	ways:	100	points	for	setting	aside	the	1	150	points	for	setting	aside	the	1
and	a	single	5	500	points	for	setting	aside	the	three	5's	600	points	for	setting	aside	the	1	and	the	three	5's	In	this	case,	scoring	the	600	points	is	probably	the	best	option,	but	should	you	then	roll	again	using	the	two	remaining	dice?	To	get	further	insights	into	the	game,	read	our	article	Farkle	Strategies	and	Tactics	for	Dice	Game	Success.	Farkle
Rules:	How	Do	You	Win?	The	first	player	to	score	a	total	of	10,000	or	more	points	on	their	turn	wins.	ADVERTISEMENT	Farkle	Rules:	Scoring	and	Play	Variations	The	Farkle	rules	described	above	are	for	the	standard,	original	version	of	Farkle.	But	new	optional	rules	and	scoring	variations	have	been	created	by	Farkle	fans	around	the	world,	and	these
are	listed	below.	These	can	be	used	in	combination	with,	or	in	place	of,	the	basic	scoring	scheme	above.	You	are	free	to	choose	any	or	all	of	the	variations	that	you	wish,	although	you	may	only	want	to	use	one	or	two	at	a	time	so	that	the	game	doesn't	get	too	complicated.	The	basic	scoring	rules,	along	with	all	these	variants,	are	conveniently	listed	on
our	free	Farkle	score	sheets	and	scoring	and	rules	summary.	Three	pairs	=	500	pointsAlternatively:	600,	750,	1000,	or	1,500	points	Four	of	a	kind	=	2x	(double)	the	3-of-a-kind	valueAlternatively:	1000	pointsAlternatively:	4x	the	3-of-a-kind	value	Five	of	a	kind	=	Triple	the	3-of-a-kind	valueAlternatively:	2000	pointsAlternatively:	6x	the	3-of-a-kind	value
Six	of	a	kind	=	Quadruple	the	3-of-a-kind	valueAlternatively:	3000	pointsAlternatively:	8x	the	3-of-a-kind	value	Six	1’s	=	5000	pointsAlternatively:	The	player	instantly	wins	Two	triplets	=	2500	points	Three	1’s	=	300	points	(Known	as	a	Pocket	Farkle)	Straight	=	1500	pointsAlternatively:	0,	1200,	2000,	or	2500	points	Opening	ScoreWhen	the	game
begins,	each	player	must	continue	throwing	the	dice	until	they	have	scored	at	least	500	points	or	until	they	Farkle.	Once	they	have	reached	the	500	points,	they	are	free	to	continue	rolling	or	end	their	turn.Opening	scores	of	350,	400,	600,	or	1000	points	may	be	used	instead	of	500.	This	rule	makes	it	harder	to	start	accumulating	points,	adding	an
extra	layer	of	strategy	and	risk	management	to	the	early	game.	Higher	(or	Lower)	Winning	ScoreThe	target	score	needed	to	win	the	game	is	greater	or	less	than	10,000	(e.g.,	20,000	or	5000)	Hot	Dice	RollWhen	a	player	uses	all	six	dice	in	scoring	combinations	during	a	single	turn,	they	must	roll	all	of	the	dice	again	at	least	once.As	another	optional
rule,	the	player	receives	an	additional	bonus	of	1000	points	if	they	score	again	with	all	six	dice.	This	rule	can	lead	to	massive	point	accumulations	and	makes	the	game	more	unpredictable	and	thrilling.	Three	FarklesA	player	who	rolls	three	Farkles	in	a	row	loses	1000	points.	Toxic	TwosFour	or	more	2’s	thrown	in	a	single	roll	cancels	the	player’s
entire	score	for	that	turn	and	ends	their	turn	immediately.	No	Points	for	5sIn	the	standard	game,	a	single	5	is	worth	50	points.	Some	players	choose	to	eliminate	this	scoring	option	to	increase	the	difficulty.	Without	the	safety	net	of	scoring	5s,	players	must	rely	on	higher	combinations	to	accumulate	points,	making	the	game	more	challenging.	High
