
Welcome aboard, pirate!

Roll your dice and be ready to lie like a mean sailor.

In Pirate’s Lies you’re trying your best to keep as many of your dice as

possible and cheat off as many as possible from your opponent.

Set your sails and be ready for a lot of fun, malicious joy and gambling.

Goal of the Game:

Over the course of many rounds, players will lose dice from their dice

pool. It is your goal to keep your dice until you are the only player with

dice left.

How to play:

The Dice

Pirate's Lies is based on the game “Liar's Dice” which is a well known

dice game and is played in lots of variations. Feel free to modify the

rules as you wish for these rules are not written in stone and can easily

be reshaped.

For now, we come together on common ground with this set of rules:

Each  player  starts  the  game  with  five  dice  and  one  cup.  The  most

experienced pirate is the first to go. Everyone shakes the cup with their

own dice once at the start of the round, and keeps them covered under

the cup. You may look at your own dice but keep the results to yourself!

Now the bidding begins. The first player makes a bid consisting of a dice

result and the number of these results. For example “4 Fives”

The next player has to outbid this offer with a higher bid. Either you

raise the dice result or the number of results. For example, after “4

Fives” you can raise the bid to either “5 Twos” or  “4  Six”

Both of these bids raise the former one but after the dice

result reaches the Six you have to raise the number of the results.

Notice that you can bid any dice result when you race the dice number.

If  a  player doesn’t  want to raise  the offer because they  think the

former player might lie or they don't believe that their bid would go



through, they can call the former pirate a liar. In that case everyone

reveals  their dice  and  the  results  are checked.  Every  dice  of  every

player counts and if the bit turns out to be higher than the dice that

are actually on the table, the bidding player is found guilty of lying and

loses a dice from his cup. If the dice result of all players equals or is

higher than the offer of the accused pirate, the accuser loses a dice

from their cup.

Now  everyone  shakes  their  cups  again  and  the  player  who  accused

another one makes the first bid of the next round. If you lose your last

dice you are disqualified. The one player who is the only one left with

dice in his cup wins the game.

Example of a Round

Everyone rolls their dice.

Peter makes the first bid: 4 Fours!

Mary raises: 5 Twos!

Tom raises too: 5 Fives!

John doesn’t believe that there are 5 Fives under every cup, so he calls

Tom out and everyone reveals their dice. John has bad luck, because there

are a total of 6 Fives on the table. So John loses a dice and starts the

next round with his bid.

The Cards

Now that you know the basic rules concerning the

dice, it is time to introduce you to the cards which

extend the game experience a lot! At the beginning

of a game you sort the cards by their rating which

can be found on the top right corner of each card.

This  should  give  you four face down stacks.  Then

deal each player one card of the rating number

One face down. You may look at your own cards but

keep them to yourself. At the end of a round draw a

new card from the appropriate card stack.

When you are left with five dice draw a card of the rating number One;

When you are left with four dice draw a card of the rating number

Two; when you are left with three dice draw a card of the rating number

Three; if you are left with two or less dice draw a card of the rating

number Four. Don’t draw a new card if you already have three cards in

your hand.

rating number 



Each card has an effect which is stated on the card. You can play one or

more or no cards during a round. To play them you have to announce that

you are using a card/cards after everyone rolled their dice but before

the first bid is made. You place each card face down in front of you and

they are revealed, when a player is accused of lying and all the dice

are revealed.

Then,  before the dice  results  are added  together,  starting from the

player who accused the former, every player reveals one single card at

the time and resolves its effect. After each player resolved one card, in

the same order everyone plays  a  second  card if  they  have  previously

chosen to use multiple cards. Same procedure applies to further cards. If

a player has no more cards to resolve, they are skipped and the next

player resolves their next card.

The effects can change the result of your or your opponents’ dice. When

a  card  states  that  you  may  manipulate  your  opponent’s  dice  by,  for

example 2, you can add or subtract up to 2 dots to one or more of your

opponents’ dice. A card can also allow you to reroll your or the dice of

your opponents.  The card which  allows  you to  undo  the effect  of  an

opponent's card must be played face down like every other card, but it

can be revealed at any time during the round to undo the card effect of

another player. By stealing an opponent’s dice you add it to your cup.

You can’t have more than five dice in your cup.

Team Variant

If you're playing with an even number of players you can split up in teams

of two.  Make sure you do not sit next to your teammate but rather

between two opponents. Now it’s up to you and your teammate to kick your

opponents out of the game by being the last ones left with dice in your

cup. This variant is very thrilling because you and your teammate can use

your cards to help each other out and spoil it for your opponents. It

brings another level of fun and gloating.
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