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elcome to the spectacular kingdom of Pilipalod! Amidst
1]] its magical forests, colourful creatures, and unrivalled
creativity lies a wondrous city ruled by the regal Queen

Blodwen, the elusive King Llew, and the mighty Princess Dillie.

A few days ago, a terrible magical blip appeared out of nowhere

and caused their castle to simply vanish, leaving the poor royals

without a home to call their own! Not ones to sit idly by, waiting
for someone else to solve their troubles, they have tasked the

{ world-famous Magical Architect Alliance to forge them anew

home beﬁtting their family crest, no expenses spared!

The Alliance have thus sent you, the best of the best, to wield your
magic, flair for dcsign, and kinship with magical creatures to build
them a castle, grand and majestic, worthy of their presence.

And so you shall.

L .

GOAL

As an esteemed magical architect,

your goal is to design the royals the
most miraculous castle possible, full of
features satisfying each and every one of
their desires.

The architect with the most points - and
thus the most remarkable castle — will earn
the favour of the royals and win the game.
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MYSTICAL
COMPONENTS

1

4
1 spectacular castle sheet pad

6 magical pencils

63 tremendous castle cards

0
O
O 3 majestic royal tiles
(D
(E

33 delightful scoring cards

Princess

Dillie

ungeon of &

% per bridge in
the same row as
this royal,

Adragon




SET UP

o h 4

Place the 3 royal tiles face up on the table.

Shuffle the scoring cards and place 1 face up beside each of the 3
royal tiles. Return the rest to the box.

deck” so that all players can see. Leave space for 3 "display” cards

and a discard pile beside it.

Give each player a castle sheet and a pencil.

e Shuffle the castle cards and place them in a face-down “castle

g Queen | sainge piFeice
odwen @ per bridge in
TheRegal the same row as

this royal.

Leget -]

TALLEST TOWER

fegel -]

ESCAPE PLAN B




HOW TO PLAY

e A 4

So you want to wield your magic and raise magnificent towers into the
heavens? Fear not, this is where you’ll learn how to do that!

ROUND OVERVIEW

Each wondrous game of Flip Pick Towers is played over 2 glorious rounds.

Each round follows the steps below until the castle deck runs out:

3. SKETCH

If you are unable to flip 3 cards during step 1, move to End of Round
(page 30).

After the second end of round scoring, move to End of Game (page 32).



1. FLIP

Flip over the top 3 cards from the castle deck into a face-up line beside
each other for all players to see. This is called the display.

T

Floor Floor ¥ Bridge
0 3 g

=
Castle Deck Display

2. PICK

At the same time, all players pick any one of the castle cards in the display
by grandly announcing it.

Multiple players can choose the same card.

Players do not take their chosen cards from the display.

‘““Hear ye, hear ye!

I am building a stability 3 floor.”




3. SKETCH

After you pick a castle card, add its feature o to your
castle sheet (page 14). adding a floor

An example of

Then add the resource 0 gained to the corresponding
market stall on your castle sheet (page 26).

If you complete any column in one of your market
stalls, add the decoration gained immediately.

CAN'T ADD THE FEATURE?

If you are unable to add your chosen card’s
feature, you must scribble in one of the
three sections of your family crest at the top
of your castle sheet.

You must add a card’s feature when you
pick it, if able.

NOTE:

If a player ever scribbles in the third
section of their family crest, FLIP, PICK,
and SKETCH one final time, then complete
End of Round Scoring. Then move to End of
Game Scoring.




Once all players are done adding elements to their castle sheets, discard
the three castle cards currently in the display into a face-down discard
pile nearby.

~—— A

Floor Floor # Bridge
0 3 g

m Discard Pile

“Time to tidy up!”







CASTLE SHEET
SPOTLIGHT

Tower height tracker

Tower column

Garden column

Family crest

Flag bonus tracker
Beanstalk height tracker
Foundation

Market stall

Magical creature

0000000000

Score tracker

Each individual grid space can only contain one of the following
elements: a banner, a beanstalk, a bridge, a dragon, a floor,
or a roof.

