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Introduction 
Before heading out to compete in your first season on the Professional Dice Golf Association 
World Tour you decide to go back to your roots for a quick round at the local golf club 
where it all started. Practice Links only has three holes and a driving range but it should 
provide enough of a challenge to get you back into the swing of things. 

Just like the real sport the aim of Epic Dice Golf is to smash the ball over the course and into the 
hole in the fewest shots possible. 

Players will need: 

- A Practice Links course play sheet 

- A pen or pencil  

- A six - sided die (or preferably three). A six – sided dice will now be referred to as a d6 
for the remainder of the rules. 
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Pre-Game Set Up 
Before starting a round players will need to complete the following:  

 

Accuracy Check Numbers: Players will need to select 4 unique numbers 
between 1 – 6 and write these in the boxes in the Accuracy section of 
the play sheet.  Players will perform accuracy checks throughout the 
game to see if they have successfully performed their shot.  

 

 

 

 

Focus Points: Before play begins players will roll two d6 to work out the 
number of focus points they will have for this round.  Players will cross 
out boxes equal to the difference between the two dice in the focus 
zone of the play sheet. 

Focus points can be used to reroll a player’s distance and accuracy rolls. 
Once you use a focus point cross out a box in the focus zone to show 
that you have used it. You can use multiple focus points on the same roll 
but be careful not to run down your focus points too quickly. Focus  
points can’t be used to reroll wind speed. 

 

 

 

Wind Direction: At the start of each hole there is a hole marker and a 
blank wind direction hexagon. Before commencing play the player will 
need to roll a d6 for each hole. In the blank wind direction hexagon 
draw an arrow to show which direction the wind is blowing for the hole 
by referencing the number rolled and the wind direction template on 
the play sheet. The direction of the wind indicated remains consistent 
for the duration of that particular hole.   
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Playing A Hole 

There are two types of play that players will encounter over the course of a hole:  

Approach Play: These are shots played from anywhere not on the green to get the ball 
onto the green. 

Green Play: These are shots taken once the ball has settled on the green.  

 

 

Approach Play 

If the ball lands on the hole as a result of spin or after wind has been accounted for then count 
as putted.  

Green Play 

If ball has landed one hex away from the hole the players next turn will be a ‘gimme’ - they will 
automatically putt the following turn. 

If the player is starting on the green and is more than one hex away from the hole, they will 
need to attempt a putt. The Player will start by selecting whether to play a straight or curve 
shot. While on the green a curve shot requires only a one hex movement forward before the 
player can start to curve. Now roll a die for distance – this is automatically successful and no 
accuracy roll is needed to confirm distance.  

If the ball were to come to a stop on the hole it is automatically putted.  

If the distance rolled would see the ball pass over the hole as part of its trajectory while 
performing a putt in green play the player will perform an accuracy check. If the accuracy check 
is successful the ball is putted. If the roll is unsuccessful the ball continues on its trajectory for 
the remaining distance. 

If the ball rolls off of the green during green play you will return to approach play. 
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Shot Types 

There are two types of shot that players can choose to use each turn: 

Straight shot: Players move the ball in one straight direction passing through a flat edge of the 
hexes. If the player selects to perform a straight shot, they are not allowed to curve at any point. 

Curved shot: A shot which curves either to the right or left. If the player selects to perform a 
curved shot they must curve at some point in their shot. The only exception to this is if the 
distance they roll is 3 or less or if a failed accuracy check reduces their distance to 3 or less – in 
this case travel only in a straight direction.   

A curved shot must first move at least three hexes in a straight line. At any point after the third 
hex players may then choose to curve. When the player chooses to curve their ball will be 
travelling in a straight direction. They may only curve in either the upper left or upper right 
straight edge of the hex.  Once the player has changed shot direction using curve the remaining 
distance will be used to travel in a straight line on that new course of direction. If you roll threes 
less or if you fail your accuracy check and your halved power is 3 or less move only straight. 

 

Examples 

 

 

     

 

 

 

 

 

 

 

 

 

 

 

 

Straight Shot Example. 
Ball can be played in 
one direction through 
any of the flat sides of 

the hex and must 
continue in straight line 
for duration of distance Curved Shot Example 1. Curved Shot Example 2. 



