
RAPA-NUI 
 
 
Negotiation of resources game 
From 3 to 6 players 
From 12 years old and + 
Duration: 50-60 minutes 
 
ORIGINS: THE EASTER ISLAND  
The tribes of Rapa- Nui (The Easter Island) were isolated 1000 years in the most remote 
place in the world in a tiny volcanic island in the middle of the Pacific. The resources were 
shortly and the population was in precarious balance with the environment, rivalries and, 
specially, collectiveness solitude. 
For this reason they elaborated their own myths, rituals and their own law. With the arrival 
of the first seagull, the race to reach the first egg and the proclamation of the king of the 
tribes for a year was prepared. 
Thus, other tribes were used for the heaviest jobs, the building of the Moais, the carved 
sculptures in the Rano-Raraku volcano which were carried with palms to the Ahú, 
ceremonial centre of the tribe in front of the sea. 
It was a prestigious symbol for each tribe to have bigger and bigger Moais. Finally, It isn’t 
known certainly if the construction of the Moais was finished or not. 
It is thought that the slaves were the ones that made a revolution, or the population 
decreased considerably, or the island was deforested from its unique forestall resource: the 
palms. 
Nowadays, 900 Moais from all different shapes are catalogued, scattered around the island 
and all of them have fallen down (the ones that can be seen in the photographs are thanks 
to the Japanese founds that were invert to raise them again in the 70s. 
 
THE GAME 
The players negotiate the creation of the Moais with quarries, men, slaves and palms, and 
their transfer out of the quarry until the Ahú, to get prestigious scores (of victory). 
To get this there’re 5 markets (from the 4 later elements plus an interchange one) and the 
gifts. 
The game will finish when one of the resources is missed, and the winner will be the one 
that had known to take better advantage of his opportunities. 
 
 



 
 
ELEMENTS OF THE GAME 
Depending of the numbers of players, the following elements will be used: 
 

PLAYERS/TABLES 
GAME RAPANUIS SLAVES PALMS QUARRIES/MARKETS FACT CARDS 

3 25 80 60 everybody 
All of them except:Rug, 

Moai and Tangata-
manu 

4 30 95 75 everybody All of them except:Rug, 
and Moai 

5 35 110 90 everybody All of them except: Rug, 

6 40 125 100 everybody All of them 

 
QUARRIES    (RUGS) 

 
 
RAPA-NUIS     SLAVES      PALMS 

     
 
MARKETS 

         
 
FACT CARDS 

 
 
TABLE GAMES  

 



 
DYNAMIC GAME: ROUNDS AND PHASES 
 
1- REPLACEMENT OF MARKETS AND GIFTS 
The Rapa-Nui population, the interchange markets, the palms, the slaves and the quarries 
are prepared, according to a certain rules. 
On the second round (and the later ones) a slave is put on the two fact cards which have 
not been used in the round before (or a palm if the card is the Moai one). 
2- FACTS 
The first player (“the hand”) takes a fact card and uses it. After that (in clock wise order) the 
other players use it as well. 
Each fact card gives an additional advantage for the one who chooses it. 
The second player (the one on the left-hand side) does the same (chooses a fact card and 
uses it…) and thus, successively, all the players do the same until they finish the fact 
phases. 
In this phase is when the Moais are built and stock is obtained from the markets. 
3- PRESTIGIOUS 
The players can score their Moais, following the order. 
After that, the round is considered finished and the next player is the one on the left hand 
side. 
If in the phase of replacement position or in the phase of facts any resource is finished 
(Rapa-nuis, palms, slaves or rugs), the game is immediately finished (finishing only the 
actual phase of fact) and the final scores have to be recounted.   
 
THE GAME STARTS 
The player who has been in more islands commences. 
Each player puts a table game in front of him. At the beginning the table game is empty. He 
builds his Moais, manages his excess (Tapati zone) and allows himself to count the scores. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Tapati- stored zone. 
 

Slaves- hand x 8. 
If there’re more 
than 4, 1 is 
needed. 

Rapanuis max 2 

Palms máx 6 

Quarries máx 2 

AHÚ: Score zone 
 

Dozens of scores 
 
Unit scores 

MOAIS: building zone. Until 3 Moais 
at the same time  Rugs- special 

quarries. 

Rapanuis-1 or 2 men 
x quarry. Max. 7 x 
Moa  

Quarries- from 
1 to 4 quarries x 

Palms- 1 x built 
flat. 

Movement of palms-when the Moai 
can be moved when is finished 



DISPOSITION OF THE ELEMENTS AT THE BEGINNING OF THE GAME 
Each player has a table game in front of him. The fact cards and the 5 markets have to be 
situated in the middle of the table (the centre of the table will vary depending the number of 
players). 
A zone has to be reserved to keep the common elements (warehouse stock) and one for 
the elements that will not be used (reject) and the ones which will be recycled (quarries). 
The indicator object indicates who starts the game.  
 
Example for 4 plays 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
     
  
 
    
 

 RAPANUIS           PALMS 

SLAVES                       QUARRIERS 

An indicator object 
for the player who 
starts. 
 