Floors allow you to also add one of the following elements to
them: a royal, a bag of gold, or a window. Each of these is added
inside a floor.

A floor can only ever contain one of these elements.

12



+/- 1 stability
to a floor

Alsoadd a
stability 1 floor

Gain the other resources
in the display

7
6
5
4
3
2

13

Pick the same
castle card again

Ignore
stability rules

Totel




CASTLE DECK
SPOTLIGHT

There are six types of cards in the castle deck.

Floors (x4 of each stability)
Bridges (x4)

Roofs (x4)

Royals (x4 of each type)

Dragons (x2)

000000

Creatures (x5 - 1 of each type)

Card Type Icon
o

Feature

Resource

14
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Floor sketch Bridge sketch Roof sketch
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* 1 R @ Osban
the Elusive
A dragon appears! _

s in
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stability rules

L

King sketch

Dragon sketch

Mark the

creature’s ability
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FLOORS

When you pick a floor, add it in a blank grid space on your castle sheet.
Write the stability of the floor small in the corner of your drawing so that
you have room for features and decorations!

You cannot sketch a floor directly on top of a floor of lower or
equal stability.

]

-\

Least stable

nal’

ek
& ¢ i i

Most stable

Guild of Magical
Architects (GoMA) e
approved \3

“Illegal... unless you

. 29
use my magic!
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You may add any floor directly on top of a foundation or a bridge
(page 18), regardless of the new floor’s stability.

Foundation

The maximum height of a tower is dictated by the empty grid spaces
in a column.

“Directly on top of” always means the grid space
immediately above.

“Experiments with
taller towers did not
go so well...”

17



BRIDGES

When you pick a bridge, add it to a single empty grid space between two
existing floors to connect them. Bridges act as new foundations meaning
you can add any new floors directly on top of them.

Bridges are the only way for you to add floors to garden columns, but can
also be added to tower columns.

A Bridge

Floors in garden columns J

18



ROOFS

When you pick a roof, add it directly on top of any existing floor,
regardless of stability. A roof takes up one entire grid space on your

castle sheet.

.
s

NOTE:

You may not add a roof directly on top of a bridge or foundation.

You may not add a floor directly on top of a roof.

All illegal
constructions

(GoMA Building

'\_QH
=1 Regulations 15.8.€)
'\_@T
Aim Y
/_\
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FLAGS

The first player to add a roof in each round proudly declares it to the
group and adds 3 flags to it.

“I’'m building a roof with

three fantastic flags!”

The second player to add a roof in each round adds 2 flags
to it. The third player to add a roof in each round adds 1
flag to it.

After adding flags, all players must then cross out the
relevant flag bonus for this round. This makes that
bonus inaccessible for the rest of the round.

If multiple players add roofs on the same turn, each of
those players add the same number of flags.

—

NOTE:

You will use the flag bonus tracker marked Round 1 in the first round, and
the tracker marked Round 2 in the second.

If you use Mab the fairy to add two roofs
in a single turn, only one of those would
potentially get flags.




Queen Blodwen, King Llew, and Princess Dillie are our beloved royals. The
magical blip that caused their castle to vanish seems to have also resulted
in them duplicating from time to time. In fact, there is no limit to the
number of royals you can have in a tower!

When you pick a royal, add the majestic family member inside an
empty floor.

NOTE:

Royals may not be added inside bridges or roofs.

“While we encourage you
to sketch us royals in all our
majestic wonder, you can
also simply use our letter,
crown, and smiley face to
make life a little easier!”




DRAGONS

Two mischievous dragons circle the skies above
Pilipalod: a majestic gold one named Fflam and a
cheeky blue one locals fondly call Mellt.