Epic Dice Golf - Preview - Practice Links Rulebook           Page 7  

Accuracy Check 

For most approach play you will need to roll for accuracy (Not needed for sand wedge shots). 
After distance has been decided for the shot the player will roll an additional d6. If the number 
rolled is equal to any of the accuracy check numbers selected pre-game the player has 
successfully passed the accuracy check.  If a shot has passed the accuracy check and landed on 
either the fairway or green the player will be able to perform spin. 

If you have failed the accuracy check, you must half the total of the power you rolled for the 
shot -  distance is always rounded upwards to the nearest whole number. 

Example 

The player has selected 1/2/3/4 as their accuracy numbers pre-game. They select to play a 
straight shot using the wood. They roll 3 dice and score 11 distance. They now roll one d6 to 
check the accuracy and score a 6. As this is not one of the accuracy check numbers selected pre-
game the player has failed their accuracy check and the shot wasn’t performed successfully. The 
player would therefore need to half the distance score they originally rolled from 11 down to  
5.5. As this is a decimal they would round up to 6 distance. 

 

 

Spin 

If the player performed their approach shot successfully by passing the accuracy check and their 
shot landed on the fairway or green, they will be able to put spin on the ball to move it one hex 
in any direction.  

Example 

The player has selected 1/2/3/4 as their accuracy 
numbers pre-game. They select to play a curve shot 
using the wood. They roll 3 dice and score 11 distance. 
They now roll one d6 to check the accuracy and score a 
2. As they have successfully performed the accuracy 
check and have landed on the fairway they can 
perform    spin to move the ball an additional hex in 
any direction. 
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Wind 

Once the player has performed their shot and where applicable used spin, they will now need to 
perform a wind speed roll. To do this the player will roll two d6 and work out the difference 
between the highest number and the lowest number rolled. This figure is the wind speed.  

The player will now move the ball in the direction of the wind for that hole by the number of 
hexes that the wind speed result indicates. If the balls trajectory were to pass over a bunker or 
tree stop in the first hex passed. If the balls trajectory were to pass over water the ball is lost – 
follow water hazard rules. 

Wind doesn’t come into play when the player has failed a tree terrain roll or if the ball has 
finished on a tree, water, sand bunker or green hole hex.  

Example 

Pre-game the player rolled a 3 for wind direction on the first hole. They marked this with an 
arrow in the wind direction hex. The player plans their shot type (Curve - Black Line), selects to 
use their wood, rolls for distance with three d6 and scores 11, successfully performs the 
accuracy check, moves the ball to land on the fairway and performs spin (Yellow Line). They now 
roll for wind speed. The Player rolls two d6. A 2 and 4 are rolled – these numbers have a 
difference of 2 so the wind speed is 2. The player now references the wind direction for the hole 
and moves the ball 2 hexes in the direction of the wind (Red Line).  
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Terrain 

Teeing Area: Players will select one of the white circles to act as their teeing position from which 
they will take their first shot. 

The Hole: The circle marked on the green is the hole. Players will aim to get the ball to land on 
this spot. 

Green / Fairway: No penalty imposed. 

Sand Bunker: Players must use the sand wedge and can only play a straight shot when starting 
from the bunker. There is no accuracy check required when playing a shot from the bunker and 
players gain no spin if they land on the fairway or green. If the player rolls a 1 for distance the 
shot fails - do not move the ball and add +1 to stroke total. 

Rough: If the ball is to be played from the rough the player may only use a wedge or an iron 
club. Shots taken from the rough will have -2 taken from the total distance rolled. If the distance 
rolled is 2 or less after the accuracy check the shot fails - do not move the ball and add +1 to 
stroke total. 

Water: If the ball lands on a water hex +2 to stroke total. The players next shot should be played 
at nearest point of entry to water hazard. 

Trees: If the players shot trajectory will pass over a tree or multiple trees roll an additional d6 
accuracy check before beginning ball movement. If successful the ball will pass over all trees on 
shot trajectory unless the distance rolled would lead to shot ending on tree hex in which case 
land where distance dictates. 

If the player fails the additional d6 accuracy check the shot fails and the ball will land on the first 
tree hex in their shot trajectory. 

If the player is beginning a shot from a tree hex, they may only use a wedge or an iron club. 
Shots taken from the trees will have -2 taken from the total distance rolled. Before performing a 
shot from the trees roll d6 accuracy check. If successful the ball will pass over all trees in shot 
trajectory unless the distance rolled would lead to shot ending on tree hex in which case land 
where distance dictates. If initial accuracy check fails stay on current tree hex and + 1 to stroke 
total. 

