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DICE WARS
“Mike, before they do their thing, I’m going 

to have my character check out the story from 
our contact and see if he’s being honest or not.”  
Brad and Julie sigh because they know that 
Brian always takes a long time when he is getting 
information. 

 Grabbing a few papers, Mike informs Brian to 
grab his dice and character sheet and tells Brad 
and Julie that they will have enough time for a 
Dice War.  “A one hundred or three hundred 
point war?” asked Brad.  

“One hundred,” said Mike.  Julie begins eyeing 
her dice up and thinks about how she’s going to 
build her army. 

Brad grabs his favorite d6 and begins rubbing 
it between his hands.  “Bring it on.” 

Introduction
Quick pick up games have been played by role 

playing game fans for decades.  Generally these 
games take place while waiting for other players 
to arrive or while the game master is busy with 
someone that decided to go on their own for a 
while.  These games generally involve collecting 
cards or miniatures and require just as much 
time outside of game to build the “perfect” deck 
or army as a game master takes to prep for the 
role playing game.  To top it off, these games 
are designed for the sets to become obsolete, 
requiring a player to constantly buy more and 
stay current with the latest releases.  

Dice Wars is a game designed with those 
very issues in mind.  There is no outside deck 
building, and it requires nothing more then the 
dice you already own and probably already bring 
with you to your existing role playing games.  
The game features intuitive mechanics as well 
as quick setup and play for two players. 

Unlike dice games like Yatzee, Dice Wars is 
not limited to the d6 but is open to any kind of 
die.  It is equally common to find a d30 right 
along side a d20.  Players have as many options 
in Dice Wars as they have dice, and more dice 
means more army construction possibilities.  

Fighting the War
A Dice War is fought in seven steps:

Negotiations.1.	   Before any battle can 
take place, you and the other warleader 
must first agree on the number of points 
their Dice War shall have.  More points can 
lead larger armies, but it also allows for more 
combinations of army construction.  Also 
you and the other warleader must agree 
upon any particular restrictions on both of 
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your army’s construction or if you want to 
play a certain scenario (see below).  

Army Construction.2.	   Now it is time to 
build your army.  Your army is made up of 
your dice.  Each die is worth the same number 
of points as the die has sides (example:  a d4 
is worth 4 points while a d20 is worth 20 
points and a d34 is worth 34 points).  A six-
sided die that has the numbers 1, 2, and 3 on 
it twice and is missing the 4, 5, and 6 (also 
known as a d3) is worth 3 points; the same 
is true for similar types of dice.  Armies may 
consist of any combination of dice as long 
as the total points is equal to the specified 
limit and it does not violate any of the 
agreed upon restrictions.  One warleader 
may choose to field a one-hundred point 
army consisting of 2d20s, 3d10s and 5d6 
while another may build an army made up 
of 25d4s.

The Attack.3.	  The battle begins.  Fighting 
in Dice Wars is done by you and the other 
warleader rolling your respective dice army 
and arranging the dice from highest to 
lowest.  The 0 on a d10 counts as a 10; the 
same is true for similar types of dice.

Tallying the Losses.4.	   Compare your 
highest die with the other warleader’s highest 
die.  Between these two, the higher die wins 
and is relieved of duty until the next battle; 
the lower die becomes a casualty of war 
and is removed.  Then you and the other 
warleader compare your second highest die 
in the same fashion.  Any ties are rerolled, 
as per Step 5:  A Skirmish.  This continues 
until the warleader with the fewest number 
of dice has compared all the dice in his 
army.  Should the other warleader have 
uncompared dice remaining, those dice do 

not impact this battle and are ready to fight 
in the next battle.  

A Skirmish.5.	   Should the result two dice 
being compared result in a tie, these two 
dice engage in a skirmish.  You and the other 
warleader reroll your respective die and 
these new results are compared.  The lower-
resulting die becomes a casualty while the 
higher-resulting die is ready to fight again 
in the next battle. 

The Victor.6.	   The battle’s victor is the 
warleader that lost the fewest dice.  

Continuing the War.7.	   The first battle 
is complete.  Before a new battle begins, all 
dice that were relieved of duty are recalled 
into active service.  If you are doing any 
army regeneration (see below), now is when 
it happens.  From here, you and the other 
warleader wage the next battle by repeating 
steps 3 through 7 until one side has no more 
dice in their army.
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(Click on the name to visit their site) 
 

RPGNow.com 
 

e23.sjgames.com 
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Yourgamesnow.com 
 

Drivethrustuff.com 
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http://Drivethrustuff.com
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If you like this product, try other games from Avalon Games 
 

Arcanum 
An exciting adventure game of magic, glory and exploration.  Set for 2 or more players, 
the game uses a unique chip system to resolve all events and encounters.  Now with four 
great  expansions. 
 
Board Games 
Avalon makes some great board games, great games at a great price.  Arcanum, Mystic 
Adventures, Dragon Lords and Junkyard Wars are but a few of our great titles. 

