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Think dominoes are boring?  Think again.



Overview

Euronimoes is a Euro-style game of dominoes for 2-6 players.  Players attempt to play their dominoes in their own 
personal area in such a way as to minimize their point count at the end of the game.  It takes plenty of planning, 
quite a lot of strategy, and at least a little luck to come out on top.  Playing time averages about 10 minutes per 
player.  

Equipment

These instructions, including a playing mat on the last page.

10 poker chips per player (of any color or colors).

One or more sets of dominoes.  If two are playing, a double-six set is required; if three or four are playing, two 
double-six sets are required; if five or six are playing, three double-six sets are required.

Setup

Turn all the dominoes face-down and shuffle them, creating the bone pile.  

If three are playing, remove 2 dominoes and set them, face-up, to the side; if five are playing, remove 4 dominoes 
and set them, face-up, to the side.  These dominoes are not used in the game but are visible to all players.

Take four of the dominoes from the bone pile and place them, face-up, on the four marked slots of the playing mat. 

Give every player 3 chips.  

Finally, each player draws a hand of three dominoes and sets them up so that only she can see them.  

A Single Turn

A player does two things on her turn:  she first draws a new domino, either from the playing mat or from the bone 
pile, and then she plays down one domino in her personal playing space.  The domino played down does not have 
to be the domino just drawn.  

Drawing a Domino

If drawing from the playing mat, she must pay any chips required; if drawing from the bone pile, she takes 
one chip from the supply.  The supply is intended to be unlimited.

If she draws from the playing mat, she must also shift the more expensive dominoes down one slot on the 
mat.  Thus if she takes and pays for the domino costing one chip, she must move the dominoes costing two 
and three chips down to the one and two chip slots.  She then must fill the three chip slot with a domino 
from the bone pile.  

If she doesn’t have enough chips to “buy” one of the dominoes on the playing mat, she must choose a 
cheaper one.

Playing a Domino

In Euronimoes, there is no common playing area -- each player has their own playing area, and this 
playing area is not shared with others.  

Several rules govern the placement of the dominoes that are played down (please see the graphic on the 
front cover as an illustration of correct play).  

1. The domino can be oriented either vertically or horizontally.  (Note the 2-1 in the third column 
played vertically.)

2. It must both touch and line up with any dominoes that player has previously played, so that her 
dominoes form a grid.  (No dominoes can be disconnected from the rest.)



3. Numbers that are next to one another vertically (in the same column) must differ by exactly one 
pip.  Furthermore, once a run has been started, it cannot reverse direction.  If, for example, a 5-4-3-2 
has already been played in a given column, a six (but not a four) could be played next to the five; a 
one (but not a three) could be played next to the two.  (Note therefore that only the dominoes with 
consecutively-numbered pips can be played vertically:  the 0-1, the 1-2, the 2-3, the 3-4, the 4-5,  
and the 5-6.  As a result, these dominoes are a little more versatile than the rest.)

4. Runs can be played so that they either increase or decrease as they get closer to the center of the 
table.  (Note that the run in the second column decreases as you go up, whereas the run in the 
third column increases as you go up.)

5. Numbers that are next to one another horizontally (in the same row) need not have any relation 
whatsoever to one another.

6. It is also possible to play a domino on top of two dominoes that have already been played.  The 
pips on both ends must match the pips beneath them.  (It would be possible, for example, to play a 
6-5 on top of the 6 and the 5 in the second column.  It would also be possible to play a 2-3 or a 3-4  
over the dominoes in the third column.)  Once two or more tiles have been played on the second 
level, it may become possible to play on the third, and so on.

Please note that it is never impossible to play, as it is always legal to play a horizontal domino adjacent to 
ones that have already been played.  This, however, tends to give you unwanted points and so is to be 
avoided if possible.

Game End

Play continues in this fashion until all tiles have been played.  

The last four dominoes will always be drawn from the playing mat, and they will shift down as usual -- the last 
domino drawn will be free.  

Once it becomes impossible to draw a new tile, players simply skip that part of their turn.  They continue to play 
one tile down in front of them until their hand is exhausted.  

Final Scoring

A player’s final score is made up of three parts:  (1) the score for each of the runs in each of her columns, (2) the 
score for any tiles played on the second, third, and fourth levels, and (3) the score for any remaining chips she 
might have.  Points for runs in columns are positive (bad) while points for playing on higher levels and for chips 
are negative (good).  The player with the lowest score wins.  If two players are tied, then the player who attained 
the highest level is the winner.  If still tied, then the player with the most dominoes on that level is the winner.  If 
still tied, then the player with the most chips remaining is the winner.  And if still tied after that, it’s a tie.  Ó¿Ò

The score for a run is simply equal to the smallest number in that run.  A 5-4-3-2-1, for example, counts 1 point.  

If there are two or more runs in a given column, the score for that column is equal to the sum of the scores for each 
of the runs in it.

Any tiles played on the second level count -2, any tiles played on the third level count -4, any tiles played on the 
fourth level count -8, and so on.  

Finally, any chips a player has at the end of the game count -1 each.

Scoring Example

Take a look at the graphic on the cover:  in the first column, there’s a 3-2 and a 1; in the second column, there’s a 6-
5-4-3; in the third column, there’s a 5-4-3-2-1; in the fourth column, there’s a 4 and a 6.  Imagine this player had 
played twice on the second level and has three chips remaining.  Her score would then be equal to 
(2+1)+3+1+(4+6)-(2*2)-3 = 3+3+1+10-4-3 = 17-7 = 10.  




