
It’s the grand opening of Dicey Towers - the newest 
hotel on Britain’s scenic south coast - and guests are 
arriving! 

Unfortunately, the hotel is not ready. You and your 
fellow staff must quickly finish preparing it without 
letting guests know you’re not ready and without 
making too many blunders. 

COMPONENTS

SETUP

OBJECTIVE

1 tracking / scoring card

1. Place the tracking card face up in the 
table’s center.

2. Shuffle the guest cards and deal 5 to the 
players (depending on the number of 
players, each will receive between 1 and 3 
cards). You may look at your guest card(s) 
but must hide them from other players until 
the game’s end. These are the guests that 
will be visiting your hotel.

3. Shuffle the hotel area cards and deal them 
to the players (depending on the number of 
players, each will receive between 1 and 3 
cards). You may look at your card(s) but 
must hide them from other players. The 
hotel area cards in your hand are the hotel 
areas that you are currently near. 

Your goal is to meet or exceed your guests’ target satisfaction score 
by organizing guestrooms, preparing meals, and serving drinks 
according to your guests’ preferences. 
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5 hotel area cards

18 guest cards

10 dice

10 dice

Round tracker

Forbidden word tracker

Blunder tracker

Scoring sheet

Target score

1o dice (5 black, 5 white)

Requirement points

Pencil + eraser

Guest requirements

Sample setup (3-player game)

2 - 5 Co-op
(+ solo variant)

20 - 30 8+
games
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The Grand Opening



GAMEPLAY

You play the game over 14 rounds, each of which represents 1 hour of the day. The oldest player starts as the “active player” 
and plays the first round.

3
Royal preference examples

1
The 1st portion must be 

a yellow cube
The 3rd portion must 
be a red or blue cube

1. Roll all 10 dice in the center of the table. The dice form the dice pool from which players take dice on their turns. 

2. Based on the black dice rolls, cross out words from 
the matching columns on the tracking card (see 
example at right). During the remaining turns, 
players must avoid saying any of the crossed out 
words when communicating with one another. 

3. Starting with you and proceeding in a clockwise 
order, each player takes their turn. On your turn you 
must perform one of two actions:

a. Direct another player to write a number on a hotel area card in their hand, or
b. Erase a number from a hotel area card in your hand

4. The round continues until all dice from the dice pool have been taken, at which point you proceed to the next 
round. Gameplay continues until you have played the 14th round. 

Directing another player to write in their hotel area

You can add items to hotel areas by instructing another player to write a number on their hotel card. To do so:

1. Take the lowest number black die from the dice pool. 

2. Take 1 white die of your choice from the dice pool and give it to a 
player of your choice. 

3. Provide your chosen player with verbal instructions for writing the 
number of the white die you gave them. However, your instructions 
may not include more words than the number on the black die you 
took. 

a. If you provide instructions with more words than the number on 
your black die or with one or more of the crossed out words on the 
tracking card, cross out a blunder on the tracking card. 

b. You may repeat your instructions, but may not change their 
wording when you repeat them. 

4. The player to whom you gave the white die must write the die’s 
number in a square on one of their hotel area cards.

a. The player must keep their hotel area cards hidden from other 
players while they write on their card. 

b. The player may not ask any questions or make any comments in 
response to the instructions you give them. 

c. The player may ignore your instructions and write in any of the 
available spots on any of their hotel area cards. However, they 
must write the number from the white die you gave them.

If you roll a 1, 3, 4, 4 and 6, 
cross out 1 word from 
columns 1, 3, and 6, and 
2 words from column 4.  
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Example
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Playing a round

To play a round as the active player:

Example

Polly takes the black die 
with a 3 from the dice pool 

Polly takes the white die 
with a 4 from the dice pool, 
gives it to Manuel, and says 
“First bottom bag”

Manuel writes the number 4 
in the “Check-In” hotel area. 

However, because the word 
“bottom” is crossed out on 
the tracking sheet, Polly 
cross out one blunder on the 
tracking sheet. 
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GAMEPLAY

3
Royal preference examples

1
The 1st portion must be 

a yellow cube
The 3rd portion must 
be a red or blue cube

1. Erase a number of your choice from a hotel area card in your hand. Do not tell the other players which number 
you erased or the room from which you erased it.

2. From the dice pool, take the highest number black die and a white die of your choice then roll them again into 
the dice pool.

