Olympia
Rules of the game
Background and objective:
Hero! The time has come for you to become a god by joining Olympia. But beware, climbing the mountain
leading to this temple is not so easy. Only the valiant will reach the end of the steps!
To reach this sacred place, you will fight your companions and must stand out from them.
Your goal is to be the first to reach the temple at the top of the board cards by playing different rounds,
which may allow you to advance in your quest (see below).
Material:
The game contains:
•
•
•
•

6x3 parent god cards
6x5 attribute cards
3x2 special cards
2 board cards

Material to be added:
•

•

Customised tokens: For practical and ecological reasons, the game
does not contain tokens. You must find some yourself (e.g., safety
pins, antique coins, ...) Be creative!
A role card: This is available on our website. It is optional but will
help you run the game smoothly.

Setting up the game:
1.

Before you start, choose one of the six parent gods (without
touching the cards for the moment). You will become the son of
this god. Your goal will be to collect the attributes belonging to
him in order to climb the steps leading to Olympia. You must
remember the name of your parent god, his colour and his
attribute (see table below). During a game of Olympia, only the
cards of the chosen gods and their corresponding attributes are
kept play. The others are discarded. Special cards can be
included from the start or can be added progressively if you wish
to make the game more complex.

2.

Put the two board cards together so that you can see the steps
you have to climb before you reach Olympia. Place your counters
outside the board, just below the first step.

3.

Make a deck with all the cards you have kept. Shuffle them and
distribute them face down to the players.
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How the game is played:
The game is played in rounds.
Once the cards have been dealt, players keep their pack of cards face down. In turn, clockwise, they place
the first card of their deck in the center of the table, covering the previous player's card (except for the first
player of course). As the game progresses and cards are added to the pile, each player counts the attributes
of their parent god. Be careful, however, as some attributes will have to be deducted depending on the
cards that are played next (see basic or variant rules). Players do this until one of them thinks they have
been able to count three attributes. The first player who thinks he has achieved this goal taps the deck in
the center of the table. This signals the end of the round. The player who taps the deck wins the round if it
contains at least 3 valid attributes of his parent god. A check is made by another player.
If the player who tapped the packet was right, he moves his piece forward one point, i.e., 2 steps, on the
board.
If he is wrong, he moves his piece back half a point, i.e., 1 step (unless he’s at the bottom of the steps).
A new round then begins, and so on until one player reaches Olympia and is named God of the game!
Note 1: The first round starts with the player who most closely resembles the image of their parent god.
Feel free to pick your gods at random at the beginning of the game, it will make the exercise even more fun.
Subsequent rounds start with the player who tapped the deck in the previous round (whether or not they
won that round).

Note 2: If all cards are played and no player wins the round, no one wins or loses points! The player who
started the round starts a new round.

Beschrijvende tabel van kaarten:

Parent
god

Zeus

Aphrodite

Artemis

Athena

Hades

Poseidon

Attributes

Lightning

Heart

Arc

Owl

Fire

Trident

Special
cards

Minotaur
Removes the
function of the
last 2 cards
played

Theseus

Tornado
Cancels the
action of the
Minotaur card.

Shake up the game:
-reverses the
direction of the
game.
-changes the god
that is blocking you

N.B.: If you wish to print this checklist, go to Olympia (olympialje.com)
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Basic rules:
For a first game of Olympia, we recommend you only use the board cards and the ones with attributes and
gods. Leave aside the special cards for later. These allow for variations you can incorporate between two
games or between two rounds of the same game. Initially, it is best to try them out in the order they are
presented below. To make the game more complex, you can apply them in the order that you want, on their
own or simultaneously. The essential cards for a first game are explained below (of course you can play
several first games until you have integrated the basic principles). An even simpler variant also exists for
young children, which will be explained later.
•

