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F
ive 4s

F
ive 5s

F
ive 6s

Illegal R
aises

A
 bet is illegal if it does not exceed the previous claim

.

E
xam

ple. P
revious claim

:

T
hree 3s

Illegal bets:

T
hree 2s

T
hree 3s

Tw
o 6s
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1. O
verview

L
iar’s D

ice is a bluffing and probability gam
e played w

ith hidden dice. P
layers m

ake claim
s 

about how
 m

any dice of a certain num
ber exist across the entire table.

P
layers m

ust either raise the claim
 or challenge it.

If a claim
 is challenged and proven false, the player w

ho m
ade the claim

 loses a die. If the claim
 

is correct, the challenger loses a die.

T
he last player w

ith dice rem
aining w

ins.

2. E
q

u
ip

m
en

t
E

ach player needs:

5 six sided dice
A

 cup or hand to hide their roll

R
ecom

m
ended players: 3 to 6

3. O
b

jective
B

e the last player w
ith at least one die rem

aining.

4. R
ou

n
d

 S
tru

ctu
re

E
ach round follow

s this order:

1.A
ll players roll their dice secretly.

2.P
layers m

ake betting claim
s.

3.P
layers either raise the claim

 or challenge it.

4.D
ice are revealed if challenged.

5.A
 player loses a die.

6.A
 new

 round begins.

2



5. R
ollin

g D
ice

A
ll players shake and roll their dice privately.

Y
ou m

ay look at your ow
n dice but m

ust keep them
 hidden from

 the other players.

6. M
ak

in
g C

laim
s

A
 claim

 is a statem
ent about how

 m
any dice of a certain num

ber exist across all players’ dice.

E
xam

ples:

T
hree 3s

F
our 5s

S
ix 2s

A
 claim

 m
eans there are at least th

at m
an

y of that num
ber across the entire table.

7. W
ild

 O
n

es
1s are w

ild.

T
his m

eans a 1 can count as any num
ber w

hen checking m
ost claim

s.

E
xam

ple:

If the claim
 is F

ou
r 5s, then both 5s and 1s count tow

ard the total.

Im
portant exception:

If the claim
 itself is on

es, then only actual 1s count.

8. P
layer T

u
rn

 O
p

tion
s

O
n your turn you m

ust do one of the follow
ing:

R
aise the claim

C
all L

iar
C

all S
pot O

n (optional house rule)

Y
ou m

ay not pass.
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L
egal R

aises

A
 new

 claim
 m

ust be higher than the previous claim
.

A
 claim

 is considered higher if it increases either:

T
he quantity of dice

T
he face value of the dice

E
xam

ple:

P
revious claim

:

T
hree 3s

L
egal raises include:

T
hree 4s

T
hree 5s

T
hree 6s

F
our 1s

F
our 2s

F
our 3s

F
our 4s

Im
portant exam

ple:

F
ou

r 2s is a legal raise over T
h

ree 3s b
ecau

se th
e q

u
an

tity in
creased

.

S
ixes R

u
le

If the current claim
 is already sixes, the face value cannot increase further.

E
xam

ple:

F
our 6s

L
egal raises:

F
ive 1s

F
ive 2s

F
ive 3s
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L
egal raises:

F
our 4s

F
ive 4s

S
ix 4s

A
fter the P

alifico round ends, the gam
e returns to norm

al rules.

E
. In

terru
p

t C
h

allen
ge

In this variant, players m
ay challenge a claim

 ou
t of tu

rn
.

A
t any tim

e after a claim
 is m

ade, a player m
ay interrupt and call:

L
iar.

T
he round stops im

m
ediately and all dice are revealed.

B
ecause the challenge w

as m
ade out of turn, the risk is greater.

If the claim
 w

as true, the interrupting player loses tw
o d

ice.

If the claim
 w

as false, the player w
ho m

ade the claim
 loses on

e d
ie as norm

al.