3. Proceed to the next player’s turn.
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Erasing an item from your own hotel area

You can remove an item from a hotel area by erasing a number from a hotel area card in your hand. To do so:

(CONTINUED)

1. Cross out the next available square in the tracking card’s timeline.
Note: If the square contains a break symbol ( ), you may choose to take a break instead of playing a normal 
round. See “Taking a break” for details. 

2. Every player passes one of their hotel area cards face down to the player on their left. 

3. Place all dice in the center of the table. 

4. The player sitting to the left of the active player becomes the new active player and starts the next round. 
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Proceeding to the next round

Once players have taken all dice from the dice pool, proceed to the next round:
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1. Before crossing out a round that features a break symbol, indicate your interest in taking a break by raising your 
hand. Other players can express their agreement by raising their hand as well. If all players raise their hands, you 
will take a break. 

2. To start the break, place all the Hotel Area cards face down in the center of the table. Each player also places 
their guest cards face down in front of them and may not view them during the break. 

3. During the break, players may communicate freely with one another. You may say any of the forbidden words 
from the tracking card without penalty. 

4. Once you have finished communicating, shuffle the hotel area cards and deal them to the players, then proceed 
to the next round. 
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Taking a break 
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During three of the rounds you have the option of taking a break instead of playing a regular round. A break 
enables the hotel staff to converse freely without risk of the guests overhearing their conversation. To do so:
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GAME END

3
Royal preference examples

1
The 1st portion must be 

a yellow cube
The 3rd portion must 
be a red or blue cube

1. Review the “Storage Closet” card to see if the sum of numbers in any row or column exceeds the maximum listed 
to its right or bottom, respectively. For each row or column that exceeds the maximum value, cross out the next 
available blunder square on the tracking card. 

2. Note the number above the last filled blunder square on the tracking card, then flip the card over to view the 
scoring side. Write down the blunder number in the “Blunder penalty” line. 

3. Score each guest card as follows:

a. Review the “Check-in” hotel area card and identify the room number into which you checked the guest. 
You will fill out the matching row on the scoring card in the next steps. 

b. Compare the Bags, Room, Meal, and Drink requirements on the guest card to the related hotel area cards. 
For each requirement that you met successfully, enter the starred score from the guest card into the matching 
column on the scoring card. (See “Hotel Area Clarifications” for details)

c. Add the Bags, Room, Meal, and Drink scores to identify the guest’s total score and write it in the “Total” 
column. 

d. Write the guest card’s target score in the “Guest Target” column. 

4. Calculate your total target score by adding all the numbers in the “Guest Target” column and write the sum 
below the “Target Score” label. 

5. Calculate your final score by adding all the numbers in the “Total” column (write the value in the “Subtotal” 
field) then subtract your “Blunder Penalty” from the subtotal. If your final score equals or is greater than the 
“Target Score”, you won the game. 
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Scoring

To determine your score:

Gameplay continues until you have played all 14 rounds. You then calculate your score to determine if you won or lost.  
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Example

Check-In Guest Room Dining Room Bar

Room is next to stairs



HOTEL AREA CLARIFICATIONS

3
Royal preference examples

1
The 1st portion must be 

a yellow cube
The 3rd portion must 
be a red or blue cube

To meet the Bags requirement on the guest card, a luggage cart in the Check-In area must:

• Have the same order (i.e., ascending) as that 
shown on the guest card

• Have its numbers start at the bottom-most square

• Not have any empty spaces between the numbers

Note: The room number above each luggage cart will  
affect the scoring for the guest’s Room, Meal, and 
Drink requirements (i.e., the numbers on those cards 
must match the room number on the Check-In card to 
score).

Check-In

Examples

To meet the Room requirement on the guest card, a room in the Guest Rooms card must:

• Have the same numbers in the same arrangement as those in the guest card’s Room requirement. 
Note: the numbers’ arrangement is relative to the location of the room’s door. 

• Match the specific guest request described in the guest card’s Room requirement.

• Have the same room number as the number above the luggage cart containing the guest’s bags in the Check-In 
card. 

Guest Rooms

Examples

!

Wrong
order

Doesn’t
start at bottom

Space

Wrong numbers Wrong arrangment

Room next to stairs Wrong room



(CONTINUED)

To meet the Meal requirement on the guest card, a table in the Dining Room card must:

• Have the same numbers in the same arrangement as those in the guest card’s Meal requirement. 

