The Pyramid

A strategy game for two players

by Serge Laget and Bruno Faidutti

Goal of the game: 

The player with the most points when the pyramid has been entirely built wins. 

Components: 

• 50 triangular tiles, figuring rooms and corridors.

• 18  white pawns, that is


• 15 workers


• 1 priest


• 1 mummy


• 1 pharaoh

• 18  blue pawns, that is


• 16 workers


• 1 priest


• 1 mummy

• a small suction pad to grab the tiles

• 1 game rules

Setting up the game:

The players decide who will play white and who will play blue. Blue has the advantage of playing the last, and often critical, move,  while white has the pharaoh (see special pawns below). White takes fourteen workers and the other pawns in his color. Blue takes 15 workers and the other workers in his color. There is one extra replacement worker in each color in the box.

The tiles are shuffled, face down. The 19 first tiles of the deck are turned face up and placed on the table, to form the base of the pyramid, as shown in the figure below: 
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Each player takes three face down tiles from the deck. These form his starting hand, hidden from his opponent.

All remaining tiles form the face down draw deck.

Playing the game:

Each player plays in turn. White plays first.

A player’s turn is made of three phases :

1) Play one of his remaining pawns on one of the empty tiles of the pyramid. An empty tile is a tile without a pawn on it. If this tile has a power symbol on it, the player must, if it is possible, immediately make the action corresponding to this symbol. The action must be taken at once, when the pawn is played, and not later. A player cannot resign his action.

2) Play a tile from the three in his hand to build the pyramid. The tile played must have at least one side adjacent to an already played tile, and must fit into the triangular shape of the pyramid starting with the 19 base tiles.

3) Draw a tile from the deck.

Immediate effect action symbols :
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: Turn a corridor tile.
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: Turn a room tile.
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: Swap anyone of your pawns with anyone of your opponent's pawns. This doesn’t trigger any further tile action effect.
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: Move one of your other pawns from one tile to another unoccupied tile. This doesn’t trigger the new tile’s action effect. You cannot move the pawn you just played.
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: This tile must stay free. No pawn can be played on it.

Symbols only affecting the final scoring :
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: A pawn on this tile will count as two pawns at the end of the game, when checking the network majorities. 
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: Ankh : At the end of the game, each player will score points equal to the square value of the number of ankhs his pawns are placed on. Ankhs in a cursed network are not counted.
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: Sarcophagus. There are three sets of two sarcophagi (Pharaoh and his wife) of the same color in the game. The networks with one or more sarcophagi in it will award bonuses at the end of the game


• 1 sarcophagus : + 5 points


• 2 sarcophagi of the same color : +15 points


• two or more sarcophagi of different colors : no bonus
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 : Curse : The network connected to the curse tile awards no point.


Special pawns :
There are three special pawns : mummy, priest and pharaoh. They are played like standard workers, but have special effects in the game.

Mummy: The mummy can only be played on a tile where there is already an opponent’s pawn. The opponent’s pawn is removed and given back to its owner. The action symbol of the tile on which the mummy is played is used normally by the player who plays the mummy. Priest, Pharaoh and opponent’s mummy cannot be replaced by the mummy. A mummy can also be played as a standard worker, on an empty tile.
Priest: This pawn cannot be moved or removed by the opponent, neither with the mummy nor with a tile action. Its owner, however, may move it with a "move one of your pawns" tile. A tile with a priest on it cannot be turned by the opponent, but can be turned by the priest's owner.

A player can play his priest only if he has already played his mummy. 

Pharaoh: Only the white player has the Pharaoh. The Pharaoh has all the characteristics of the mummy, plus one more. At the end of the game, it counts it counts as two pawns when checking the network majority. 

End of the game :

When the drawing pile is exhausted, players keep playing with the tiles they have in hand.

The game ends when the pyramid is completed, its last tile having been played by the blue player, even though the white player has still an unused tile in hand. 

Points are scored for networks. A network is made of two or more connected tiles. An isolated room, with no connection to at least one corridor or room tile, is not a network and has no value.
Each uninterrupted network awards points to the player who has a majority of PAWNS in it (standard pawns, priest, mummy and pharaoh). The pharaoh, as well as the pawns played on "double pawn" tiles, counts as two pawns. A pharaoh on a double pawn tile is still worth only two pawns.

The value of each network is counted as follows :


• Number of ROOMS in the network (corridors have no value)


• + 5 points for one, and only one, sarcophagus.


• + 15 points for sarcophagi of the same color, and no sarcophagus of any other color.


• + 5 points for the top tile of the pyramid. 


• + 5 points for the longest network(s) - it means, the network(s) using the most tiles, not the most rooms.

• Secret networks - networks without an opening to the outside of the pyramid - have their value doubled after applying the bonuses.

• Ankhs : Each player scores the square value of the number of Ankh tiles occupied by his pawns.

• Cursed network: the network connected to the curse tile awards no point. Ankhs tiles in the cursed network are also neutralized.

Highest total score wins and becomes the great architect of the Pharaoh.

