
   
A roll and write game designed by Harveth Gil  

 
The ambition of any good photographer is to get a 
“correct” exposure represented by choosing the 
adequate aperture and shutter speed values of a 
lens. In Roll and Shoot, you have the opportunity to 
master image recording and become the best 
photographer in the world.  The victory will be 
accomplished by getting the most amounts of 
perfect exposures scores! 
 
Components 

• 3 different colored dice (D6) 
• A pen or pencil 
• Game sheet 

 
Dice will indicate three concepts: aperture values 
(F-stops), shutter speed (S-value), and exposure 
compensation (EC-value). You can assign values to 
traditional dice or use the icons as is depicted in 
Fig.1. 
 

 
Fig.1 Three different dice used in Roll and Shoot 

 
F-stops ranged from 2.8 to 16, S-values ranged from 
1/250 to 1/8 and EC values from -2 to+2.  
 
The goal 
The objective of the game is to become the best 
photographer by shooting pictures with a correct 
exposure (same values in diagonal).  Complete 

diagonals give victory points and the player with 
the most points at the end is the winner.  
 
Playing the game 
Each player takes a game sheet and a marker. The 
initial player rolls all 3 dice, and the result will be 
used as follows: 
• All players must use the combine F-stop and S-

value result to circle out the matching number 
in the game sheet (the active player may choose 
to use this value and/or use EC-value as 
explained below). The combined dice will give 
an “exposure” which is represented by a number 
in the sheet.  The combination can be used in the 
first half of the sheet (green side reference) or 
the second half of the sheet (yellow side 
reference). The players can circle out just one 
combined number. Exposure values ranged from 
4 to 18. 
 

 
Example: Vincent rolls f/2.8 and 1/250 that 
corresponds to an exposure value of 11, so, he can circle 
out either the lower“11” using the green reference or the 
superior “11” using the yellow reference.  

 



• The active player chose to use the combined 
number to circle out an exposure value if he 
wants and then he may use the EC die (not with 
a 0) to add its value to the combined number 
and circle out another exposure number in the 
sheet. The EC value must be exactly used as was 
rolled. Only the active player gets the chance 
in each round to circle out two numbers (Except 
when using a tripod as explained below). In any 
case, the active player must circle out at least 
one number.   
 

 
Example: Vincent rolls +2, so he may add “2” to the 
combined number of “11” from the other two dice and 
circle out any “13” number in the sheet.  

 
• In any time, each player may use a “tripod” 

(crossing out the corresponding icon) to set a die 
result (F-stop or S-value) and choose any 
combination with the opposite die to circle out a 
number in the sheet.  

 

 
Example: Vincent crosses out a tripod to set the f/2.8 
result and chooses an S-value of 1/8 and circles out the 
number “9” using the yellow reference.  

 

The number of available tripods depends on the 
number of players: 1 tripod for 1 player game, 2 
tripods for a 2-player game, 3 tripods for 3-
player games and 4 tripods in a 4-player game. 
Each unused tripod equals to 3 victory points at 
the end of the game. A tripod can be applied 
also to get the benefit of the EC die result when 
the player is not the active player.  

 
• In any time that a player cannot or does not 

want to use a combined result, he must cross out 
a “failed photo” represented by the film icon.  
The number of photographic films depends on 
the number of players: 1 film for 1 player game, 2 
films for a 2-player game, 3 films for 3-player 
games, and 4 films in a 4-player game. 

 

 
Example: Vincent cannot use the “9” exposure value (f-
4, 1/30) because he already has it and crosses out a film 
icon.   

 
End of a round 
Once all players use the results from the dice 
thrown by the active player, the player to the left 
becomes the active player and re-rolls all dice. The 
round develops, as explained before.  In 1-player 
game the player always rolls and uses all three die.  
 
The game sheet is divided into diagonal black 
numbers and diagonal white numbers. If all 
exposure values of a unique diagonal are circles 
out, the player gets at the end, the number of 
victory points indicated in the red and purple small 
circles (red circles are for right diagonals and 
purple circles are for left diagonals).  If there is at 
least one exposure value of a diagonal that is not 
circled out the player does not get any point for 
that diagonal.  



A bonus can be reached by circle out the exposure 
values from the grey square as an extension of a 
complete diagonal (1 additional exposure value 
gives 2 extra victory points and two additional 
exposure values give 5 extra victory points for a 
specific complete diagonal). Note that extra value 
can be used for more than one diagonal.  
 
Once an extra exposure is circled out, the player 
also crosses out the corresponding white circle in 
the outer square.    
 

 
Example: Vincent circles out the outer upper number 
“9” and at the end, he gets 4 victory points for the 
diagonal + 5 points for the two extra 9’s.   
 
Game end 
When a player completes its available failed 
photos the game ends. All player finishes the 
present round and the scoring begins. 
 
Each player sums the scoring for diagonals (red and 
blue circles), extra points (x crossed in the outer 
square), and any tripod left. The player with the 
most victory points wins the game.  
 
 

 
Example: Vincent has 15 points for right diagonals 
(1+(3+2)+4+2+(1+2)), 8 points for left diagonals 
(1+(4+2)+1), and 0 points for unused tripod in a 3-
player game. Total score: 23 victory points.  
 
 
 
 
 
Thanks for playing! 
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