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Abstract

Domino Avatars is a fast-paced fighting game for two to six players. It

is designed as an alternative to the numerous battle-focused, collectable

card games on the market today. Instead of special cards, it uses com-

ponents from games that you may already have in your bookshelf: a set

of dominos for the Avatars, a deck of cards to introduce randomness into

the game, and pencil and paper to tally up points at the end of the game.

The player with the highest score at the end of the game wins.
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Copyright (C) 2007 Chad C. Walstrom

This work is provided to you under the Creative Commons Attribution-

ShareAlike 2.5 license. For the full text of this license, see the Appendix. In

summary, you are free:

• to copy, distribute, display, and perform the work

• to make derivative works

• to make commercial use of the work

Under the following conditions:

• You must attribute the work in the manner specified by the author or

licensor.

• If you alter, transform, or build upon this work, you may distribute the

resulting work only under a license identical to this one.

• For any reuse or distribution, you must make clear to others the license

terms of this work.

• Any of these conditions can be waived if you get permission from the

copyright holder.

Your fair use and other rights are in no way affected by the above.
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1 Introduction

Domino Avatars is a fast-paced fighting game for two to six players. It is de-

signed as an alternative to the numerous battle-focused, collectable card games

on the market today. Instead of special cards, it uses components from games

that you may already have in your bookshelf: a set of dominos for the Avatars, a

couple decks of cards (Jokers removed) to introduce randomness into the game,

and pencil and paper to tally up points at the end of the game.

A domino is a natural fit for an attack and defend style game. There are

two sets of pips on each domino, one signifies the Attack Score, and the other

signifies the Defend Score. Cards are used to classify the attack or defense as

Red or Black, corresponding to the color of the card’s suit, and increase the

strength of the Avatar’s attack or defense scores.

The game is played until either the dominos are exhaused, or a pre-determined

score is reached by one of the players.

2 Terminology

Every new game comes with new terminology to learn, and this one is no ex-

ception. The following list describes the most important terms to know for this

game. For the sake of examples throughout this article, four players will be

used: Alice, Bob, Charlie, and Dianne.

Avatar : a domino placed face-up in front of a player.

Avatar Score : the sum of all all pips on the Avatar domino

Attack Score : the sum of the pips on the half of the Avatar furthest away

from the player.

Counter-Attack : after successfully defending against an attack, the defend-

ing Avatar may counter-attack its antagonist.
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Defend Score : the sum of the pips on the half of the Avatar closest to the

player.

Pip : a the dot on a domino.

Player Score : the sum of Avatar Scores that the player has defeated.

Round : the period in which all players have taken a turn.

Total Attack Score : the sum of an Avatar’s Attack Score and the point total

of like-colored cards played for that Avatar. Denoted as CNN, where C is

the color and NN is the sum. i.e. R20.

Total Defend Score : the sum of an Avatar’s Defend Score and the point total

of like-colored cards played for that Avatar. Denoted as CNN, where C is

the color and NN is the sum. i.e. B10.

X//Y : Nomenclature for an Avatar’s Attack Score and Defend Score. i.e.

6/4.

3 Setup

First order of business is to decide upon the winning conditions of the game.

If time is unlimited, then the game is won by the player with the highest score

when the dominos have been exhaused. (See “Turns and Rounds”.) If time is

limited, set the duration of the game, the winner of the game being the player

with the highest score at the end of that time period. Alternatively, set a point

value for which the first player to reach is determined the winner. When the

dominos have been exhaused, reshuffle them and continue play until the winning

condition has been reached.

Setup for the game is relatively simple. Randomly sort, shake, and conceal

the dominos from the players, who randomly draw two and place them face-up

in front of them. The pips furthest away from the player signify the Avatar’s
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Attack Score, the closest signify its Defend Score. Once place on the table, the

Avatar cannot be moved unless it is defeated.

The player who owns the Avatar with the highest Avatar Score will attack

first. The player just to the right will deal ten cards to each player. For each

successive round, the responsibility as dealer and first attacker advances clock-

wise.

4 Game Play

The flow of the game is designed to be fast paced. The first player declares both

the attacking Avatar and the defending Avatar of an opposing player. The cards

that were drawn are used to determine the type of attack, Red or Black, and

to increase the Score of the attack. Any player may play any number of cards

from her hand at any time, but they all must be of the same suit for both attack

and defense.