Whenever one or more of these dastardly dragons is
revealed, before the PICK step, you must either:

o Add a dragon directly on top of a floor.

NOTE:

A dragon takes up 1 grid space. You may not
add a dragon directly on top of a roof, bridge,
or foundation. Floors cannot be added directly
on top of dragons, which makes it much more
difficult to build above them!

206,

OR

0 Reluctantly cross out one of your existing
bags of gold.

NOTE:

You may not add anything else inside a floor
with a crossed out bag of gold in it, but the
floor is otherwise considered empty. It will not
be counted for points.

Pl

If you have no bag of gold to give and no suitable
places to add a dragon, instead decorate a section of
your family crest.

REMEMBER! - /
If a pl ibbles in the third WIN/
an e e~y

PICK, and SKETCH one final time.




“While we encourage
you to sketch us dragons
in all our deeevious glory,

you can also simply use
our letter to make life a

little easier!”




CREATURES

The Kingdom of Pilipalod is full of incredible magical creatures. As part of
your architectural training, you spent time with many of them and formed
incredible friendships. Along with your own magic, you occasionally call
on your enchanting friends to help you in your creations.

PICKING A CREATURE

When you pick a creature, add a single diagonal line through one of their
X spaces to show that you’ve gained some of their astonishing magic.

Whenever you use a creature’s magic, add a second diagonal line through
their X space to mark it as used.

You may choose to use one of your creatures' magic whenever you pick a
castle card from the display.

+/- 1 stability
to a floor

+/- 1 stability

to a floor

Used magic

24



CREATURE MAGIC

Creature magic resolves as follows:

DERWEN (THE ELF)

Also add a stability 1 floor.

BWCA (THE IMP)

Apply +/-1to a floor's stability before adding it.

Ji-J1 (THE CENTAUR)

Pronounced as “jee-jee”

Also gain the other resources in the display.

SOSBAN (THE WITCH)

Add floor picked directly on top of any available floor.
Ignore stability rules.

MAB (THE FAIRY)

Immediately pick the same castle card again.



RESOURCES

e h 4

For each castle card you pick, you gain its resource. Fill in any one box
corresponding to the resource gained in the relevant market stall on your
castle sheet with an X. These can be filled in in any order.

l

Resource

>
X XX X

>< X

X
Market Stalls

If there is no space to fill in a box in the market stall, the

resource is lost. Arrggh.

26



If you complete a column in any one of these market stalls gain the
corresponding decoration immediately, and add it to your castle sheet.

If there is no space to add a decoration to the castle sheet, it is
lost and not added. Blasted blip! Decorations cannot be saved for
later. Nooo!

Gassiveid ““You just completed a gold
column. Now you can add
a bag of gold to an Existing

empty floor.

%) CREATURE RESOURCES

A creature's resource always counts
as wild, meaning you may choose
which one resource you gain.




DECORATION TYPES
BANNERS

Add an elegant banner attached to the left or right of an existing floor,
hanging downwards. Each banner takes up two vertically adjacent spaces
on the grid.

il

\d
F“ &
BAGS OF GOLD

Add a bag of shiny gold inside any existing empty floor.

(“E
ST
\Q

inn

2

-y

“Us dragons loOove your bags of
gold. Give them to us to stop TS

2
]anding on your towers!



WINDOWS

Add a stunning window inside any existing empty floor.

L]

B\
@5 ]

BEANSTALKS

Add a twirling beanstalk in any of your narrower garden columns (those
with no foundation in their base). You must begin the beanstalk at the
bottom - indicated by grass. Its height is dictated by the column you just
filled in the corresponding market stall.

29



END OF ROUND

o h 4

Once the castle deck has run out, you will move to End of Round scoring.

END OF ROUND SCORING

Each player adds up their impressive scores as follows, following the score
tracker at the bottom of the castle sheet from left to right.

Write scores for the first round in the upper part of the scoring section
(marked Round 1 U ) and in the lower part (marked Round 2 L—J ) for the
second round.