Hill: If the ball were to finish on a hill hex after rolling for wind, roll an additional d6. Move the 
ball in the direction of the arrow by the number rolled. 

Out Of Bounds: If a players shot would finish off the side of the page +2 to stroke total. The 
players next shot will be returned to the spot from which it was previously hit. 

Stroke Limit: Players are limited to 10 strokes per hole. If a player hasn’t putted by the end of 
their 10th shot, they will score a total of 14 strokes for that hole. 
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Driving Range - Mini Game 

 
Before heading onto the course why not warm up on the driving range. 
 
Aim: Try to land a ball on each of the target zones with a maximum of 10 balls. 
 
Pre-Game Set Up 

- Players will need to select 4 unique numbers between 1 – 6 and write these in the boxes 
in the Accuracy section of the driving range zone. 

- Roll a d6 for the driving range wind direction. In the blank wind direction hexagon draw 
an arrow to show which direction the wind is blowing on the driving range by 
referencing the number rolled and the wind direction template on the play sheet. The 
direction of the wind indicated remains consistent while on the driving range. 

- Players have 6 focus points to use while on the driving range. 
 
Play 

- Players now have 10 shots to land a ball on each of the scoring zones found on the 
driving range. 

- Each zone is worth a certain number of points indicated on the play sheet. 
-  Each zone can only be scored once.  
- If you hit all the targets with a ball to spare score an additional 5 points.  
- Follow the normal order of play while on the driving range.  
- Players may select to swap tee for any new shot but must announce this before stating 

the shot type they will play. 
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 Competition Types 

There are a variety of match types that players are able to compete in:  

VS Matches 

Stroke Play: Players tally up their total shot count for each hole. The winner is the player who 
completed the holes in the fewest number of shots. If there isn’t a single winner, players who 
have the lowest score compete in a tiebreaker play off starting from the 1st hole until a winner 
is decided. 

Match Play: Players tally up which player has won which hole. The player with the most total 
hole wins is the winner of the game.  

Speed Golf: Players are in a race to complete a set number of holes in the fastest time possible. 
Players will play separate to one another with no alternate turn taking. 

 

Team Matches 
Foursomes: Two players compete as a side by playing one ball alternating shots. One player will 
tee off on all even numbered holes while the other tees off on odd numbered holes.  The play 
type can be used with either stroke play or match play. 

Four-Ball: Two players compete as a side, with each player playing their own ball. A side's score 
for a hole is the lower score of the two partners on that hole. The play type can be used with 
either stroke play or match play. 

 

Solo Play 

Stable-ford: Players aim to beat the par score for the hole. If the players score is equal to the par 
they receive 2 points.  For each stroke under par Players receive a bonus point. Scoring above 
par will cost players 1 point for each stroke with a minimum of zero points. 

 

Playing A Round 

If playing with an opponent the person who last played golf goes first.  

Alternatively, each player rolls a d6 - the person with the highest score chooses the initial 
starting order for the first hole. Players then take turns performing shots until they have 
putted (Stroke Play) or one person has won the hole (Match Play).  On the following hole 
the player who has the lowest stroke count on the previous hole (Stroke play) or who won 
the previous hole (Match Play) will go last. If there was no winner of the previous hole the 
previous rounds starting order is alternated for the upcoming hole. 
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Play Examples 

Here are some examples of play: 

Pre-Game: The player selects their accuracy 
check numbers. They then roll one d6 per hole, 
they reference the number rolled with the wind 
direction template and mark the direction in 
the black wind direction hex. Finally they roll 
two d6, work out the difference and cross out 
the same number of focus point squares. 

Hole 1:  

Shot 1: The player elects to play a curve shot 
using the wood. They roll 3 dice and score 11 
distance. They now roll one d6 and successfully 
pass the accuracy check. They plot their shot so 
that they land on the fairway. They now 
perform spin to move the ball one hex. They 
roll two d6 and work out the difference is 2. 
They now move the ball 2 hexes in the direction 
of the wind and mark the final ball position. 

Shot 2: The player elects to play a straight shot 
using the iron . They roll 2 dice and score 8 
distance. They now roll one d6 and fail the 
accuracy check. They plot their shot with halved 
distance. They roll two d6 for wind speed and 
work out the difference is 4. They now move 

the ball 4 hexes in the direction of the wind and mark the final ball position. 

