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​Introduction
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Dice and card games have been part of social gatherings for centuries because they’re simple, fast, and endlessly adaptable. With just a handful of materials, often nothing more than a set of dice or a deck of cards, you can entertain a room full of people. This book focuses on games that work especially well with eight or more players, making it perfect for parties, reunions, team events, game nights, and holiday gatherings. Whether your group is loud and energetic or calm and strategic, you’ll find something here that fits the mood.

Why dice and card games work well for large groups

Dice and card games are ideal for big gatherings because they’re easy to teach and quick to set up. Most people already know how to use cards or dice, so there’s almost no learning curve. You don’t need expensive equipment, and you avoid the long explanations that many board games require.

These games also encourage social interaction. Many involve laughter, bluffing, shouting, teamwork, or friendly competition, exactly what you want at a party. They’re flexible too: you can shorten or lengthen rounds, add teams, or split the group into tables without changing the spirit of the game. This makes them perfect for events where people come and go or where attention spans vary.

Tips for hosting game nights

A successful game night starts with choosing games that match the group’s energy level. If people are just arriving, start with a simple, fast game to break the ice. Once the group is warmed up, you can move to something slightly more strategic or involved.

Make sure the space is ready. Set up enough chairs, clear tables, and good lighting so everyone can see what’s happening. If you’re hosting multiple tables or teams, label areas or assign groups to prevent confusion. Keep extra decks of cards, pens, scratch paper, and sets of dice nearby in case games run simultaneously.

Timing matters. Large-group games often work best in short rounds so nobody waits too long between turns. When rounds are quick, even players who get eliminated early don’t stay idle for long. If possible, plan a mix of games: one energetic game, one relaxed game, and one longer “main event.”

Variations, scoring options, and optional props

One of the best parts of dice and card games is how easily you can customize them. For example, you can add bonus points, penalties, or time limits to increase the pace. If a game feels too long or too slow for your group, adjust the scoring or shorten the winning target.

Props can enhance gameplay. Plastic cups help contain dice, and poker chips make scoring easier. Slips of paper can be used for secret roles or signals. Even simple things like a bell, timer, or whiteboard can make a big group game run more smoothly.

Variations also help tailor games to different ages. Kids may enjoy simpler scoring, while adults might prefer extra strategy or bluffing elements. This book includes suggestions for adjusting games so you can choose the format that best fits your players.

Safety, fair play, and keeping games moving with big groups

Although game nights are meant to be fun, it’s helpful to set a few expectations. Encourage players to treat each other respectfully, especially in games involving bluffing or elimination. Remind everyone that the goal is to enjoy the experience, not just to win.

In large groups, it’s easy for people to lose track of turns or get distracted. A designated scorekeeper or game leader can help keep things organized. Quick explanations and clear rules help avoid confusion. If the group is very large, consider dividing into teams or using a tournament format so more people stay active.

Ultimately, the best game nights are the ones where players feel included, engaged, and relaxed. With the right structure and a playful attitude, dice and card games can turn any gathering into a memorable, laughter-filled event.
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​Chapter 1: Left Center Right (LCR)

[image: ]


Left Center Right, often called LCR, is one of the simplest and most exciting dice games for large groups. It requires almost no strategy, moves quickly, and creates plenty of suspense as players cheer for their last remaining chips. Because everyone takes turns in a predictable rotation and each roll affects multiple players, LCR keeps the whole group engaged from start to finish.

What you need

	Three LCR dice (or three regular dice if you assign your own symbols)

	Three chips per player (use poker chips, coins, or any small objects)

	A center pot or bowl


Number of players

8 or more players is ideal, but the game works with almost any number.

Goal of the game

Be the last player with at least one chip. When all other players have given away or lost their chips to the center, you win.

Setup

Give each player three chips and seat everyone in a circle. Place the center pot in the middle. If you’re using standard dice, assign the following:

	1–3 = Dot (no action)

	4 = Left

	5 = Center

	6 = Right


How to play

On your turn, you roll a number of dice equal to the chips you have, up to a maximum of three.

	For each Left rolled: give one chip to the player on your left.

	For each Right rolled: give one chip to the player on your right.

	For each Center rolled: place one chip in the center pot.

	Dots mean you keep your chips.


If you have no chips, you skip your turn, but you stay in the game. You can always get chips back if someone rolls a Left or Right in your direction. Play continues clockwise around the circle until only one player still has chips. That person wins the entire center pot (or simply wins the game if no prize is used).

Why LCR works for large groups

LCR is a natural fit for big gatherings because turns are short, rolls are easy to understand, and everyone’s fate changes constantly. A single roll can shift chips across multiple players, and you’re never completely out until the final moment. Even with 10, 12, or 20 players, the game moves quickly because nobody has more than three dice on their turn. The suspense builds as players lose their last chip, only to get one back a few turns later. 

Variations and optional rules

	Speed Play: Use a timer and limit each turn to five seconds to keep the game moving.

	High Stakes: Instead of chips, use small candies, tokens, or even low-value coins.

	Team LCR: Pair up players and combine their chips. Teams sit together and discuss their moves.

	Mega Circle: For very large groups, form two separate circles. When each circle has one winner, those two winners play a final round.


Tips for hosting

Make sure everyone can see the rolls, especially in large circles. If the group is big, use a dice cup so rolls stay contained. If you play multiple rounds, rotate seating or switch the starting player to keep things fair.
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Ship, Captain, Crew is a lively dice game built around the challenge of rolling a specific sequence: a 6 (the ship), a 5 (the captain), and a 4 (the crew). Once you secure those three in order, your remaining dice determine your score. The game mixes luck with just enough decision-making to keep players competitive, and it works especially well with large groups looking for fast, repeatable rounds.

