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Introducing More or Less
More or Less is an enjoyable strategy game for 2 or more players. Race to rid your “hand” of dice 
while strategically connecting to the grid on the board. Never the same game twice, the strategy 
scales from simple to sophisticated, and a lucky roll can level the playing field. It’s so much fun and 

takes so little time; you’ll be addicted after your first game. 

More or Less: learn in minutes, play for a lifetime.

Contents
Inside the box you will find 
1 set of rules
1 game board
3 gray dice
10 orange dice
10 pink dice
10 green dice
10 blue dice

Setting up
Place the 3 gray dice diagonally in the center of the board with the numbers 1, 3, and 5 showing 
(See figure 1). Then separate the remaining dice by color and give 1 set to each player. These 10 
dice are your “dice pool.” Each player draws 3 dice from the set of 10. These 3 dice are your “hand”.

NOTE: Want to play with more than 4 players? Consider purchasing our Player Expansion which al-
lows up to 6 players to play on a single board.

Taking Your Turn
The youngest player takes the first turn and play continues clockwise. Each turn you need to do 3 
things: replenish the dice in your hand, roll the dice in your hand, and place dice on the board.
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Replenishing the Dice in Your Hand
Unless this is your first turn, you may replenish your hand with 1 or 2 dice from your dice pool, but 
you must follow these simple rules:
• You cannot have more than 4 dice in your hand.
• You cannot draw more than 2 dice each turn. 

Rolling the Dice in Your Hand
You must roll all the dice in your hand and you 
cannot change the dice after you roll them.

Advanced Rule: You can choose to roll all, 
some, or none of the dice from your  
previous turn when you roll the dice new to 
your hand.

Placing Dice on the Board
You place dice on the board according
to their value, but you score according
to how many dice you place adjacent to
other dice in the grid. Each turn you can
place none, some, or all of the dice in your 
hand on the board, but you must follow these 
simple rules:

• All dice you place in a single turn must be 
in a single line (see figure 2). 

• You must connect your dice to the existing 
grid by placing 1 of your dice adjacent to 
at least 1 other die.  For this game “adja-
cent” means their sides touch. Touching 
corners doesn’t count  
(see figure 3). 
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• The value of each die you place must be 
either 1 more or 1 less than the value 
of all adjacent dice (see figure 4). If you 
roll the wild symbol (*), you can place 
the wild die adjacent to any die on the 

board regardless of its value. 

The Wild Die
One of the 10 dice in your pool has a spe-
cial wild symbol (*) in place of the 1 and 6. 
If you shake the wild symbol, you can place 
the wild die adjacent to any die on the 
board regardless of its value. If you shake 
a number rather than the wild symbol, the 
wild die plays like any other die. Addition-
ally, any die can be placed adjacent to a 
wild symbol

Note: There may be areas of the board where 
you can place only the wild symbol 
(see figure 5).
 
Passing Your Turn
After you replenish and shake your hand, you 
may want or need to pass. You can always 
pass your turn unless you have 4 dice in your 

hand and a legal move. 

Scoring Your Turn
There are 4 steps to calculating your score:

1.  Calculate your base score. Your base score increases with   

  each die you place (see table 1).
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Dice Placed 1 2 3 4
Base Score 1 3 6 10



2.  Of the dice that were on the board when your turn started, count the number adjacent   
  to your placed dice and multiply your base score by that number. 
 
3.  Add five bonus points for each symbol square you cover when you place your dice.

4.  Total your score.

For example, you place 3 dice in a row on your 
turn; your base score is 6. Additionally, your 
row of 3 dice is touching 2 dice that were on 
the board when your turn started. You multiply 
your base score by 2 giving you a score of 12 
(6x2=12). You also covered a symbol square 
when you placed your three dice, so you get 
5 bonus points making your final score 17 
(12+5=17).  (see figure 6).

Note: The first player to place dice on the board 

gets 5 bonus points.

Ending the Game
When any player places a final die on the board, every other player gets one more turn, and then 
the game ends. The player with the highest final score wins!
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