15. B
ettin

g R
u

les R
eferen

ce
C

laim
 F

orm
at

A
ll bets follow

 this structure:

Q
uantity +

 F
ace V

alue

E
xam

ples:

T
hree 3s

F
our 2s

F
ive 6s

E
ach claim

 m
eans there are at least th

at m
an

y of that num
ber across the table.
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9. R
aisin

g th
e C

laim
To raise the claim

 you m
ust m

ake a higher claim
 than the previous one.

C
laim

s m
ust follow

 the betting rules described later in the docum
ent.

10. C
allin

g L
iar

Instead of raising the claim
, you m

ay challenge the previous player by saying:

L
iar.

A
ll players reveal their dice.

C
ount the m

atching dice across the table.

R
em

em
ber:

O
nes count as w

ild unless the claim
 w

as about ones.

R
esult:

If the claim
 w

as true or higher than stated, the challenger loses one die.

If the claim
 w

as false, the player w
ho m

ade the claim
 loses one die.

11. L
osin

g D
ice

W
hen a player loses a die, it is rem

oved from
 the gam

e perm
anently.

P
layers w

ith no dice rem
aining are elim

inated.

12. S
tartin

g th
e N

ext R
ou

n
d

T
he player w

ho lost a die begins the next round.

A
ll rem

aining players roll their rem
aining dice again.

13. E
n

d
 of th

e G
am

e
T

he gam
e ends w

hen only one player has dice rem
aining.

T
hat player w

ins.
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14. O
p

tion
al H

ou
se R

u
les

T
hese rules m

ay be used if the table agrees before the gam
e begins.

A
. S

p
ot O

n

Instead of raising the claim
 or calling liar, a player m

ay call:

S
pot O

n.

T
his m

eans the player believes the previous claim
 is exactly correct, not higher or low

er.

A
ll players reveal their dice.

If the claim
 is exactly correct:

E
very other player loses one die.

T
he player w

ho called S
pot O

n loses nothing.

If the claim
 is not exactly correct:

T
he player w

ho called S
pot O

n loses one die.

A
ltern

ate S
p

ot O
n

 V
arian

t

S
om

e tables play a softer version.

If a player calls S
pot O

n and the claim
 is exactly correct, the caller regain

s on
e d

ie th
ey 

p
reviou

sly lost instead of causing other players to lose dice.

If the caller already has the m
axim

um
 num

ber of dice, nothing happens.

If the claim
 is not exactly correct, the caller still loses one die.

B
. O

p
en

in
g B

et M
in

im
u

m

To prevent extrem
ely low

 opening bets, the table m
ay require a m

inim
um

 opening claim
 at the 

start of each round.

T
he opening claim

 m
ust be at least h

alf th
e n

u
m

b
er of p

layers, rou
n

d
ed

 u
p

.

E
xam

ples:

3 players →
 m

inim
um

 opening bet is 2
4 players →

 m
inim

um
 opening bet is 2

5

5 players →
 m

inim
um

 opening bet is 3
6 players →

 m
inim

um
 opening bet is 3

T
he opening player m

ay choose any face value, but the quantity m
ust m

eet the m
inim

um
 

requirem
ent.

E
xam

ple w
ith 5 players:

L
egal opening bets:

T
hree 2s

T
hree 4s

T
hree 6s

Illegal opening bets:

Tw
o 5s

O
ne 6

T
his rule speeds up the early gam

e and prevents obvious low
 bets.

C
. N

o W
ild

 O
n

es

In this variant, 1s are not w
ild.

A
ll dice only count as the num

ber actually show
n.

D
. P

alifico R
ou

n
d

In this variant, special rules apply w
hen a player is reduced to on

e rem
ain

in
g d

ie.

W
hen a player loses their second to last die, the next round becom

es a P
alifico rou

n
d

.

D
uring a P

alifico round:

1s are not w
ild.

A
fter the first claim

 is m
ade, the face valu

e of th
e claim

 can
n

ot ch
an

ge.
P

layers m
ay only increase the q

u
an

tity of the claim
.

E
xam

ple:

O
pening claim

: T
hree 4s
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