Yucata’ 


Sun Temple of the Mayas


A game by Stefan Dorra





In the deepest rain forests of Mexico, near the town of Palenque, stands the Mayan Sun temple.  Here in 1995, the famous archaeologist and games expert Stefan Dorra, discovered the remains of an ancient game.  He used these to reconstruct the game, probably last played around 1300 AD.  The spaces on the board of Yucata' exactly match the ground plan of this renowned archaeological site.   The pale and dark stones in the game represent good and evil influences, which the players seek to collect, or avoid.  Probably Yucata’ was played solely by Mayan priests, as part of their ancient rituals, but there aren't many Mayan priests around these days, so it's probably safe enough to play the game, without any risk of angering the Gods.





Contents:


1 Game plan.


4 Amulets (mayan playing pieces.)


28 Cards


35 Stones (25 pale stones, 9 dark blue and 1 red).


1 Set of rules.





Preparation:  Each player receives an amulet and 7 cards in the matching colour.  The cards are held in the hand, the amulet placed on the first space of the board (The large space in one corner).


The 25 pale stones are placed on the spaces with five circles in a row along with a curious symbol that looks a bit like a dalek.


The 9 blue stones are placed on the spaces with six circles and an oval on them.


The red stone is placed on the final space in the centre of the track.  The one showing a Mayan break dancer





Course of Play:  


First choose a starting player.  Starting with this player and continuing in a clockwise direction, each player plays one of their cards and moves their amulet the corresponding distance.  This process continues until an amulet reaches or passes the end space.  More than one amulet may stand on any space.





The Cards:


 Playing a 1,2,3,4, or 5 card moves the amulet 1,2,3,4, or 5 spaces forward around the board.


If a player plays the knife card, they must move their amulet to the space in front of the leading amulet.  If the player with the leading amulet plays it, they move their amulet one space forwards.


If a player plays the question mark card, they move their amulet in exactly the same way as the previous player moved theirs, ie if the previous player played a 4 card, then the question mark card would act as if it were a 4 card etc.


A player may only play the same card as the previous player if it is their last card.  As long as they have a choice, they must play a different card from that played by the previous player.


cards played are placed face up on the table in front of the player.  Subsequent cards are placed on top of the first card.  In this way all players can see which card each player played last.  Once all 7 cards have been played, the players pick their cards back up and play on with the full set again.





Stones:  If an amulet reaches or passes a space with a stone on it the player must take this stone.  If for example the leading amulet is moved three spaces, the player will have to take three stones.  There are never any stones on the board behind the leading amulet.





Game End:  Movement ends as soon as all 35 stones have been taken.  Then the scores are worked out.  First, the player who has taken the red stone returns it to the box, along with one dark blue stone.  If the player doesn't have any blue stones, the red stone has no function.


Each player must now return pale stones to the box, depending on how many dark stones they have.


1 Dark stone, return one pale stone.


2 Dark stones, return 3 (1+2) pale stones


3 dark stones, return 6 (1+2+3) pale stones


4 dark stones, return 10 (1+2+3+4) pale stones


and so on.


The player who has the most pale stones left after this is the wqinner





Alternative stone layouts:


 The layout of the stones on the board can be altered to give a new dimension to the game of Yucata'.  The layout given on the board is only one of many possibilities.  A selection of ceremonial Mayan arrangements is given on the next page.  


Players may however like to develop their own layouts, one player, perhaps the loser from the previous game, can arrange the stones to suit their own style, there are only a few rules that should be followed.


1) The first 4 spaces should always be left free of stones.


2) There should always be at least one pale stone between the red stone and a dark stone.


3) You should not choose a starting player until the stones have been placed.





Otherwise the possibilities are endless.





Ceremonial layouts from Mayan history:  These are the suggested layouts on pages 3 and 4 of the rules.





Kintaya (Evil traps)  The master of this ceremony (ie the winner of this game), was recognised as a skilful leader, capable of avoiding the most subtle traps (intrigues).  they were accorded particular respect in Mayan society.





Monzola (sweet figs).  The fig was for the Mayas, a symbol of temptation.  Those who succumbed, had to reckon with uncomfortable consequences.  Only a player who managed to resist temptation had a chance of winning and so of rising to the priesthood.





Ayuno, ( major leap), or Mayaya (Twins).  This was a ceremony to decide on elevation to the priesthood.  A candidate for the priesthood needed to complete both the Ayunito and the Ayuna ceremonies with distinction if they were to be accepted.  In this way the Mayans tested the power and foresight of the candidates.  Any candidate who failed the tests was permitted to repeat them as often as they wished.





Ayunito, (Minor leap).  This layout, along with the "Ayuno" ceremony, were the two most important tests for any candidate for the Mayan priesthood.





Tumo Zumo ( Great caution), This game can only be won by a player who plays with the utmost caution throughout, without being too defensive.  This ceremony was therefore used to find the best military commanders.





Zattoposta (Stormy wind).  The wind blows hard, and then dies away.  The winner of this game was considered worthy to join the council of the Wise.





Acuma y Taya (Water and light), The arrangement of the dark stones, suggests the "Taya", the rainbow symbol.  The winner of this game was considered to be the favourite of the rain god, and so suitable to lead the water ceremonies.





Ozzi Krakra (7 black ravens).  The Ravens symbolise famine, and may have been a reminder of 7 years of drought at some time in the past.  The winner of this game was considered worthy of the honour of carrying out the annual fertility ceremony.





You've played and enjoyed Yucata'?, now the game gives you a chance to win.  Send us the answer to the following question on a postcard, to arrive before 31st July 1996.  All correct answers will be entered in a draw for 3 packets of Hans im Gluck games.


 The prize question is: The two symbols pictured on page 4 of the rules have been taken from original ancient Mexican sources, on which material were they originally "written"?


In any dispute, the decision of the organisors shall be considered final.





For suggestions and test games the author and publisher would like to thank Dieter Hornung, Karl-Heinz Schmiel, Gunthart von Chiari, Andreas Trieb.  The author would particularly like to thank Silke Bansemer, Dirk Rösch, Martin Dorra, Frank Lippmann, his daughter Johanna and his wife.





If you have any suggestions, questions or criticism of Yucata', please write to 


Hans im Gluck Verlag, Birnauerstr. 4   80809 München, Germany.


fax 089/302336


You can Email us at glueck@cubenet.de





This Translation John Webley March 1996
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