What you need

	Five dice

	One dice cup (optional but helpful)

	Chips, coins, or tokens for scoring or betting

	A center table or rolling area


Number of players

Best with 8–20 players. Everyone can participate as long as they take turns in the rotation.

Goal of the game

Roll a 6, then a 5, then a 4 (in that order) and earn the highest possible score with your remaining two dice.

Setup

All players sit in a circle. Decide how many rounds to play, or simply play until someone reaches a pre-set number of points. If using betting, each player contributes an agreed amount to the pot at the start of each round.

How to play 

Each player gets up to three rolls of the five dice. The key is collecting the required sequence:

	First, you must roll a 6 (your ship).

	Once you have a 6 set aside, you must roll a 5 (your captain).

	After you have a 6 and 5, you must roll a 4 (your crew).


You cannot skip ahead (ie: no captain without a ship, no crew without a captain). After the 6-5-4 sequence is secured, the remaining two dice become your “cargo,” and their sum is your score. A turn works like this:

	Roll all five dice.

	If you get a 6, set it aside.

	If you already have a 6 and roll a 5, set that aside.

	If you have a 6 and 5 and roll a 4, set that aside.

	Any dice that are not part of the 6-5-4 sequence can be rerolled in your remaining turns.

	Once you have your 6-5-4, use rolls left to go for a high cargo score.


If you never complete the full 6-5-4 sequence during your three rolls, you score zero.

After all players take their turns, the person with the highest cargo score wins the round. In case of a tie, tied players each take one extra roll of two dice to determine the winner.

Why Ship, Captain, Crew works for large groups

This game moves quickly and has natural suspense. Each player’s turn lasts only a few moments, but everyone pays attention because the sequence is easy to follow. The rules are simple enough for new players to jump in immediately, and the scoring system makes the game feel competitive without being complicated.

The short rounds make Ship, Captain, Crew ideal for rotation-style play: if you have many players, you can run multiple short rounds or keep a running leaderboard. Because most of the fun comes from the pressure of finishing the sequence, even players who fail to score still enjoy the tension.

Betting and scoring options

	Classic pot: Everyone antes a chip or coin each round. Winner takes the pot.

	Tournament play: Each win earns one point. First player to 10 points wins.

	High-stakes variation: Add bonus points for rolling doubles or a perfect 12 cargo.

	Team scoring: Divide into teams. Each player’s score adds to their team total for the round.
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Optional variations

	Four-Roll Version: Give each player four rolls for slightly higher scoring rounds.

	Harsh Rules: Once you set a 6, you cannot re-roll it even if you want a new one.

	Soft Rules: Allow players to reroll the 4 (crew) in hopes of rolling it in combination with higher cargo dice.


Tips for hosting

Have players call out their rolls so everyone can follow the action. A dice cup keeps the game tidy and makes rolls feel more dramatic. If you’re playing with betting, start with small stakes so new players feel comfortable. Because the game plays in quick cycles, it works especially well early in an event before moving on to longer games.

Ship, Captain, Crew offers the perfect mix of simple rules, fast turns, and exciting moments. It’s a great choice for competitive groups and an easy staple for any party game night.
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Chapter 3: Bunco

Bunco is one of the most popular social dice games in the world, especially at large gatherings. It’s fast, friendly, a little noisy, and perfect for groups of twelve or more. Because it’s played in teams and involves switching tables after each round, Bunco works as both a game and a social mixer. It’s easy to learn and designed to keep people laughing, cheering, and moving around.

What you need

	Three dice per table

	One scoresheet per player

	Pens or pencils

	A bell for the head table (optional but recommended)

	Tables arranged with four players at each one


Number of players

Traditionally played with 12 players (three tables of four), but it scales to 16, 20, or more as long as you add tables in multiples of four.

Goal of the game

Work with your partner to score points by rolling the target number for the current round. At the end of each round, players switch partners and tables. The goal is to finish the game with the most individual wins.

Setup

Divide players into groups of four at each table. At each table, two people sitting across from each other are partners for the round. Designate one table as the head table. Provide three dice and a scoresheet to every player.

How to play

A game of Bunco consists of six rounds. Each round corresponds to a target number from 1 to 6. During a round, all tables begin rolling simultaneously. On your turn, you roll all three dice:

	Each die showing the target number earns 1 point.

	Rolling all three target numbers at once is a Bunco and earns 21 points.

	Rolling three of a kind of any non-target number is a mini-Bunco worth 5 points.

	Any roll with no scoring dice simply passes the turn to the next player.


Partners share a score for the round. They accumulate points together until another team at their table reaches 21 points. Once a team hits 21 or more, the round at that table ends. At the head table, the team that reaches 21 first rings the bell, signaling all tables to stop as soon as their



	Each player on the winning team at a table earns one “win.”

	Each player on the losing team records one “loss.”

	If both teams tie in points when the bell rings, settle the tie by each team rolling one die, and the highest total wins.



	Winners move up a table (toward the head table).

	Losers move down a table.

	Partners split and form new pairs at their new tables.






	Silent Bunco: No calling out rolls until a Bunco occurs. Good for calmer groups.

	Speed Bunco: Lower the winning round score to 15 for fast-paced play.

	Big Bunco Bonus: Award an extra prize for the player with the most Buncos overall.

	Table Themes: Decorate each table with a different color or theme to add fun atmosphere.
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