












EXAMPLE �: Steven plays a value 2 card to level 1 of the pyramid . He immediately 
receives 1 victory point. Continuing his turn, he now plays another value 2 card, but this 
time to the level 3 of the pyramid . Out of the two options (2 points for the card value, 

or 3 points from the level), Steven has to choose the one that scores fewer points, so he 
receives 2 victory points. Finally, Steve places a value 2 edge card on level 2 . That 
scores Steve 4 points: the normal points are doubled, as Steve placed an edge segment.  

Having placed a total of 3 cards (scoring 7 points total), Steven elects to f inish his 
turn, even though he still has 2 cards in his hand .

ACTIvATING ICoNs
If, on your turn, you place a card with a symbol in such a way that it is adjacent 
to any number of the same symbols , choose one of the following options:

1. Immediately draw 1 card into your hand (regardless of the number of 
adjacent symbols) .



2. Immediately score a number of points equal to the number of adjacent 
symbols identical to the one from the card just placed. When determining 
the number of points scored, do not count the symbol from the card you 
have just placed .

CARD aDJACENCy
Two cards are considered to be adjacent  /   if they share at least 
a part of their sides. This includes up to 4 cards in the lower and/or higher 
level (directly 
above or below 
the card).

A game of PYRAMID OF THE SUN ends immediately af ter a player has 
placed the final segment of the pyramid, by either playing a top card, or by 
playing a standard segment card to the top position in the pyramid.

Af ter the game ends, players should compare their victory points. The player 
with the highest number wins. In the case of a tie, the player with more cards 
in hand is considered the winner. If still tied at this point, the tied players 
share a common victory (and they should also visit Teotihuacan together).
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