Stakes	(or	Greed)A	player	may	choose	to	begin	their	turn	by	rolling	the	dice	remaining	from	the	previous	player’s	turn	(e.g.,	those	dice	that	were	not	set	aside	for	scoring	from	the	previous	player’s	turn).	If	the	player	scores	with	any	of	the	dice	on	the	first	roll,	they	receive	1000	points	in	addition	to	any	other	points	they	may	accumulate.	WelfareA
player	must	score	exactly	10,000	points	to	win	the	game.	If	a	player	scores	more	than	10,000	points,	then	all	points	scored	that	turn	are	given	to	the	player	with	the	lowest	score.	Five	Dice	FarkleFive	dice	are	used	instead	of	six.	(Obviously,	certain	scoring	combinations,	such	as	three	pair,	are	impossible	using	this	variant.)	Team	FarkleThe	game	is
played	in	teams.	Teammates	sit	opposite	each	other	at	the	table	and	combine	their	scores.	The	game	is	typically	played	to	20,000	points	instead	of	10,000.	Speed	FarkleFor	those	who	prefer	a	faster-paced	game,	Speed	Farkle	introduces	a	time	limit	for	each	player's	turn,	usually	around	30	seconds.	This	rule	keeps	the	game	moving	quickly	and	adds
pressure	to	make	rapid	decisions.	ADVERTISEMENT	Farkle	Rules:	Scoring	Tactics	Mastering	Farkle	scoring	requires	a	combination	of	risk	assessment	and	strategic	decision-making.	Here	are	some	tactics	to	improve	your	scoring	game:	Focus	on	high-scoring	combinations:	Prioritize	rolling	three	of	a	kind,	three	1s,	three	6s,	and	a	straight	sequence,
as	these	combinations	offer	significant	points.	Avoid	excessive	risk-taking:	While	attempting	to	achieve	high-scoring	combinations	can	be	rewarding,	be	mindful	of	the	potential	consequences.	Remember	that	rolling	dice	that	do	not	contribute	to	any	scoring	combination	will	result	in	losing	all	your	accumulated	points	for	that	turn.	Strategically	bank
your	points:	If	you	have	already	scored	points	in	a	turn,	consider	banking	them	to	safeguard	your	progress.	This	strategy	prevents	you	from	losing	everything	in	case	of	a	Farkle.	By	understanding	the	scoring	system	and	implementing	effective	tactics,	you	can	become	a	skilled	Farkle	player	and	outscore	your	opponents.	So	roll	the	dice,	aim	for	those
high-scoring	combinations,	and	enjoy	the	thrill	of	the	game!	Tips	for	Beginners	If	you're	new	to	Farkle,	getting	started	can	be	exciting	but	also	a	bit	overwhelming.	Don't	worry!	In	this	section,	we've	gathered	some	valuable	tips	and	advice	to	help	you	navigate	your	way	through	the	game	and	make	the	most	of	your	dice	rolls.	1.	Familiarize	Yourself
with	the	Rules	Before	diving	into	your	first	game	of	Farkle,	take	the	time	to	understand	the	rules.	Make	sure	you	know	how	to	score	points	and	which	combinations	are	valuable.	This	will	lay	a	solid	foundation	for	your	Farkle	journey.	2.	Take	Calculated	Risks	When	playing	Farkle,	strategic	decision-making	is	key.	As	you	gain	more	experience,	you'll
learn	to	take	calculated	risks.	Assess	the	potential	point	rewards	of	different	combinations	and	consider	the	probability	of	rolling	a	specific	combination.	Don't	be	afraid	to	take	chances,	but	always	weigh	the	risks	before	making	your	move.	3.	Know	When	to	Stop	Farkle	can	be	an	exhilarating	game,	but	it's	important	to	know	when	to	stop.	Pay
