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BEFORE THE START

The mechanic and the general rules of the game remain unchanged, 
according to the explanatory booklet of Pyramyd basic version.

Here you will find the additional rules and explanation regarding symbol tiles,
that won’t affect in any way the mechanic of the game.

For this reason, in order to fully fathom the essence of with Pyramid 2.0,
 it is required to play at least three times at the basic version.



INTRODUCTION

If you are reading this booklet it means you sol-
ved the enigmas of the “lives” you built up on 
game board. You allowed the human being the 
game is representing, to reach inner knowledge 
overcoming different challenges, positive and 
negative experiences; you crossed past, present 
and future achieving awareness, consciousness 
and intention. 

Choosing, you helped that human being to de-
termine his fate: what he can, must, wants to be 
or to do. You met each other. As every single pie-
ce, you discovered to be simultaneously “one” in 
the material dimension and “everything” in the 
transcendental dimension of existence – where 
there’s no real ending or beginning. Finally, you 
made the last step of this life journey, that is to 
say, reaching your essence as a human being by 
telling yourself: “it’s time to live!”

Now, we want to give you a bigger and deeper 
opportunity. We will give you further inspira-
tion to explore your own consciousness helped 
by the human beings who will play their role in 
the Game of Life.

Pyramyd 2.0 is the extension of the game that 
emphasises human relationships as a means to 
understand the surrounding world and oursel-
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ves. You will be asked to glean the life experien-
ces which determined the main points of your 
path of existence as an evolving journey. You 
are going to cross the twists and turns of right 
and wrong, good and devil, because the events 
you lived determined who you are… too often, 
somebody who hides to avoid judgement or 
disapproval. 

We will drive you through an experience of 
sharing and caring, to understand that people’s 
stories are similar despite the differences and 
we can learn from each other. Together, we will 
reach a new kind of knowledge based on the 
word…Humanity!
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LOVE stickers: Gently take the 
stickers and paste them on the 
back of the 3 pieces with letter 
A – the back of the triangle, 
the black side. 

FAMILY stickers: Paste the 
stickers on the back of the 3 
pieces with letter B, using the 
same method.

FRIENDSHIP sticker: Paste the 
stickers on the back of the 3 
pieces with letter C, using the 
same method.

NATURE sticker: Paste the 
stickers on the back of the 3 
pieces with letter D, using the 
same method.

ANIMALS sticker: Paste the 
stickers on the back of the 3 
pieces with letter E, using the 
same method.

HOW TO CREATE PYRAMYD 2.0

You can create Pyramyd 2.0 by pasting the addi-
tional stickers you found in the box on the back 
of the tiles with numbers and letters. In this way, 
you would be able to use both versions of the 
game, whenever you want. 

Firstly, take out the “experience” tiles of the ba-
sic version (the ones with numbers and letters) 
and separate the two groups. Match the num-
bers, 1 with 1, 2 with 2 and so on. Do the same 
with the letters – don’t forget: there are 3 pieces 
per each letter. Once you created the groups, 
you will be ready to glue them with the new sti-
ckers you found in the box. Stickers are beige 
or black tringles with several symbols carrying 
different meanings; beige stickers represent po-
sitive experiences while black stickers concern 
negative events.

Let’s start with beige stickers with rounded 
symbols. You are going to paste them on the 
back of the letters’ tiles you previously prepa-
red. There are 5 symbols meaning Love, Friend-
ship, Family, Nature and Animals. When pasting, 
consider there is no wrong way round so don’t 
worry if you forget to follow the direction of the 
letter behind. Just make sure you combine the 
specific symbols with the required letter, as spe-
cified below:
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Now take the black stickers with square-shaped 
symbols. You will glue them on the back of the 
numbers’ tiles, previously prepared. These “ne-
gative” experiences do not correspond to a spe-
cific number so you can choose which number 
will relate to the symbol and, consequently, to 
the experience. However, keep in mind: a sym-
bol must correspond to a specific number.

For instance, both 2 two GREED stickers will be 
glued on the back of the 2 tiles representing 
number 2. Black stickers have 9 different sym-
bols related to 9 concepts: 

Sticker GREED 

Sticker WRATH 

Sticker SADNESS 
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Sticker GLUTTONY 

Sticker ENVY

Sticker SLOTH

Sticker LUST

Sticker VAINGLORY 

Sticker PRIDE
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Once you placed the stickers, we can arrange 
the tiles on the game board. Beige tiles with 
rounded symbols correspond to the letters and 
black tiles with square-shaped symbols corre-
spond to the numbers, so you will set the game 
board following the same rules of the basic ver-
sion we briefly sum up here.