Attribute cards:
The attributes are defined according to the parent god chosen by the player. This is done before the
start of the first round. The summary table above shows the corresponding attribute for each god. Note
that for ease of reference, the color of the turn of the card of an attribute corresponds to the color of
the turn of the card of the corresponding god (so children can easily spot their attributes by
remembering the corresponding color).
These cards must be counted throughout the game, and you must try to identify at least 3 valid
cards to win a round.
- An attribute is always valid at the time it is placed.
Jean
•
God-parent cards:
Tom
These cards have the power to cancel an attribute already
Son of Zeus
Son of
placed.
Attribute:
Aphrodite
lightning
The god-parent card of the player to your left cancels your
Attribute: heart
attribute, no matter which player lays it down.
Example:
Tom, John, and Lea are playing as shown in the diagram opposite.
Lea has chosen to be the daughter of Artemis and must therefore
count the bows (attributes of Artemis). Tom, to the left of Lea,
has chosen to be the son of Athena. He will therefore potentially
cancel the attributes of Artemis counted by Lea. So, let's imagine
that an Athena card is placed on the deck.
Daughter of
Daughter of
If Lea had already counted 1 or more bows, she 'loses' 1 of
Hades
Artemis
her bows, i.e., it will have disappeared from the game and
Attribuut: fire
Attribut: arc
will therefore not be counted as valid.
If Lea's count is 0, the Athena card does not change
Léa
Zoé
anything. (The count cannot be negative)
For a first game... no other rules. But be careful, it's not as simple as it seems! If you quickly integrate these
first rules, do not hesitate to regularly change places around the table. In this way, the god who is against
your attributes will change, which will make your quest more difficult. Also, don't hesitate to sing like Apollo,
imitate the chimera or anything else to disturb your opponents and make them lose their attribute count!
This will make your game even more fun!
So, are you ready to play? If any of you already feel like a god, let them momentarily take on the role of
Hermes (messenger of Zeus and God of orators) and, in their best voice, make the following announcement...

"Heroes, you want to be the next God of Olympia! Unfortunately, there is only room for one of you! To reach
the top, don't get distracted. Let nothing interfere with your collection of attributes. Only the first person to
collect three can hope to advance in their quest. If you feel strong enough, don't hesitate to disrupt your
opponents. All moves are allowed, but don't lose your count! And don't forget, be careful with the son of the
god on your left, his father will want to slow you down and will remove some of your attributes. So be careful!
And now, let the games begin! (The first player then puts down the first card of the round...)
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Variants
Variant ‘Monster and heroes’ ’ :
In this variant, 4 special cards are added (2 Minotaur and 2 Theseus cards). To fully benefit from the
experience of the game, we advise you to only apply this variant once you have played at least one game
with the basic rules.
•

•

Minotaur cards:
These cards remove the function of the last 2 cards (attribute or God) put into play.
It has no effect if it is the first card played in the game, and only cancels a card if it is
the second card put on the table.
If the last 2 cards are..
- an attribute card: this is counted by the player who counted this attribute.
- a god card that has caused a player to lose an attribute: the attribute counts again.
- a god card that had no effect: nothing happens.
- another special card: this one is not cancelled and keeps its function.
Theseus cards:
These cards make the Minotaur card disappear. The functions of the two cards that
were removed by the Minotaur are reinstated (if they had one).
Reminder: A Theseus card is not affected by a Minotaur card.

So, if you think you've got it right, call Hermes again to restart the game and don't hesitate to change
Hermes if he has been thrown into Tartarus because of his pathetic declamation! Say the following
verses and start playing again as soon as they are finished.
"Heroes, do you really think it would be that simple? Your battle intensifies. In addition to the gods, you
will encounter monsters that will try to disrupt your quest! Avoid them as much as possible. If they join
you, they may well disrupt your counts by removing two gods and/or attributes in their path. Only the
mythical Theseus could then come and save you and bring peace to your troubled minds. And now, let the
games begin" (The first player then lays down the first card of the round...)