4.1 Attack and Defend

To attack with an Avatar, choose one or more cards of the same color to add

to the Avatar’s Attack Score. Place these cards face-up in front of you. The

sum of the Attack Score and point value of the cards is called the Total Attack

Score. Aces have a point value of one; Jacks, eleven; Queens, twelve; and Kings,

thirteen.

To defend against an attack, choose one or more cards of the same color as

the attacking Avatar that, when combined with the defending Avatar’s Defend

score, match or exceed the Total Attack Score. This is called the Total Defend

Score.

If the attack succeeds, the attacking player “captures” the defending Avatar

and adds its Avatar Score to her Player Score. If the attack fails, the defending

Avatar may choose to counter-attack (See Counter-Attack).
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For example, Alice has a 9/2 Avatar. She challenges Bob’s 7/4 Avatar.

Alice lays down a five of hearts (5♥), which makes the Avatar’s total red Attack

Score of 14 (R14). Since all ties go to the defender, Bob must build a Total

Defense Score of R14 or greater to defeat the Red attack. Additionally, he must

use either hearts (♥) or diamonds (♦) to do so. Bob lays down a 7♦+ 3♥ for

a Defend Score of R14.

Alice’s attack has failed. If Bob had failed to defend the attack, Alice would

“capture” the fallen Avatar and add its Avatar Score to her Player Score.

Discard any cards played during this phase.

4.2 Counter-Attack

A defending Avatar that has successfully repelled an attack may be used to

counter-attack that same Avatar. The same procedure is used as in the “Attack

and Defend” section. If the counter-attack succeeds, the defeated Avatar’s Score

is added to the Player Score of the counter-attacker. A counter-attack can be

waived, if the player chooses.

For example, now that Bob has successfully defended the attack, he has the

option to counter-attack, which he can waive if he so chooses. He declares

counter-attack, and lays down a K♠, giving him a black Attack Score of 20

(B20). Alice has four cards left, but only two black suits: a 5♠ and a 10♠. She

opts not to defend, knowing that she’ll need those cards to either attack with

her other Avatar or defend against attacks from other players’ Avatars. Bob

“captures” the fallen Avatar and adds its Avatar Score to his Player Score.

A counter-attack does not forfeit a player’s possible attacks during his or

her turn.

Discard any cards played during this phase.
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4.2.1 Optional Rule: Restricted Counter-Attack

As with counter-attack, the successful defending Avatar may counter-attack its

antagonist, but only doing so with the same color cards.

4.3 Aiding Others

As mentioned in the Setup section, aid can be given to any attacking or defend-

ing Avatar by any player. A player does not need permission of an Attacking

or Defending player to give aid. No player is obligated to fulfill any promises

made during the game in exchange for aid, nor should they be expected to. To

give aid to an Avatar, simply declare “Aid Attack!” or “Aid Defense!”, and

place the card or cards face-up upon the defender or attacker’s pile of cards.

The card’s score will be added to the Avatar’s Attack or Defend Score as you

designated.

4.4 Turns and Rounds

A player may attack with each of her avatars once per round. She may waive

an attack from one or both of the avatars at her choice. When the turn has

ended, the player to the left is now allowed to attack. When each player has

completed his or her turn, the round has ended.

For example, Alice has now lost her first Avatar. Alice may decide to attack

with her remaining Avatar or pass control to the next player to her left. She

decides not to attack with her second avatar, a 1/6, and passes control to Bob.

At the beginning of the next round, the cards are reshuffled and redealt.

Each player replaces any lost Avatars by selecting them randomly from the

unused dominos. If there isn’t enough dominos for each player to have two

Avatars each at the beginning of the round, they are said to be exhausted. If

this is the pre-determined, game-ending condition, the player with the highest

score wins. If not, the dominos are reshuffled, and game play continues until
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the ending condition is met.

A This Document

This document was created using LATEX. If you find errors in this document or

have suggestions on how to improve it, please send email to Chad C. Walstrom

at <chewie@wookimus.net>.

The latest version of this document can be found in PDF format or a tarball

of the original source code at:

http://wookimus.net/˜chewie/domino-avatars/

A.1 Acknowledgements

A special thanks to the play-testers of this game, Christy and Brandon from

work, who gave up their lunch hours to brain-storm.

A.2 Changes

• v0.2 - Clarifications. Made attack and defend “bids” a single action, rather

than allowing players to incrementally defeat their opponents.

