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The lines Nazca 

Purpose of the game 
The players compete for the favors of the angry Nazcan god. They do so by sacrificing orphans (It’s OK, they 

are orphans) and creating gigantic Geoglyphs in the landscape using Terra Lines. The first player to gain 3 

favors of The Angry God prevents the prophesized apocalypse of their village (at the cost of the other 

villages) and is declared the winner. 

The Game and game content 

3-4 players,  Ages 12+, 15-45 minutes 

A bunch of LEGO bricks, tiles and a base board. An Action Die: A 6-sideddice with 2x2, 2x4 and 2x6 shown. A 

Combat Die: A 6-sided die with 1 to 6 shown. 

The (Veloci)saurus 

• “2”, “4” and”6” corresponds to the LEGO tiles the players are using to draw Geoglyphs. They are 1x2, 

1x4 and 1x6  LEGO dots/knobs long. ,  &  

• Action Die. The Die used in determining the size of the Terra Line a player can place and how far she 

must move her worshipper. 

• Aura tile. Used to determine how close others can place Terra Lines to your worshipper. 

• Barricade. The black bricks used to enclose the game area. 

• Dot. The LEGO dots/knobs. It’s the grid of the Game Board, and is used to measure how far the 

worshippers can move  

• Combat Die. The Die used 

• Geoglyphs. Consists of 3 Terra Lines. The Geoglyphs come to players in dreams and is therefore 

somewhat intangible and can only be felt after the original inception. Geoglyphs must be put in your 

pocket after creation.  

• Sacrificial Orphan. The shamans of the nearby villages have seen the Orphan living alone in the jungle in 

their trance dreams and have declared it to be The Chosen One, the enemy of The Angry God. Killing 

the Orphan will appease the Angry God. Lives at the Hut 

• Terra Lines. The tiles used in creating Geoglyphs. ,  &  

• Touching. Players and Terra Line is considered to touch each other if no dots are between them 

• The Hut. Gray tile in the middle of the Game board. Home of the Sacrificial Orphan. 

• Worshippers. The player pieces are called worshippers. 

Setup 

Create the Game board as shown on figure 1 on next page.  
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Figure 1: Setup with 4 players 

 

Separate  ,  &  

in separate piles.  

Place the time counter next to the board.  

Place the Sacrificial Orphan on the Hut in the 

middle of the Game board.  

For 3-players place the villages and the Hut as 

shown in figure 2 at the right. 

 

 

 

 

 

Figure 2: Setup with 3 players 

Finally players create a secret Geoglyph (see Rules of creating and scoring Geoglyphs). Ready to begin! 

Villages 

 

 

 

The Sacrificial Orphan 

 

The Hut 

 

Barrier 
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How to play 

The players take turns in sequence (find a starting player) 

Each turn, the player begins by rolling the Action Die. The result can be 2, 4 or 6.  

• On a 2 the player can place/move a  and must move her worshipper 2 dots on the Game 

board. 

• On a 4 the player can place/move a  and must move her worshipper 4 dots on the Game 

board. 

• On a 6 the player can place/move  and must move her worshipper 6 dots on the 

Game board. 

If the player’s worshipper is next to the Hut, and the Sacrificial Orphan is on it, the player may end her 

move to pick up the Orphan.  

If the player at any time during her turn is standing next to another players figure, then the player may end 

her move to attack that figure (see Rules of combat). 

If the player by placing a tile fulfills any players Geoglyph, then that player can reveal the Geoglyph and 

score it (see  Rules of creating and scoring Geoglyphs) 

Rules of placing / moving Terra Lines 

Each turn the player must place or move a Terra Line on the Game board.  

• The Terra Line must be of length equal to the number eyes on the rolled Action Die.  

• A player can only place / move one tile each turn. 

• A Terra Line can be moved from any place unless it leaves a worshipper in an illegal position (not 

touching a Terra Line) 

• A Terra line can only be placed in the following places 

o An empty space – no tilestacking is allowed (boring, we know it) 

o Touching another Terra Line, the Hut or the Barricade around the game area. 

o No closer to another worshipper than her Aura allows for (place the Aura tile on top of the 

other Worshipper to use it as a measure. 

 

The Terra Lines: 

    

“2”:   “4”:  “6”:  
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Rules of movement 
During each players turn she must move her worshipper the number of dots equal to the number of eyes 

on the rolled Action Die.  

• The worshipper must always end her turn next to a Terra Line. 

• The worshippers are considered to stand next to a Terra Line if there is no dot between them and 

the Terra Line.  

• Worshippers can only move horizontal and vertical, not diagonally.  

• Players cannot move back to a dot were they’ve been standing in the same turn (no moving 

forward and backwards on the same dots over and over in the same turn). 

• They can move through other worshippers and can end up on the same space (hey it’s LEGO – it’s 

easy to do!). 

• Worshippers cannot move trough Terra Line, they must move along them. 

Rules of combat 

Both players roll the Combat Die. Whoever rolls the highest is the winner, defender looses on tie. 

The winner gets the orphan, if any of the players in combat had it. (tip: you can use combat to catapult all 

players not only orphan bearing ones) 

If the orphan changes hands all time counters are removed. 

The winner can afterwards push the looser as many dots away from her as the eyes on her combat die roll. 

The looser can be pushed trough barriers and over large spaces, the only rule is, that the looser must end 

the correct number of dots away and on a legal space. 

Rules of the Sacrificial Orphan 

After picking up the Sacrificial Orphan, the player places him on her worshippers head.  

At the end of each turn the player carrying the Sacrificial Orphan gets a time counter.  

If a player at any time has 5 time counters her worshipper panics and sacrifices the orphan before the other 

players can get a hold of him, the player then gains one favor and a new Sacrificial Orphan appears in the 

hut. 

If the player returns to her home village with the Orphan, then she sacrifices it (removing the piece), scores 

2 favors and a new Orphan is placed in the Hut. 

Optional: The player decides when she picks up the Orphan whether to try and get it to the village or let 

their worshipper sacrifices him after 5 turns. The player must decide which strategy to try.  
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Rules of creating and scoring Geoglyphs 

During setup each player receives a small LEGO board and one of each tile ( ,  & 

). He must in secret create a Geoglyph on the Game board with the tiles. The Geoglyph is 

thereafter placed in the players’ pockets where the player may only touch it to remember. 

Optional: Players may look at their own Geoglyph in secret. 

Optional: Veteran players or just the one who won the previous game can be forbidden to look at the 

Geoglyph in secret – they can try to feel it while it’s in the pocket, or look at it public.   

If, at any time, a player’s Geoglyph is created on the Game board, she may reveal it and thus score one 

favour point from the gods. Then she creates another Geoglyph in the same way, picks another player and 

switches Geoglyphs with that player. They are both allowed to look at the new Geoglyphs in secret. 

Rules of scoring favors and winning the game 

Creating a Geoglyph: 1 favor 

Controlling the Orphan 5 turns after picking it up (end of turn): 1 favor  

Bringing the Orphan back to your home village: 2 favors 

 

The first player to gain 3 favors of The Angry God wins instantly. 

 

 