Battle Tiles 
Battle Tiles, Avalon Games, is a fun, and exciting way to improve your gaming 
experience. Use these high quality map tiles to create new and challenging battle arenas 
for your miniature gaming, or use them to create maps for role playing games of all types. 
 
Each square is set to a 1" to 5 foot scale, and each tile is created so you can interconnect 
them with other tiles to create massive settings for adventure and battle.  
 
At a cost of less then fifty cents a page, and hundreds of possible combinations, you can't 
go wrong with Battle Tiles, so get started and have a battle to remember. 
 
Avalon Clip Art 
Avalon has tons of artwork, all ready for you to use.  Great art for a great price is our 
goal, so grab a handful right away. 

Character Portraits 
Need a fast picture of what your character looks like. These professional, full color works 
will fit the bill.              
 
Each set comes with 10 full color portraits of different fantasy characters, each suitable 
for use in all of the most popular role-playing games.  
 
Sets 1, 2, 3, 4, 5 and 6 are all ready for download, so go get 'em. 
 
Mini-Games 
Avalon  Games is happy to offer tons of little games, that we like to call Mini-Games, 
and with over 30 titles, you are sure to find one or more games that will blow your mind.  
Little, however, does not mean lame.  No, these are great gaming gems, just in small bite 
sized forms.  Fun, fast and cheap, they are a great way to get some gaming fun into a 
short block of time.  Have a look, you might be surprised at what you find. 

Worlds of Wonder 
Worlds of Wonder is a fast, simple to play RPG system designed for use by advanced 
players who wish to create detailed characters without having to roll on endless charts 
and deal with endless rules.  

http://www.rpgnow.com/product_info.php?products_id=19368&it=1
http://www.rpgnow.com/index.php?cPath=5086
http://www.rpgnow.com/index.php?cPath=5084
http://www.rpgnow.com/index.php?cPath=5088
http://www.rpgnow.com/index.php?cPath=5087
http://www.rpgnow.com/index.php?cPath=5093
http://www.rpgnow.com/index.php?cPath=5092


After 30+ years of playing, running and designing games, be they RPG’s or board games, 
we at Avalon have come to one conclusion. Its not the game’s rules that make it 
enjoyable, but the people you play with. With that in mind, Worlds of Wonder takes the 
most important aspect of any RPG, the character creation, and tries to offer players, and 
their GM, the tools needed to make the time spent playing together well worth the time 
spent creating the characters. 

Worlds of Wonder Expansions 
Want more Worlds of Wonder? Try one of the many expansions for the system.  More 
monsters, foes, magic, skill sets and gaming stuff to keep you occupied for weeks, 
months, hell maybe for a lifetime.  Ever expanding, the WoW system is made for gaming 
fun, so don’t wait, have an adventure and enter Worlds of Wonder. 
 
Arcana 
Arcana is generic world, designed for use with any Fantasy RPG System, and so 
the information presented here and in other Arcana expansions will of course be a 
bit vague as to stats, levels and powers.  The intention is to give the GM and 
players a world rich in personality, history and depth, one where they can seek 
adventure, but use any RPG system they feel most conferrable with. 

The basics of the game world are presented here in the core book, but as 
expansions are released, the complexity of the world will grow as more and more 
of its history, dangers and wonders are explored.  When it is all said and done, 
Arcana will become a vast world of detailed and expansive depth, one where that 
you and your friends can full explore. 

Game Geek 
Avalon's Monthly game magazine, inside you will find tons of gaming goodness, free 
games, add on materials for many of Avalon's titles, and a monthly sections dedicated to 
S&G, Battle Axe and Arcana.  Great game stuff each and every month. 
 
 
 

Avalon is a proud participant of Kiva,  
making loans that change lives. 

 
 

 

ww.rpgnow.com/product_info.php?products_id=19368&it=1
http://www.rpgnow.com/index.php?cPath=5079
http://www.kiva.org/app.php


Avalon’s premier game system the S&G battle system allows you to play skirmish level 
engagements, and do so with a fast, easy to learn system that also allows for endless 

expansions and genres.  With S&G you can fight battles between fantasy based elves and 
orcs, or blast off into the cold hard future with space marines and aliens. 

 

Major 
Glory 

Lamia 

Gyea 

Weapons and Armor 

Weapons       As mod            Damage mod            Notes____ 
Scimitar            -1                          +1                         -       
Dagger              +0                          -1              - 

 

Warlord Grom 

Special Abilities 

Health 



Battle Axe is a simple to play tabletop system for skirmish level 
battles.  Using cards instead of dice, you will find the game to be 
less luck based and much more tactical in nature.  The rules and 
cards provide here will be enough to get you started, and new 

characters and rule expansions are on the way so you can continue 
to increase both the size and composition of your War Bands. 

 

http://www.rpgnow.com/index.php?cPath=5089
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