• v0.1 - Initial version.
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B License

Creative Commons

Attribution-ShareAlike 2.5

CREATIVE COMMONS CORPORATION IS NOT A LAW FIRM AND

DOES NOT PROVIDE LEGAL SERVICES. DISTRIBUTION OF THIS LI-

CENSE DOES NOT CREATE AN ATTORNEY-CLIENT RELATIONSHIP.

CREATIVE COMMONS PROVIDES THIS INFORMATION ON AN "AS-

IS" BASIS. CREATIVE COMMONS MAKES NO WARRANTIES REGARD-

ING THE INFORMATION PROVIDED, AND DISCLAIMS LIABILITY FOR

DAMAGES RESULTING FROM ITS USE.

License

THE WORK (AS DEFINED BELOW) IS PROVIDED UNDER THE TERMS

OF THIS CREATIVE COMMONS PUBLIC LICENSE ("CCPL" OR "LICENSE").

THE WORK IS PROTECTED BY COPYRIGHT AND/OR OTHER APPLI-

CABLE LAW. ANY USE OF THE WORK OTHER THAN AS AUTHORIZED

UNDER THIS LICENSE OR COPYRIGHT LAW IS PROHIBITED.

BY EXERCISING ANY RIGHTS TO THE WORK PROVIDED HERE,

YOU ACCEPT AND AGREE TO BE BOUND BY THE TERMS OF THIS LI-

CENSE. THE LICENSOR GRANTS YOU THE RIGHTS CONTAINED HERE

IN CONSIDERATION OF YOUR ACCEPTANCE OF SUCH TERMS AND

CONDITIONS.

1. Definitions

1. "Collective Work" means a work, such as a periodical issue, anthology

or encyclopedia, in which the Work in its entirety in unmodified form,

along with a number of other contributions, constituting separate and

independent works in themselves, are assembled into a collective whole. A

work that constitutes a Collective Work will not be considered a Derivative

Work (as defined below) for the purposes of this License.
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2. "Derivative Work" means a work based upon the Work or upon the

Work and other pre-existing works, such as a translation, musical ar-

rangement, dramatization, fictionalization, motion picture version, sound

recording, art reproduction, abridgment, condensation, or any other form

in which the Work may be recast, transformed, or adapted, except that a

work that constitutes a Collective Work will not be considered a Deriva-

tive Work for the purpose of this License. For the avoidance of doubt,

where the Work is a musical composition or sound recording, the synchro-

nization of the Work in timed-relation with a moving image ("synching")

will be considered a Derivative Work for the purpose of this License.

3. "Licensor" means the individual or entity that offers the Work under the

terms of this License.

4. "Original Author" means the individual or entity who created the Work.

5. "Work" means the copyrightable work of authorship offered under the

terms of this License.

6. "You" means an individual or entity exercising rights under this License

who has not previously violated the terms of this License with respect to

the Work, or who has received express permission from the Licensor to

exercise rights under this License despite a previous violation.

7. "License Elements" means the following high-level license attributes as

selected by Licensor and indicated in the title of this License: Attribution,

ShareAlike.

2. Fair Use Rights. Nothing in this license is intended to reduce, limit,

or restrict any rights arising from fair use, first sale or other limitations on the

exclusive rights of the copyright owner under copyright law or other applicable

laws.
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3. License Grant. Subject to the terms and conditions of this License,

Licensor hereby grants You a worldwide, royalty-free, non-exclusive, perpetual

(for the duration of the applicable copyright) license to exercise the rights in

the Work as stated below:

1. to reproduce the Work, to incorporate the Work into one or more Collec-

tive Works, and to reproduce the Work as incorporated in the Collective

Works;

2. to create and reproduce Derivative Works;

3. to distribute copies or phonorecords of, display publicly, perform publicly,

and perform publicly by means of a digital audio transmission the Work

including as incorporated in Collective Works;

4. to distribute copies or phonorecords of, display publicly, perform publicly,

and perform publicly by means of a digital audio transmission Derivative

Works.

5. For the avoidance of doubt, where the work is a musical composition:

(a) Performance Royalties Under Blanket Licenses. Licensor waives

the exclusive right to collect, whether individually or via a perfor-

mance rights society (e.g. ASCAP, BMI, SESAC), royalties for the

public performance or public digital performance (e.g. webcast) of

the Work.