• Match the specific guest request described in the guest card’s Room requirement. 

• Have the guest’s correct room number written in the center of the table. 

Dining Room 

Examples

!

To meet the Drink requirement on the guest card, a drink in the Bar card must:

• Have a sum of numbers that is within the range listed on the guest card’s drink requirement.

• Not have any empty squares. 

• Have the guest’s correct room number written in the square below it. 

Bar

Examples

!

Wrong arrangment Not next to kitchen Wrong room number

Sum (12) above 
range (5 - 10)

Empty square Wrong room 
number
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HOTEL AREA CLARIFICATIONS



SOLO VARIANT

7

It’s the grand opening of Dicey Towers - the newest hotel on Britain’s scenic south coast - and guests are arriving! 
Unfortunately, the hotel is not ready. To make matters worse, all your employees have called in sick, leaving you to 
prepare the hotel on your own. 

1. Place the tracking card face up in the 
table’s center.

2. Shuffle the hotel area cards and place them 
in a row facing down. From left to right, the 
areas are numbered 1 through 5. 

3. Shuffle the guest cards then draw 5 and 
place them in a row facing up. 
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Setup

Gameplay

You play the game over 14 rounds, each of which represents 1 hour of the day.

In each round you will: 

1. Roll all 10 dice to form the dice pool. 

2. Perform one of the following actions:
a. Write a number on a hotel area card 
b. Erase a number from a hotel area card 
c. Check a hotel area card

3. Continue performing additional actions until you have taken all the black dice from the dice pool, at which point 
you proceed to the next round. Gameplay continues until you have played the 14th round. 
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Writing in a hotel area

To write a number on a hotel area card:

1. Take one or more black dice from the dice pool. The sum of 
the dice represents the hotel area that you will flip over.  

a. If you take a die with a 6 facing up, you may flip over 
any hotel area of your choice.

b. The sum of the dice you take must not be higher than 5. 

2. Flip over the hotel area card matching the sum of the dice 
you took. 

3. Take 1 white die of your choice from the dice pool and write 
the corresponding number on the hotel area card you 
flipped over. 

4. Flip the hotel area card over so it faces down again.
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Example

Basil takes the black dice 
with a 3 and 1 from the 
dice pool 

Basil flips over the 
4th hotel area 
card (counting 
from the left)

Basil takes the white die 
with a 2 on it and writes a 2 
on the hotel area card. 

Basil turns the hotel card 
over so that it faces down. 
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SOLO VARIANT

8

Erasing a number from a hotel area

To erase a number from a hotel area:

1. Take one or more black dice from the dice pool. The sum of the dice represents the hotel area that you will flip over.  
a. If you take a die with a 6 facing up, you may flip over any hotel area of your choice.
b. The sum of the dice must not be higher than 5.

2. Erase one number of your choice from the card.

3. Flip the hotel area card so it faces down again. 

4. Select a white die from the dice pool and re-roll it into the dice pool. 
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(CONTINUED)

Checking a hotel area card

If you wish to check the status of a hotel area, you can flip over an hotel area card of your choice. However, any time you 
do so, you must cross out one blunder on the tracking card. 

Proceeding to the next round

Once you’ve taken all the black dice from the dice pool, proceed to the next round by crossing out the next available 
square in the tracking card’s timeline. If the square features a break symbol, you may choose to take a break instead of 
playing a normal round. See “Taking a break” for details. 

Taking a break

During three of the rounds you have the option of taking a break instead of playing a regular round. A break enables 
you to flip over all the hotel area cards for the duration of the round. However, if you choose to take a break, you must 
cross out 2 blunders on the tracking sheet. After taking the break, flip over all the hotel area cards so that they face 
down and proceed to the next round. 

Game end

Gameplay continues until you have played all 14 rounds. You then calculate your score to determine if you won or lost.  

Scoring

You determine your score in a similar manner to the scoring in the base game. The only difference is that you must cross 
out one blunder on the tracking sheet for each guest request that you were unable to meet. 

Adjusting the difficulty

For an easier game, play with only 3 guests or with the hotel area cards facing up. 

For a more difficult game, play with the guest cards face down and flip them over only when you select black dice with 
the matching number (as you do with the hotel area cards).  


