Shot 3: The player is on the green so will attempt to putt with the putter. They select the curve shot,  roll 1 die and score 5 
distance. No accuracy check is needed to see if the shot is performed successful as the player is in green play. As they are 
in green play and the trajectory of the ball will pass over the hole they roll an additional d6 accuracy check to see if the ball 
is putted. They fail the accuracy check so the ball finishes on its current trajectory for its remaining power. The player rolls 
two d6 for wind speed and work out the difference is 0. They do not move the ball. 

Shot 4: As the ball is only one hex away from the hole this shot is a ‘gimme’ and the player automatically putts. 

 

Hole 2: 

Shot 1: The player elects to play a curve shot using the wood. They roll 3 dice and score 13 distance. They now roll one d6 
and successfully pass the accuracy check. They plan a shot trajectory that will pass over a tree hex so roll an additional d6 
accuracy check. They pass this check so mark the planned shot on the play sheet landing on the fairway. They now perform 
spin to move the ball one hex. They roll two d6 for wind speed and work out the difference is 3. They now move the ball 3 
hexes in the direction of the wind and mark the final ball position. 

Shot 2: The player elects to play a curve shot using the wood. They roll 3 dice and score 10 distance. They now roll one d6 
and successfully pass the accuracy check. They plan a shot trajectory that will pass over a tree hex so roll an additional d6 
accuracy check. They fail this check so the ball comes to a stop at the first hex containing a tree on the planned trajectory. 

Shot 3: The player starts on a tree hex so first rolls a d6 Accuracy check to see if they will be able to pass through the trees. 
They successful pass this check. As they are playing from a tree hex they can only choose to use and iron or wedge club and 
the shot will have -2  distance removed from the total rolled. The player opts to play a curve shot and to use the iron, they 
roll two d6 to represent this. They score 7 for distance but after modifying -2 they have a total of 5 distance. They now roll 
a d6 for the shot accuracy and pass successfully. The player plans a shot trajectory that will land them in the sand bunker 
and mark the final position. As they land in the sand bunker no wind roll is required. 
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Shot 4: The player starts in the sand bunker 
so must use the sand wedge club and must 
play a straight shot. They roll a d6 and score 3 
distance. As they have had to use the sand 
wedge no shot accuracy check is required. 
They plot their shot to land on the green. 
They roll two d6 for wind speed and work out 
the difference is 1. They now move the ball 1 
hex in the direction of the wind and mark the 
final ball position. 

Shot 5: The player is on the green so will 
attempt to putt with the putter. They select 
the curve shot,  roll a d6 and score 2 distance. 
No accuracy check is needed to see if the shot 
is performed successful as the player is in 
green play. As they are in green play and the 
trajectory of the ball will land on top of the 
hole they have putted. No wind roll is 
required. 

Hole 3: 

Shot 1: The player elects to play a straight 
shot using the wood. They roll 3 dice and 
score 10 distance. They now roll one d6 for 
the shot accuracy check but fail. They plot 

their shot so that they land on the fairway. They roll two d6 for wind speed and work out the difference is 0. They mark the 
final position of the ball. 

Shot 2: The player elects to play a curve shot using the iron. They roll 2 dice and score 3 distance.  They decide to refill this 
distance roll so cross out a box in the focus zone and roll again. On this occasion they score 7 distance. They now roll one 
d6 but fail to pass the shot accuracy check. They decide to reroll the accuracy check so cross out another box in the focus 
zone and roll again. This time they successfully pass the check. The player plans a shot trajectory that will land them on the 
fairway. The player then decides to use spin as they successfully passes the accuracy check and are on the fairway. They 
roll two d6 for wind speed and work out the difference is 3. They now move the ball 3 hexes in the direction of the wind 
and mark the final ball position. 

Shot 3: The player elects to play a straight shot using the iron. They roll 2 dice and score 6 distance. They now roll one d6 
and successfully pass the accuracy check. They plot their shot so that they land on the fairway. They now perform spin to 
move the ball one hex. They roll two d6 and work out the difference is 2. They now move the ball 2 hexes in the direction 
of the wind. The ball is positioned on a hill hex so the player rolls an additional d6. They score 3 so move the ball in the 
direction of the hill marker by 3 hexes. The final ball position is on the hole hex so they putt for a total of three strokes. 

 

Tips 

• Use wind direction to your advantage. Try to plan ahead to see if you can use the wind to help you putt in fewer 
strokes. 

• Wind messing up your round? Why not try utilising the bunkers. 

• Consider the probability of rolling certain numbers before selecting your club to help you progress successfully 
up the course. 
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