attention	to	your	score	and	the	scores	of	your	opponents.	If	you're	ahead,	consider	playing	more	conservatively	to	protect	your	lead.	If	you're	falling	behind,	taking	bigger	risks	might	be	necessary	to	catch	up.	Remember,	Farkle	is	a	game	of	strategy	and	adaptability.	4.	Stay	Focused	and	Have	Fun	Lastly,	keep	in	mind	that	Farkle	is	ultimately	a	game
meant	to	be	enjoyed.	Stay	focused,	but	don't	forget	to	have	fun	along	the	way.	Engage	with	your	fellow	players,	celebrate	each	other's	successes,	and	be	a	good	sport.	Whether	you	win	or	lose,	the	experience	of	playing	Farkle	should	always	be	a	positive	one.	By	incorporating	these	tips	into	your	Farkle	journey,	you'll	be	well	on	your	way	to	becoming	a
skilled	player.	ADVERTISEMENT	Farkle	Rules:	Advanced	Strategies	Ready	to	take	your	Farkle	game	to	the	next	level?	Check	out	our	article	on	advanced	Farkle	strategies	to	help	you	assess	risk,	make	strategic	choices,	and	optimize	your	scoring	opportunities.	By	mastering	these	techniques,	you'll	gain	an	edge	over	your	opponents	and	increase	your
chances	of	victory	in	the	game.	Farkle	Rules:	Etiquette	and	Sportsmanship	When	playing	the	Farkle	game,	it's	not	just	about	winning;	it's	also	about	creating	a	positive	and	enjoyable	experience	for	everyone	involved.	Good	sportsmanship	and	following	proper	etiquette	are	key	in	fostering	a	friendly	and	respectful	playing	environment.	Here	are	some
guidelines	to	keep	in	mind:	Show	Respect	to	Fellow	Players	Practice	good	sportsmanship	by	treating	all	players	with	respect,	regardless	of	their	skill	level	or	experience.	Avoid	excessive	celebrating	or	rubbing	your	victories	in	the	faces	of	others.	Be	gracious	in	defeat	and	avoid	getting	frustrated	or	angry.	Remember,	it's	just	a	game!	Communicate
Effectively	Be	clear	and	courteous	when	communicating	with	other	players.	Use	polite	language	and	avoid	using	offensive	or	disrespectful	words.	Listen	to	others	and	give	them	a	chance	to	speak.	Allow	everyone	to	express	their	thoughts	and	opinions.	Ask	for	clarification	if	you	don't	understand	a	rule	or	scoring	procedure.	It's	better	to	ask	questions
than	to	make	assumptions.	Be	Mindful	of	Time	Play	in	a	timely	manner	and	avoid	unnecessarily	slowing	down	the	game.	This	shows	respect	for	the	other	players'	time	and	keeps	the	game	flowing	smoothly.	Avoid	distracting	activities	like	using	your	phone	or	engaging	in	unrelated	conversations	while	playing.	Stay	focused	and	attentive	to	the	game.	If
you	need	to	take	a	break	or	step	away	from	the	game	momentarily,	communicate	this	to	the	other	players	and	ensure	it	does	not	disrupt	the	game's	progress.	Play	Fair	and	Honor	the	Rules	Follow	the	established	rules	of	the	game.	Playing	by	the	rules	ensures	fairness	and	prevents	any	disputes	or	arguments.	Resist	the	temptation	to	manipulate	or
cheat	the	game	for	personal	gain.	Honesty	and	integrity	are	essential	in	maintaining	a	fair	and	enjoyable	playing	experience.	Be	gracious	in	accepting	decisions	made	by	the	group	when	it	comes	to	ambiguous	situations	or	rule	interpretations.	Remember,	the	goal	is	to	have	fun	together!	By	embodying	good	sportsmanship	and	practicing	proper
etiquette,	you	contribute	to	a	positive	and	harmonious	atmosphere	during	Farkle	game	sessions.	Remember	to	play	with	kindness	and	respect	for	others,	creating	lasting	memories	and	forging	strong	connections	with	fellow	players.	ADVERTISEMENT	If	you	like	Farkle,	you	may	also	want	to	give	one	or	more	of	the	following	dice	games	a	try.	We