(b) Mechanical Rights and Statutory Royalties. Licensor waives

the exclusive right to collect, whether individually or via a music

rights society or designated agent (e.g. Harry Fox Agency), royalties

for any phonorecord You create from the Work ("cover version")

and distribute, subject to the compulsory license created by 17 USC

Section 115 of the US Copyright Act (or the equivalent in other

jurisdictions).
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6. Webcasting Rights and Statutory Royalties. For the avoidance of

doubt, where the Work is a sound recording, Licensor waives the exclusive

right to collect, whether individually or via a performance-rights society

(e.g. SoundExchange), royalties for the public digital performance (e.g.

webcast) of the Work, subject to the compulsory license created by 17

USC Section 114 of the US Copyright Act (or the equivalent in other

jurisdictions).

The above rights may be exercised in all media and formats whether now

known or hereafter devised. The above rights include the right to make such

modifications as are technically necessary to exercise the rights in other media

and formats. All rights not expressly granted by Licensor are hereby reserved.

4. Restrictions.The license granted in Section 3 above is expressly made

subject to and limited by the following restrictions:

1. You may distribute, publicly display, publicly perform, or publicly digi-

tally perform the Work only under the terms of this License, and You must

include a copy of, or the Uniform Resource Identifier for, this License with

every copy or phonorecord of the Work You distribute, publicly display,

publicly perform, or publicly digitally perform. You may not offer or im-

pose any terms on the Work that alter or restrict the terms of this License

or the recipients’ exercise of the rights granted hereunder. You may not

sublicense the Work. You must keep intact all notices that refer to this Li-

cense and to the disclaimer of warranties. You may not distribute, publicly

display, publicly perform, or publicly digitally perform the Work with any

technological measures that control access or use of the Work in a manner

inconsistent with the terms of this License Agreement. The above applies

to the Work as incorporated in a Collective Work, but this does not re-

quire the Collective Work apart from the Work itself to be made subject

to the terms of this License. If You create a Collective Work, upon notice
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from any Licensor You must, to the extent practicable, remove from the

Collective Work any credit as required by clause 4(c), as requested. If

You create a Derivative Work, upon notice from any Licensor You must,

to the extent practicable, remove from the Derivative Work any credit as

required by clause 4(c), as requested.

2. You may distribute, publicly display, publicly perform, or publicly digi-

tally perform a Derivative Work only under the terms of this License, a

later version of this License with the same License Elements as this Li-

cense, or a Creative Commons iCommons license that contains the same

License Elements as this License (e.g. Attribution-ShareAlike 2.5 Japan).

You must include a copy of, or the Uniform Resource Identifier for, this

License or other license specified in the previous sentence with every copy

or phonorecord of each Derivative Work You distribute, publicly display,

publicly perform, or publicly digitally perform. You may not offer or im-

pose any terms on the Derivative Works that alter or restrict the terms

of this License or the recipients’ exercise of the rights granted hereunder,

and You must keep intact all notices that refer to this License and to the

disclaimer of warranties. You may not distribute, publicly display, pub-

licly perform, or publicly digitally perform the Derivative Work with any

technological measures that control access or use of the Work in a manner

inconsistent with the terms of this License Agreement. The above applies

to the Derivative Work as incorporated in a Collective Work, but this does

not require the Collective Work apart from the Derivative Work itself to

be made subject to the terms of this License.

3. If you distribute, publicly display, publicly perform, or publicly digitally

perform the Work or any Derivative Works or Collective Works, You must

keep intact all copyright notices for the Work and provide, reasonable to

the medium or means You are utilizing: (i) the name of the Original Au-
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thor (or pseudonym, if applicable) if supplied, and/or (ii) if the Original

Author and/or Licensor designate another party or parties (e.g. a sponsor

institute, publishing entity, journal) for attribution in Licensor’s copyright

notice, terms of service or by other reasonable means, the name of such

party or parties; the title of the Work if supplied; to the extent reasonably

practicable, the Uniform Resource Identifier, if any, that Licensor speci-

fies to be associated with the Work, unless such URI does not refer to the

copyright notice or licensing information for the Work; and in the case of

a Derivative Work, a credit identifying the use of the Work in the Deriva-

tive Work (e.g., "French translation of the Work by Original Author," or

"Screenplay based on original Work by Original Author"). Such credit

may be implemented in any reasonable manner; provided, however, that

in the case of a Derivative Work or Collective Work, at a minimum such

credit will appear where any other comparable authorship credit appears

and in a manner at least as prominent as such other comparable author-

ship credit.

