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I. 	 Goal of the Game

Win the most number of Pyramids. 

Win a Pyramid when you get 4 different Merits on a 
Domain, and have no Cones on that Domain.

Get Merits by paying for ‘Rollpa Event Cards’ and a 
chance to ‘Spin the Wheel’. 

Receive Cones when you draw Rollpa Set-back 
Cards. You can remove a Cone by spinning the 

Wheel for a  ‘Lasso’ or ‘Goad’.
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II. 	 Game Setup

1.	 Lay the Gameboard; shuffle and place the Rollpa 
cards on the red deck. Use the orange deck for 
used Rollpa cards.

2.	 Place the Spinner on the Gameboard’s Wheel.

3.	 Every player receives 4 Pillars (one of each color)

4.	 Each player places their set of 9 Domains in front 
of them. Make sure there is enough space for each 
player to display all 9 Domains in front of them.

5.	 Player with the highest roll on the dice gets to 
choose their Icon first and also start the game

6.	 Place your Icon on your Corner Square to start 
the game.
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III. 	 A Player’s Turn - Part A

1.	 Roll the dice and move the Icon along the 
Gameboard in a clockwise or counterclockwise 
direction. 							     
The Domain Square the Icon lands on, will be the 
Domain you will be playing for in that turn.

2.	 Collect the 2 Pillars as indicated on the Domain 
Square. 

	 - You can have a maximum of 4 Pillars of each 	
	 color, at the start of your turn.

	 - Use Pillars to pay for a Rollpa Event (card) to 	
	 receive a Merit.

3.	 After you collect the Pillars, you have the choice 
to either draw or not draw a Rollpa card.

4.	 If you choose to not draw a Rollpa card, your turn 
ends.

(TURN ENDS)
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(TURN ENDS)

IV. 	 A Player’s Turn - Part B

1.	 When you choose to draw a Rollpa card, you can 
successfully execute a Rollpa Event card by:

•	 a. Paying the required number of Pillars as shown 
on the Rollpa Event card to receive a Merit. Place 
the Merit on the Domain corresponding to the 
Domain Square your Icon landed on. 

•	 b. When you draw a Rollpa Set-back card - Place a 
Cone on the Domain’s Elephant, if it’s an Elephant 
card. Place a Cone on the Domain’s Monkey, if it’s 
a Monkey card.

2.	 You can choose to Spin or not spin the Wheel after 
you successfully complete a Rollpa Event Card. 

7



V. 	 A Player’s Turn - Part C

Take another turn - You roll the dice and 
take another turn.

Draw a card - You draw a Rollpa card from 
the deck. (If you are unable to execute the 
Rollpa card, your turn ends)

Lasso - Remove a cone from the Indulgent 
Monkey, on any Domain

Goad - Remove a cone from the Abstinent 
Elephant, on any Domain.

Lasso or Goad - Remove a Cone from 
the Indulgent Monkey or the Abstinent 
Elephant, on any Domain.

Turn Ends - Your turn ends here.

Spin the wheel to:
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VI. 	 How to Win a Domain’s Pyramid

Get all four Merits (1 green, 1 blue, 1 red and 1 brown) on 
a Domain, to win that particular Domain’s Pyramid. 
You must not have any Cones on that Domain to win 
it.

- Flip the Domain over and place a Pyramid on the 	
Emblem when you win the Domain. That particular 
Domain is now closed for all players. The other players 
must also flip their Domain over.

(E.g. If you win the Culture Domain, all other players 
must also flip over their Culture Domain. This shows 
the Culture Domain is complete) 

- Place Tiles over the 2 Domain Squares on the 
Gameboard corresponding to the Domain won.
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When you draw a Rollpa Set-back card, you receive 
a Cone. The Cone is then placed on the Domain 
corresponding to the Domain Square your Icon is on. 

If you have 1 Cone on either the monkey or 		
the elephant, on a Domain: 

	 - You must remove the Cone to win that 		
	 Domain.  

If you accumulate 1 Cone on the monkey and 1 		
Cone on the elephant, on a Domain: 

	 - You cannot draw Rollpa Cards and place 		
	 Merits on that Domain till you remove a Cone.

If you accumulate 2 Cones on the monkey or 		
the elephant, on a Domain: 

	 - That Domain is now closed for you.

	 - Flip the closed Domain over. Place a Cone 	
	 on the monkey or the elephant depending on 	
	 which character accumulated the 2 Cones.

VII. 	 Receiving Cones
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You can remove a Cone by spinning the Wheel for a;

•	 ‘Lasso’ to remove a Cone from a Domain’s Indulgent 
Monkey. or 

•	 ‘Goad’ to remove a Cone from a Domain’s Abstinent 
Elephant.

When you land on any of the four Corner Squares, 
you receive a Merit of the same color. Place that 
Merit on any of your Domain. 

- You cannot place the Merit on a Domain which has 
a Cone on the Monkey and a Cone on the Elephant.

VIII. 	Removing a Cone

IX. 	 Landing on a Corner Square
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X. 	 Landing on ‘Spin the Wheel’ Square 	
	 and Drawing a Rollpa card

When you land on the ‘Spin the Wheel’ Square on the 
game-board, you must spin the wheel. If the Spinner 
lands on ‘Draw a Card’, you then draw a Rollpa card. 

	 - On paying for a Rollpa Event Card and receiving 
a Merit. Place that Merit on any of your Domain(s). If 
you are unable to complete the Event card, your turn 
ends here. 

	 - If you draw a Setback Card and receive a Cone, 
the player opposite to you decides which Domain to 
place the Cone on.

XI. 	 Landing on a Domain Square 			
	 covered 	by a Tile. 

When you land on a Domain Square covered by a Tile, 
your turn ends here. But if you have won the Pyramid 
for that Domain, you may roll the dice again. 
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1.	 When there are no Rollpa Cards to draw: 

	 Shuffle the Cards from the Orange deck and 	
	 place facedown on the Red deck to continue.

2.	 You always get the choice to Spin the Wheel, if 
you successfully complete a Rollpa Event Card. 

3.	 Return the Pillars you pay to host the Rollpa Event 
Cards from where you collect them.

4.	 Place the Rollpa Cards drawn and after reading 
faceup on the orange deck.

5.	 If a player’s Domain is closed and lands on the 
corresponding Domain Square, the player cannot 
collect Pillars that turn. Player turn ends here.

13



14



15