At the center of the board there is an ideal 
triangle, whose vertices are the portkeys. The 
half of the black tiles, one for each symbol, has 
to be placed on the sides of this triangle – as 
you would do with numbers 1 to 9 in the basic 
version of the game. On the other hand, each 
group of 5 beige tiles needs to be randomly pla-
ced in the sections nearby the corners, as you 
would do with letters in the basic version of the 
game. Finally, the second half of the black tiles 
will occupy the remaining free slots, paying at-
tention that two of the same tiles cannot corre-
spond to one of their vertices. 

Good job! The game board is ready, this me-
ans you gave birth to a new human being ac-
cording to the arbitrary disposition you chose 
for the experience tiles (that are now showing 
symbols). The fundamental rules of the game 
remain unchanged: when a player makes the 
available moves (called “jumps”) and gets to a 

black tile, he will have to move to the other one 
with the same symbol; if he gets to a beige tile, 
he will have to choose where to move between 
the two other tiles carrying the same symbol.



5

NOVITA’

All the rules stated in the main user’s handbook 
regarding moves, jumps, tiles and aims will re-
main unchanged. 

So… Which are the special features of Pyramyd 
2.0?

When a player gets to an experience tile, before 
moving to the correspondent one, he will have 
to tell the others about a personal experience 
that refears to the tile meaning. The experience 
might be something you have already lived or 
that you “castant” live in the present or future 
dimension (don’t panic: if you don’t forget the 
meaning of this word, you can find the comple-
te explanation in the main user’s handbook. 

To sum it up, just consider it represents the 
union of the verbs can, must, want to).  As 
previously mentioned, players will have to tell 
about both positive and negative experience, 
depending which tile they reach. 
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HOW THE SYMBOLS WORK

Let’s see an example of how it works: 

You get on the LOVE tile. You will have to tell the 
others any experience connected with this ca-
tegory. As you might expect there are no limits: 
nobody can define what can or cannot be cal-
led “love”. Moreover, your present time reveals 
itself while dealing with the game’s enigmas. 

This means the experience of Love can be lived 
while playing. For instance, you might choose to 
hug one of the players, manifesting your inten-
tion. If the person who is supposed to receive 
agrees with it, the experience will be expanded 
in the closest possible future which becomes 
present time - because players “castant” (can, 
must and want to) hug each other. This example 
is just expressing the sense behind the concept, 
but everybody can choose the experience he 
wants to live, whenever it reminds an individual 
expression of Love.

The same idea works for the remaining beige 
tiles. There are no objective rules to define what 
Family, Friendship, Nature and Animals mean, 
so everybody will freely choose what to say or 
do and the other players will have the oppor-
tunity to abandon any form of judgement. True 
freedom and free truth is the essence of our exi-

stence, summed up in the word “trudomness”, 
which will be later explained.

Black tiles with square-shaped symbols are a bit 
trickier. From a structural point of view, they are 
not linked with a numbering sequence so you 
can choose how to combine them and again, 
there are no time constraints. Everything might 
have happened or will happen according to the 
circumstances and the people you are going to 
interact with. Their meaning, instead, may be 
misunderstood. To make it clear we give you 
here a short glossary that for ease of reference 
has been conjugated in the past dimension.

GREED: experience in which the person realised 
he was or gave less than he “custanted” (could, 
must, wanted to) be or give.

WRATH: experience in which the person reali-
sed he altered in a negative way his interactions 
with people and the surrounding world, more 
than he “custanted” (could, must, wanted to) 
affect.

SADNESS: experience in which the person rea-
lised he didn’t want to smile, when he “custan-
ted” (could, must, wanted to).
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SLOTH: experience in which the person realised 
he wasn’t or didn’t behave according to himself 
and his capacities and didn’t reach the aim he 
“custanted” (could, must, wanted to).

GLUTTONY: experience in which the person 
realised he was wishing to have more than he 
“custanted” (could, must, wanted to).

ENVY: experience in which the person realised 
he was wishing to be more than he “custated” 
(could, must, wanted to).

LUST: experience in which the person realised 
he treated another human being just as an 
object of desire, not considering what he “cu-
stanted” (could, must, wanted to) be in that 
moment.

VAINGLORY: experience in which the person re-
alised he boasted what he was or did in order 
to be acclaimed by others, exceeding what he 
“custanted” (could, must, wanted to) be or do in 
that moment.

PRIDE: experience in which the person didn’t 
realise he was or did more than he “custanted” 
(could, must, wanted to) be or do in that mo-
ment.