provide	free	rules	for	each!	Sevens	Liar's	Dice	Zanzibar	Yahtzee	Lock	In	ADVERTISEMENT	Farkle	is	a	fun	and	fast-paced	dice	game	that	combines	luck	and	strategy.	Players	roll	six	dice	to	score	points	with	combinations	like	three	of	a	kind	or	a	straight.	Players	can	keep	rolling	to	build	their	score	or	bank	points,	but	if	they	roll	no	scoring
combinations,	they	lose	their	points	for	the	turn.	Here’s	how	to	play:	This	post	contains	affiliate	links.	For	more	information,	see	our	disclosures	here.	In	Farkle,	players	roll	dice	to	build	up	points	based	on	specific	scoring	combinations.	Your	aim	is	to	take	risks,	press	your	luck,	and	lock	in	high	scores—without	losing	it	all	in	a	Farkle!	Play	Time:
Approx.	30	MinutesContents:	6	Dice,	1	Shaker	Cup,	Score	PadGoal:	Be	the	first	player	to	reach	over	10,000	points!	Choose	one	player	to	act	as	the	scorekeeper.	Each	player	rolls	one	die;	the	highest	roller	goes	first.	In	case	of	a	tie,	reroll.	Turns	proceed	to	the	left.	On	your	turn,	roll	all	six	dice	using	the	shaker	cup.	After	each	roll:	Set	aside	any
scoring	dice.	You	must	set	aside	at	least	one	die	to	continue	your	turn.	Reroll	any	remaining	dice	to	keep	building	your	turn	total.	If	all	six	dice	are	scored	and	set	aside,	you	may	roll	all	six	again	to	continue	adding	to	your	total.	If	you	roll	and	don’t	score	any	points,	that’s	a	Farkle—you	lose	all	points	for	that	turn,	and	play	passes	to	the	next	player.
You	must	score	at	least	500	points	in	a	single	turn	before	your	score	can	be	written	down	for	the	first	time.	After	reaching	500	or	more	in	a	turn,	you	can	stop	rolling	at	any	time	on	future	turns	and	add	your	points	to	your	total	safely.	Once	points	are	recorded,	they’re	locked	in	and	safe	from	future	Farkles.	Only	single	1s	and	5s	score	points
individually.	Three	or	more	of	the	same	number	in	a	single	roll	earns	points.	Special	combinations	rolled	all	at	once	are	also	worth	points	(see	below).	You	cannot	combine	dice	from	multiple	rolls	to	form	sets.	For	example,	a	5	on	your	first	roll	and	two	more	5s	on	a	later	roll	do	not	count	as	three	5s	(500	points).	After	every	roll,	you	must	set	aside	at
least	one	scoring	die.	CombinationPointsSingle	1100Single	550Three	1s300Three	2s200Three	3s300Three	4s400Three	5s500Three	6s600Four	of	any	number1,000Five	of	any	number2,000Six	of	any	number3,0001–6	straight1,500Three	pairs1,500Four	of	a	kind	+	a	pair1,500Two	triplets2,500	Once	a	player	reaches	10,000	or	more,	all	other	players
get	one	final	turn	to	try	and	beat	that	score.	The	player	with	the	highest	total	after	that	round	wins.	First	roll	(6	dice):	You	roll	and	set	aside	a	5	(worth	50	points).	Second	roll	(5	dice):	You	score	a	1	(100	points)	and	three	4s	(400	points),	bringing	your	turn	total	to	550.	You	can	stop	and	bank	550,	or	keep	rolling.	Third	roll	(1	die):	You	roll	a	1	(100
points),	increasing	your	total	to	650.	Since	you’ve	used	all	6	dice,	you	can	now	roll	all	6	again.	Fourth	roll	(6	dice):	You	roll	three	3s	(300	points),	take	the	safe	route,	and	stop—ending	your	turn	with	950	points	on	the	score	pad.	So	grab	some	dice,	gather	your	friends	and	family,	and	get	ready	for	a	roll-and-score	challenge	with	Farkle!
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