5. Representations, Warranties and Disclaimer

UNLESS OTHERWISE AGREED TO BY THE PARTIES IN WRITING,

LICENSOR OFFERS THE WORK AS-IS AND MAKES NO REPRESENTA-

TIONS OR WARRANTIES OF ANY KIND CONCERNING THE MATERI-

ALS, EXPRESS, IMPLIED, STATUTORY OR OTHERWISE, INCLUDING,

WITHOUT LIMITATION, WARRANTIES OF TITLE, MERCHANTIBILITY,

FITNESS FOR A PARTICULAR PURPOSE, NONINFRINGEMENT, OR THE

ABSENCE OF LATENT OR OTHER DEFECTS, ACCURACY, OR THE

PRESENCE OF ABSENCE OF ERRORS, WHETHER OR NOT DISCOV-

ERABLE. SOME JURISDICTIONS DO NOT ALLOW THE EXCLUSION OF

IMPLIED WARRANTIES, SO SUCH EXCLUSION MAY NOT APPLY TO

YOU.

15



6. Limitation on Liability. EXCEPT TO THE EXTENT REQUIRED

BY APPLICABLE LAW, IN NO EVENT WILL LICENSOR BE LIABLE TO

YOU ON ANY LEGAL THEORY FOR ANY SPECIAL, INCIDENTAL, CON-

SEQUENTIAL, PUNITIVE OR EXEMPLARY DAMAGES ARISING OUT

OF THIS LICENSE OR THE USE OF THE WORK, EVEN IF LICENSOR

HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES.

7. Termination

1. This License and the rights granted hereunder will terminate automati-

cally upon any breach by You of the terms of this License. Individuals

or entities who have received Derivative Works or Collective Works from

You under this License, however, will not have their licenses terminated

provided such individuals or entities remain in full compliance with those

licenses. Sections 1, 2, 5, 6, 7, and 8 will survive any termination of this

License.

2. Subject to the above terms and conditions, the license granted here is per-

petual (for the duration of the applicable copyright in the Work). Notwith-

standing the above, Licensor reserves the right to release the Work under

different license terms or to stop distributing the Work at any time; pro-

vided, however that any such election will not serve to withdraw this

License (or any other license that has been, or is required to be, granted

under the terms of this License), and this License will continue in full force

and effect unless terminated as stated above.

8. Miscellaneous

1. Each time You distribute or publicly digitally perform the Work or a

Collective Work, the Licensor offers to the recipient a license to the Work

on the same terms and conditions as the license granted to You under this

License.
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2. Each time You distribute or publicly digitally perform a Derivative Work,

Licensor offers to the recipient a license to the original Work on the same

terms and conditions as the license granted to You under this License.

3. If any provision of this License is invalid or unenforceable under applicable

law, it shall not affect the validity or enforceability of the remainder of

the terms of this License, and without further action by the parties to

this agreement, such provision shall be reformed to the minimum extent

necessary to make such provision valid and enforceable.

4. No term or provision of this License shall be deemed waived and no breach

consented to unless such waiver or consent shall be in writing and signed

by the party to be charged with such waiver or consent.

5. This License constitutes the entire agreement between the parties with re-

spect to the Work licensed here. There are no understandings, agreements

or representations with respect to the Work not specified here. Licensor

shall not be bound by any additional provisions that may appear in any

communication from You. This License may not be modified without the

mutual written agreement of the Licensor and You.

Creative Commons is not a party to this License, and makes no warranty

whatsoever in connection with the Work. Creative Commons will not be liable

to You or any party on any legal theory for any damages whatsoever, including

without limitation any general, special, incidental or consequential damages

arising in connection to this license. Notwithstanding the foregoing two (2)

sentences, if Creative Commons has expressly identified itself as the Licensor

hereunder, it shall have all rights and obligations of Licensor.

Except for the limited purpose of indicating to the public that the Work

is licensed under the CCPL, neither party will use the trademark "Creative

Commons" or any related trademark or logo of Creative Commons without
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the prior written consent of Creative Commons. Any permitted use will be in

compliance with Creative Commons’ then-current trademark usage guidelines,

as may be published on its website or otherwise made available upon request

from time to time.

Creative Commons may be contacted at http://creativecommons.org/.
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