We tried to make clear the essence of the sym-
bols we represented. Also for these black tiles, 
there are no defined rules to say whenever 
an experience belongs to a specific symbol or 
another: its deeper understanding depends on 
the player himself. In the game of Life there are 
beige tiles representing the good, and black 
tiles representing the evil; these two sides are 
complementary, one entails the other. Both 
kind of experiences are fundamental because 
they allow us to grow and evolve, exploring 
their respective opposite. 

Each circumstance experienced in the tangible 
reality is the representation of a polarity, which 
represents itself in a way and let us gather the 
opposite. This is the real essence of the expe-
rience tiles and when you get to know one side, 
the opposite one reveals itself simultaneously.
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THE SECRET...AND THE HUG

As for the basic version, also Pyramyd 2.0 ver-
sion an ending essentially linked to its begin-
ning. In the basic version, the player who first 
reaches the center of the game board according 
to the colours of the final tile would have solved 
the enigma created at the beginning of the ma-
tch placing the experience tiles. 

Pyramyd 2.0 has a deeper consequence: the 
game will end but the life lesson will remain. 
At the beginning of the match, each player will 
write anonymously one personal secrets in a 
random sheet of paper to be collected and put 
aside until the end of the match. Choose a se-
cret the other participants don’t know about 
you and remember it can’t be one of the expe-
riences you share during the match itself. Peo-
ple often think they don’t have a secret but we 
are sure some deep inner truth exists inside you 
or between the lines of your memory. 

Place the sheets of paper holding the secrets 
underneath the board: the Game itself will keep 
them safe and trust between the players will en-
sure nobody will read them before the match 
ends. Indeed, the player who gets to the center 
of the board with one of the three main pieces 

is the one who will take out the secrets reading 
them aloud one by one. 

Just the “winner” will have to say which the se-
cret he wrote was. The other players can cho-
ose instead whether they want to unveil their 
secret or not. The idea is that, after a match at 
the Game of Life, where everybody had the 
opportunity to share their lifetime experien-
ces getting to know themselves and the other 
players, it will be natural to share their first (or 
final) secret, too.

Writing the secret is the prerogative to play. If 
a player doesn’t respect this rule, he won’t be 
allowed to take part in the game, neither hel-
ping or giving advice to the others, because he’s 
trying to escape the processes that lead to a de-
eper knowledge of himself as a human being 
and that would let him solve the enigmas of the 
human being the board is representing.

Finally yet importantly, let’s talk about the only 
rule concerning the interactions. According to 
the basic version’s rules, the role reversal occurs 
between players when two pieces encounter 
each other with their main faces, obtaining 
one of the aims of the secondary colours. Then 
the players will start moving the piece of the 
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encountered player with the conquered goals. 
In Pyramyd 2.0 the switch will be an occasion 
to share something more. A sign of sincere af-
fection that unifies body, mind and soul; a sim-
ple, pure, free, joyful, innocent, human… hug. 
While bodies embrace substance and minds 
embrace solutions, souls embrace the essence 
of humanity. 
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CONCLUSIONI

The concept behind the intention is “trudom-
ness”, as previously mentioned: true freedom 
and free truth. Indeed, players are aware that 
sharing means starting a journey of evolution, 
because people are like mirrors. 

Their experiences make us understand and ac-
cept what we couldn’t integrate of our stories 
in order to grow up. The more the truth joins 
freedom, the more the imagination gets close 
to reality. 

Expanding ourselves with friends, acquaintan-
ces or even strangers is a form of respect, a 
blind faith that “castant” (can, must and has to) 
be celebrated as to create union between the 
players. At the end of the match, even the sca-
riest secret will become an experience that can 
be shared with ease, because there will be com-
passion and support between people.

Now that you know everything about the 
game, start discovering more about yourself! 
Sit around the game board, see yourself throu-
gh the others, recall the experiences that made 
your life an amazing journey, choose who you 
want to be. Have fun… living! 

NUMERO DI GIOCATORI

The game of Life has no maximum number of 
players. If there are more than three people in-
volved, they will move the pieces as the game 
progresses clockwise. Rules remain unchanged.
 
Example: the 1st player moves the cyan trian-
gle, the 2nd player moves the yellow triangle, 
the 3rd player moves the magenta triangle. The 
4th player will move the cyan triangle from the 
position the 1st player reached and so on, main-
taining the same board layout and respecting 
the eventual shifts. For this reason, the game is 
collaborative, based on synergic moves: pieces 
don’t belong to anybody. 
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