IRound[" 1Round "

1 2

Remember, anything scored in the first round will be scored

again in the second!

o Highest Floor:

For each tower in your castle, find your
highest floor. Score points according to
the tower height tracker on the left of
the castle sheet.

STRFSENICREYC)

NOTE:

Bridges, dragons, flags, and roofs are not
counted towards the height of a tower.

30
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© o0 o O ©

Flags:
Each flag added to a roof scores 2 points. 2

Banners:
Each banner scores 2 points. 2

Bags of Gold:
Each bag of gold scores 4 points. Crossed out
bags of gold (those given to dragons) score 0. 4!

Windows:

The players with the most total windows score

12 points. The players with the second most 12
windows score 6 points. A

Beanstalks:

Each beanstalk scores between 2 and 7 points
depending on its height. Score points according
to the beanstalk height tracker on the right of
the castle sheet.

0 WUl &N

Royals:

Each royal in your castle scores points according
to the requirements of their corresponding
scoring card, placed during setup.

If this is the first round, once scoring is done, with tallies written in their
appropriate spots, shuffle the castle cards together to reset the castle deck
and move to the second round.

If this is the second round, instead move to End of Game.

'ququ

9 ¢ 12 XA

WUl &N

2@41@6

Example score after 1 round



END OF GAME

e N

The game ends in one of two ways:
G When the castle deck runs out for the second time.

In this case, complete End of Round Scoring. Then move to End of
Game Scoring.

OR
0 If any player scribbles in the third section of their family crest.

In this case, all players FLIP, PICK, and SKETCH one final time,
then complete End of Round Scoring. Then move to End of
Game Scoring.

END OF GAME SCORING

Add up your scores from round 1 and round 2. The player with the
highest total score wins, jumps up and down, and shouts “Bendigedig!” (a
celebratory cry in Pilipalod).

In a tie, the player with the highest score in round 2 wins, jumps up and
down, and shouts “Bendigedig!”.

“Bendigedig!”’

32



SCORING EXAMPLE

A King |

== Llew
The Elusive I e Mighty
BRIDGE DEFENCE TALLEST TOwER
—_— ——>7 "OWER
o idge i I
COUNCIL OF B e Do

CREATURES

Q per two
creature magic

gained.

C0

tallest tower,

There may be multiple
tallest towers,

this royal.

00

Also add a Pick the same X
nd stability 1 floor castle card again
+/- 1 stability XTI |
to a floor =
Gain the other resources
in the display

Ignore
stability rules

5

Tote!

omem s



MORE WAYS
TO PLAY

COMPETITIVE VARIANT [2+ PLAYERS]

To play the competitive variant, fiercely egging on your friends, make this
devious change:

Dragons: When a dragon is revealed, the player to your left decides
whether or not you add the dragon or cross off a bag of gold to

lure it away.

If they choose for you to add the dragon, they also choose where.

TARGET SCORES

For an additional challenge, try to beat one of the target scores for your
specific set of scoring cards.

Each scoring card has three numbers displayed. To calculate the target
score to beat for your specific set of scoring cards, add up the three
numbers of a single shape from all 3 cards.

’ For a relaxed, cosy challenge, total the friendly diamonds.

{} For a normal, hearty challenge, total the stern stars.

. For a deep, fierce challenge, total the tricky rosettes.

With these 3 scoring

W cards, the target
score would be:

TALLEST TOWER

p if in your
tallest tower. = 180

There may be multiple
tallest towers.

Target scores

pet two
creature magiq




To play solo - enjoying your own com i
any, h
and snack - make this simple change:p ¥ perhaps with a lovely beverage

Windows: Each window scores 3 points.

“Target Scores
is a great way to
challenge yourself
during Solo Play!’

““These scores were set
during the unf orgettable
Tower Flower Power ‘66

champlonshlps!




o Can I have more than one king, queen, and/or princess in
my towers?

