
Players 2+ | Time 15-30 Mins

OBJECTIVE

This game will put you on edge 
with hilarious dares and great 
laughs to win the odds. 

You win by challenging oppo-
nents to do dares, performing or 
avoiding the dares, and reaching 
the end of the board before your 
opponents do. 

GAMEPLAY 

1. Start a Round
All players choose a token and 
place it on the start space. The 
player with the next birthday 
begins the game and round by 
drawing a card from the top of 
the deck and reading the dare. 

2. Challenge Your Opponent 
Going in a clockwise motion, the 
player who drew the card picks 
the person to his or her left and 
asks them to choose the likeli-
hood of doing that specific dare.

3. Pick the Odds
The dared player chooses “the 
odds” or the likelihood of doing 
the dare. They do so by choosing 
a set of odds between 1 out of 2 
(lowest) and 1 out of 10 (highest). 



For example, a player may say “1 
out 4” or “1 out of 7” depending on 
their riskiness or willingness to 
do the dare, but players may not 
choose 1 out of 1 or go above 1 out 
of 10. Tip: You may use your hand 
and fingers to reveal numbers!

4. Play the Odds
   a) With the odds chosen, both 
players silently think of a number 
somewhere within the chosen 
odds. For example, if the player 
chooses the odds 1 out of 7, both 
players will pick a number from 1 
to 7 in their mind.
   b) A third player counts down 
3-2-1 and at the same time both 
the daring player and dared play-
er shout their number (OR use 
your hand and show with your fin-
gers what number you choose).
   c) If they shout the same number, 

the dared player must attempt to 
do the dare. If that person ac-
complishes the dare, they move 
forward 2 spaces. If they attempt 
and fail to accomplish the dare 
they move forward 1 space (un-
less the card states differently). 
If they refuse to attempt the dare, 
they must move back 2 spaces. If 
the player is in the start location, 
they may not skip the dare.
   d) If they shout different num-
bers, the dared player moves his 
or her token forward 1 space for 
avoiding the dare and using the 
same card dares the next player 
to his or her left. 
   e) The newly dared player must 
pick odds lower than the previous 
odds for that specific card. For 
example, if the first player picked 
1 out of 7, the next player must 
choose odds from 1 out of 6 or 



less for that card.
5. Repeat
The card stays in play until the 
dare is accomplished or the dare 
is avoided three times in a row, 
whichever happens first. 
If the odds reach 1 out of 2 and 
then the dare is avoided, meaning 
someone yelled “1” and the other 
person yelled “2”, then discard 
the card and move to the next 
round. After tokens are moved, 
the player who was dared last 
draws a new card and starts an-
other round with new odds. 

Visual gameplay on last page.

6. Moving Your Token
All players tokens start in the 
start location.
2 Spaces Forward – Completed 
the dare.

1 Space Forward – Attempt dare 
but fail to complete (unless oth-
erwise directed by card).
1 Space Forward – Avoid the dare 
by saying a different number than 
the darer.
2 Spaces Backward – Refuse to 
do the dare (only may refuse if 
past start location 2 spaces).
Penalty - Card says the number 
of backspaces - This replaces the 
reward for attempting the dare.

7. Other Rules
    a) When parentheses are used, 
the player who drew the card 
should fill in the blank with a name 
or a thing; if the dare is avoided, 
the new darer may choose some-
thing else to fill in the blank.
  b) “Make Your Own” Cards - 
Come up with something crazy! 
The dare stays the same during 
the round; however, the play-



ers involved in the dare may be 
changed.
    c) If you don’t have the object or  
thing asked for, use a substitute 
agreed upon by the group if pos-
sible. Otherwise, draw a new card.
   d) If the dare is deemed unsafe 
or not possible by the group, draw 
a new card.
    e) Hourglass is 30 seconds long, 
it is used on most timed dares!

GAME END
The first player to reach the 
FINISH space on the board WINS! 
As a reward, you may require one 
player to attempt the next dare 
that is drawn.

Alternative play: 
1. Play with Teams! 
2. Play with incentives for accom-
plishing tasks!





Contents:
100 Dare Cards
1 Game Board
11 Color Tokens
30 Second Hourglass
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DISCLAIMER: Gatwick Games 
LLC does not assume responsi-
bility for the actions of partici-
pants during gameplay. Players 
are not required to do dares 
and should never agree to doing 
dares which would cause injury, 
damage property, or violate the 
law.
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