BY SID SACKSON

A dice game for many geniuses who wish to play at the same
time. Recommended for those ages 10+. To win at Can’t Stop
Express you need the courage to take risks, but also the ability
to predict and plan.

GAME COMPONENTS
« 5 dice

- 1 giant score pad

+ 1 set of rules

THE AIM OF THE GAME:

After each throw of the five dice you try to choose the best
combination of two pairs, and make a good choice for the fifth
die. For this effort, you are awarded points. The player with the
most points at the end (usuaily 24-25 rolls) wins the game.




THE PARTS OF THE SCORE SHEET

A. “Points” - the values which can be gained from the possibilities of
rolling two pairs of dice.

B. “Pair” - the total which is made by rolling two dice.

C. “Number” - here you check off your chosen pairs as they are rolled
each turn.

D. “Results” - at the end of the game, here is where you total up the
results of the scoring pairs you have selected. (Note that negative totals
are tallied on the left side of Column D and positive scores are tallied
on the right side of Column D as indicated by the -/+ watermarks in the
7 row).

E. “5th die” - here you mark the 3 chosen numbers in the leftmost box
and then track your use of the 5th die rolled each turn. When you check
off the last box in any of these tracks your game is over.

TOTAL - “Final total” - Here is where you tally your final score based on
the subtotals in the D Column.

HOW TO PLAY

Each player gets a pencil and a page from the score pad. Each turn one
player rolls all five dice. (You can take turns, or have one player manage
it. It does not matter who rolls the dice as all players will use the same
dice throw for the turn). None of the players are allowed to touch or
move the dice on the table after they have been thrown.

The throw of the dice is valid for and used by all of the players at the
same time. In each player’s mind (no touching the dice or talking to
other players), each player decides for themselves which 4 dice to use
to make two pairs, and which die to use for the 5th die. For each throw
of the dice, each die may only be used once - either as one of a pair, or
as the “5th die”. Only after all players have entered their choices on the
score sheet are the dice thrown again. Allow approximately 30 to 40
seconds for each throw of the dice for players to make their choices. If
you wish, you may use a timer to enforce the time limit.

THE "5TH DIE"

In the first turn, each player must select a unique 5th die to add to
their chart in the three left boxes and must also mark the use of

that die number by checking off the first check box. On subsequent
turns players may either use one of their selected 5th die numbers to
check off, or must choose a new 5th die number, which they will then
check off. Once a player has selected all three 5th die numbers, going
forward, they must use one of these three numbers for each throw
and check it off on their chart if one of those numbers is available. If
more than one of the numbers is available, players may choose which
one of the three to use and check off on their chart.

Sometimes it will occur that a throw will not contain one of the three
numbers chosen by a player. In this instance the player has a“free
throw” where the “5th die” cannot and need not be chosen. The player
must still choose two pairs from the 5 available dice and mark them
on their score sheet as usual. In this instance the player may ignore
the unused “5th die”. Note that a “free throw” is not available for a
player until they have chosen their 3 unique “5th die” values.

THE END OF THE GAME

The game may not finish for all players at the same time. Once a
player has filled in the eighth box for one of his values of the “5th die’,
then the game is over for him. The other players only finish when they
have also crossed the “5th die” for the eighth time for one of their
three “5th box” numbers. Once the last player is out, the game is over.

THE SCORING

Column C on the score sheet consists of three parts - sets of four, one
and five boxes. For each chosen pair of dice, one of these boxes is filled
in or marked with an”X". Depending on the number of boxes filled in
for a pair, the player is awarded plus or minus points as follows:

200 minus points are awarded for each value/row which has been
filled in only one, two, three or four times. Write -200 for each such row
on the left side of Column D of the score sheet.




VARIANT: for new players or young players, change the negative value
to 150 or 100 points so as to be less discouraging. This is a tough game to
score positive points!

0 points are awarded for each value/row that has been filled in
exactly five times or none at all. Write 0 for each such row on the right
side of column D of the score sheet.

Plus points are awarded for each value that has been filled in at least
six times:

For the sixth to tenth boxes in a row, the player is awarded plus points.
Each filled in box (6-10) in a row then gets the value of the points
which appear in column A.

For Example: For a pair of dice with the sum of 8 (see Column B on
the score sheet), 160 points have been entered. The player has nine
boxes filled in this row. Therefore he receives 40 points for each of the
boxes six, seven, eight and nine. Four boxes times 40 points each =
160 plus points which are written in the right side of Column D on the
score sheet.

THE WINNER

When more than one player is playing, the player with the most plus
points is the winner. If you play alone, then always note your best
score, and try to beat this in subsequent games.

ATIP

Inexperienced players will often end up with a negative score because
they concentrate too much on the relatively-seldom rolled pairs of
2,3, 11 and 12. it is likely better to choose values between 4 and 10.
There might be fewer points to be made here, but the chances are
that they will occur more often. Experienced (and fortunate) players
can expect to get 800 or more plus points. One thousand or more
points is a really excellent result.

SOME EXAMPLES

Following you will find some examples from four phases of the game.

Example 1: the first throw.

The first throw shows the following numbers: 1-3-4-4-6. Player A
decides to take the pairs 4 (1+3) and 10 (4+6). For the “Sth die” he
chooses the 4 (See illustration 1).
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Example 2: the third throw. Example 3: the fourth throw. Example 4: the scoring.

The third throw shows the following numbers: 1-2-2-4-5. Player A now This time the dice show the numbers: 1-3-3-6-6. As none of the Player A finishes his game as he fills in the number 4, as the “5th die”,
chooses the pairs 4 (2+2) and 5 (1+4). The “5th die” this time is the 5 numbers is to be found in the column “5th die’, the player has one of ‘ for the 8th time. in the row for pairs totaling two he gets 200 minus
(See illustration 2). the rare “free throws”. He doesn't need to make a cross for the “5th die” points, as he only crossed it twice. In the other rows he gets a total of
and therefore chooses the pairs 4 (1+3) and 9 (3+6). (See illustration 3) 600 plus points. (See illustration 4)
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CREDITS AND NOTES

Designer: Sid Sackson
Production Concept and Supervision: Rick Soued
Rules Development: Ralph H. Anderson

NOTE: Players may still use two dice to make a number that they have Graphics: Alba G. Lopez Najera

already marked off 10 times, but they will not score any points for this
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