Yes! The blip caused duplicates. It’s crazy!

0 Can I choose to scribble in my family crest instead of adding a
feature from a card?

No. You must add a feature if you are able. You are an esteemed
member of the Magical Architect Alliance after all!

e Do I have to fill out the boxes in the market stall in any
particular order?

No. Fill them out in any order you wish. Use your skills.

Outwit your competition!

o Can I sketch outside of the grid if my tower is really high?

No. Nothing can be added outside of the grid.

The blip dictates it.

e Can I add a roof or dragon directly on top of a foundation?

No. They must be added directly on top of a floor. Silly.

0 Can I add a roof or dragon directly on top of a bridge?

No. They must be added directly on top of a floor. Billy.




0 Can I add a roof, or dragon below a bridge?

Yes, as long as it is directly on top of an existing floor in an
empty grid space.

0 Can I add a floor directly on top of a roof or a dragon?

Absolutely not! However, you may add a bridge directly on top

of a roof or a dragon, and this will allow you to add new floors in
that column. Those bridges are mad magic.

o Can I add a bridge in the bottom row?

Yes. As long as it's between two existing floors.

Can I add a royal, bag of gold, or a window inside a bridge
or a roof?

No, only inside of existing empty floors.

0 Can I use multiple creatures’' magic at the same time?

Yes. You may use Bwca the imp to adjust the stability of the floor
added by Derwen the elf, for example.

@ Can I use a creature to affect a dragon?

No. Mellt and Fflam the dragons are all powerful champions

of the sky!

@ Can I get more than two uses of a creature’s magical power?

No. Two is all you get, by royal decree!
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WELSH INSPIRATION

A number of the team involved in this game are Welsh, speak Welsh, live
in Wales, or are connected to Wales and so we thought it’d be fun to bring
in a little of that into the world of this game.

We’ve used a number of Welsh words and names. Here is a rough guide to
the pronunciation and a little insight into some of those choices. Pob hwyl!

Pronounced as “blod-when”

A name common in Welsh mythology
meaning “white flower".

Pronounced as “boo-ka”

A Welsh household brownie or
hobgoblin. Mischievous if mistreated!

Pronounced as “dare-when”

Welsh for “Oak”. The Derwen Ceubren
yr Ellyll was a haunted tree near the
Welsh town of Dolgellau.

DILLIE

A shortening of Welsh name “Dilys”,
associated with tradition and folklore.

Pronounced as “flam”

Welsh for "flame". A terrifying name
for a dragon.

Pronounced as “jee-jee”

Similar to English slang for a horse
(a gee-gee) but inspired by a Welsh
nursery rhyme “Ji Ceffyl Bach”.

LLEW

Pronounced as “thlew”
(the ‘II’ sound doesn’t exist in
English, but this is close enough)

A variant spelling of “Lleu”, a hero
of Welsh mythology. Also Welsh
for “lion”.

MAB

Queen of the fairies, made famous
by a speech in William Shakespeare’s
Romeo and Juliet. Welsh for "child".

MELLT

Pronounced as “methlt”
(the ‘I’ sound doesn’t exist in English,
but this is close enough)

Welsh for "lightning". An almighty
name for a dragon.

Pronounced as “pi-lee-pa-lod”

Welsh for “butterflies”.

Pronounced as “sauce-ban”

Welsh for “saucepan”. A funny name
for a witch!




Floors score based Bridges connect floors Roofs can score
on their height. and let you add floors flag bonuses.
on top of them.

Features

¥ Bridge

Royals score Mark any gained powers You can't add floors
differently each game. on your castle sheet. directly on top
of dragons.

Pick the same
castle card again

|y | -l =

Decorations

Bags of gold can  Most windows Banners always take Beanstalks range
lure away dragons! score big. up 2 grid spaces.  between 2 and 7
grid spaces tall.