Variant ‘God of the winds’ :
In this variant, the two tornado cards are added.
This variant can be played on its own (without the special cards Minotaur and Theseus) or in addition to
the monsters and heroes’ variant.
•
The tornado card:
The tornado card reverses the direction of the game on two levels:
o The direction of play: It becomes counterclockwise if you were playing
clockwise... or returns to normal if it has already been disturbed by another
tornado earlier in the round.
o The god that blocks you: You are now blocked by the parent god of the player to
your right... Or by the one to your left if it is the second tornado card played during
the round.
Reminder: the tornado card is not affected by the Minotaur card.
If you think you are ready, call on your favorite Hermes again (this can be done by shouting his name
loudly all together!) to eloquently restart the game...
"Damn, something terrible is happening! Aeolus, the god of the winds, has decided to make the game harder.
He is sending a tornado your way to disorientate you. Adding and subtracting are likely to get mixed up and
the gods wanting to catch you will multiply... Come on young Heroes, be strong and fearless if you want to
succeed. And now, let the games begin" (The first player then lays down the first card of the round).
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Variant ‘War without mercy’ :
For this variant, no new cards need to be added to the game. Only a new rule adds complexity to the game.
This variant can be played at the same time as the other variants.
You are now free to tap for your personal attributes, but you can also try to count the attributes of other
heroes who want to reach Olympia.
In this case, you tap on the central deck as soon as it seems that three valid attributes (no matter if they
are yours or another hero's) are played. Once a player has tapped the deck, they specifie the name of the
hero and the corresponding attribute.
Jean
If the player is correct, they get half a point.
Tom
If the player is wrong, he loses one point and
Son of Zeus
Son of
the hero he tapped wins half a point.
Attribute:
Aphrodite
lightning
Attribute: heart
(As a reminder, half a point = 1 step and 1 point = 2 steps)
In the example opposite:
Jean, thinking he has seen 3 valid bows, taps the deck
before Lea:
-If he's right, he climbs a rock.
-If he was wrong, he goes down a rock and Leah goes up a
rock.
If you think you're ready for a full-scale war, there's no need
to call on Hermes. Start playing straight away and see who
among you will be crowned God at the end of the game.
This player will undoubtedly be able to compete with Zeus
and, forever, be a god among gods!

Daughter of
Artemis
Attribut: arc

Daughter of
Hades
Attribuut: fire

Léa

Zoé

‘Mini gods' variant (for the smallest among you):
Young heroes, you are here to start your training to become a god. Before going to fight on the field, your
parents, the gods, have decided to test you. You will have to try to take 3 attributes from them to win a
round, but your parents will be very annoying with you... As soon as they appear, they will take away one
attribute. If you pass the test your parents have offered you,
Jean
you will be able to enter the field, and live your quests of
Tom
great and mythical heroes!
Son of Zeus
Son of
Attribute:
Aphrodite
lightning
For these rules,
Attribute: heart

-

-

Each god card cancels one card of its own
attribute.
Example: John, son of Zeus, counts the number
of lightning bolts placed. A player places a Zeus
card.
If he had already counted 1 or more lightning
bolts, John 'loses' 1 of his lightning bolts.
If his lightning count is 0, the Zeus card does not
change anything. (The count cannot be negative)
The points are substarcted in the same way

Daughter of
Artemis
Attribut: arc

Daughter of
Hades
Attribuut: fire

Léa

Zoé
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Thank you very much to:
The association LJE, because without him we could not learn the youth company
Cartamundi, because they sent the games
Jan, because he is the best coach of all times
Victor, for his drawings and the viuelle behaviour of Olympia
Marc, for having read the rules
Yannick, also for having read the rules but also comments on the layout
Our family, friends, clients who always support us. Without him, the Olympia experiment would be a lot
less fun. Thank you.
If there is always a question…

It is possible to find us on our various social media and/or send
us an e-mail if you have questions or comments about the game.
Mail: olympialje@gmail.com
Facebook: 0lympia.games
Instagram: olympia.games
Website: www.olympialje.com
A game by:
Mehaudens Magali
Samson Louise
Dubois Manoé
Lestavel Camille
Mathieu Arthur
Drawn by…
Delbeke Victor
@victordelbeke

End of the rules!
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