Reject 

ALMACÉN DE EXISTÈNCIAS 

Fact cards 

MARKETS 



MARKETS AND FACTS 
 
Rapa-Nui population:  

It isn’t a real market, but indicates the available number of 
Rapa-Nuis. 
In this market there’re the same Rapa-Nuis as commenced 
Moais which are on the table game of the players. 
It’s supposed a Moai is commenced if, at 
least, it has a quarry. 
At the beginning of the game there’re the 
same number of Rapa-nuis and players. 
The card Make-Make opens the acquisition 

of Rapa-nuis: the player who chooses it, obtain a Rapa-nui from the 
warehouse stock and he’s the first one in taking one of the market. The 
players situated on the left hand follow him and do the same until the Rapa-
nuis are finished. 
. 
Slave market: 

The slaves are put here.  
At the beginning of the round it has to be 
the double slaves than Rapa-Nuis. 
At the beginning of the game it has to be 
the double of slaves than players. 
The card Manutara opens the slaves 
market.  
The player who chooses this card obtains 
an extra slave from the warehouse stock 

and he’s the first in taking slaves. After that, the other players do the same 
(to take slaves) until the slaves are finished. 

 
Palms market: 

This market represents the felling of palms trees. 
At the beginning it has to be completed as follows:  
 
3 players: 3 files x 5 columns (15 palms) 
4 players: 4 files x columns (20 palms) 
5 and 6 players: 4 files and 6 columns (24 palms). 
 
At the beginning of each round it has to 
be reforested adding the same number of 

palms as completed columns (at least one and always without occupy 
more than the initial files and columns). 
The card AHÚ opens the cutting down of palms. The player who chooses 
it obtains an extra palm from the store and he is the first in taking a palm 
from the market. After that, the other players do the same (to take palms) 
until one of them says: “ENOUGH!” (the player that says it can also be the 
first who has started) . Neither the player who has said “ENOUGH” nor 
the other players can take more palms. If after that there aren’t more palms in the market, it 
isn’t possible the deforestation and the game is finished (even if there’re more palms in the 
store). 

 
 
NOTE: In these 3 markets (Rapa-Nuis, Slaves and Palms), if in the moment of taking the 
extra element, there isn’t any element in the store, the game is immediately finished. 
 



The quarries market. : 
The quarries are put at/by chance. It has 
to be the same number of quarries (plus 
one) and players. If in a round, the market 
it isn’t open, the quarries can be used in 
the next round: if the market is open and 

the rug stills over there, the rug is eliminated of the game (and goes to the reject) and the 
extra quarries can be used to be recycled in the next rounds when there 
won’t be more in the warehouse. 
In case the last rug is finished, the game is immediately finished. 
The card RANO-RARAKU opens the quarries market. The player who 
chooses it is the first in taking it and the only one who can, optionally, take 
the Quarry of rug instead of the ordinary rug. The other players follow him. 
The quarries have from 1 to 4 white circles that indicate the number of 
slaves needed to complete the building. The rug has the number 2 or 3 
which indicates the number of scores when is built. 
 
 
NOTE: The fact cards that open these 4 markets (MAKE-MAKE, MANUTARA, AHÚ, 
RANO-RARAKU) give the opportunity to situate the respective elements (men, slaves, 
palms and quarries) in the building zone of Moais, at the the Tapati zone (personal 
reserved) and from the Tapati zone to the building zone (never the reverse form). 
For example, while the card MAKE-MAKE is being used, after taking the Rapa-Nuis, all the 
players can put them (only the men, but not the palms, the slaves…) to build Moais 
(building zone), at the Tapati (warehouse zone), or and from the Tapati to the building 
zone. 
 
Interchange market: 

The interchange market is open when a 
player chooses the TAPATI card. This 
player is the first in using it. 
At the beginning of each round, the 
market is completed with the elements of 
the general warehouse: a quarry by 
chance (It can’t have a rug), a Rapa-Nui, 
two slaves, a slave and a palm and two 
palms.  

The player can interchange one of these combinations for another one, following the 
arrows as the picture shows. 
The elements that one obtains can be situated directly in the building zone of Moais or the 
Tapati zone. The used elements to interchange are recycled in the general warehouse. The 
players don’t loose the elements. 
If a player decides not to use the market, he can’t use it anymore in this round. The market 
is used until the players decide not to do it anymore (there’s the possibility of using it more 
than once). 
It’s allowed to change for the other combinations that follow the arrows when a combination 
of the market is missed. 
For example: if the Rapa-nui has been taken for the market already, because a player has 
chosen it before, a player is able to change a quarry for two slaves. 

 
 
 
 
 
 



 
 
 

The following facts give an advantage only for the player who chooses it, and consists in 
award which is situated on the Tapati (it can’t be situated in the building zone until the 
belonging fact arrives). 
 

TANGATA MANU: The player can choose two slaves or two palms or a 
Rapa-Nui. 
It’s used for 4 or more players. 
 
 
 
 
 
 
MOAI: gives an extra palm. If isn’t used in the round, in the next one, a 
palm will put it there instead a slave. 
It’s used for 5 or 6 players. 
 
 
 
 
  
RUG: by chance, the player obtains an extra quarry (not a rug). 
 
 
 
 
 
 
 

 
NOTE: when a round is finished, there’re two facts which have not been used. In these two 
cards, a slave is put over the fact card. This slave will be for the player who chooses it later. 
It can happen that this card isn’t chosen again, so another slave has to be added on the 
card. If the card is the Moai one, a palm is put instead a slave. 
 
NOTE: we suggest turning down the used cards, with the aim of avoiding a 
misunderstanding with the ones which have not been used yet. 
 
NOTE: Any of the elements situated in the building zone, can’t be moved to the Tapati 
zone. 
 
 
 
 
 
 
 
 
 



BUILDING OF MOAIS 
The building of the Moais it has to be done on the left hand of the table game.        Three 
Moais can be built at the same time. 
Each Moai consists in a tower of quarries from 1 floor –M in the table game- ( at least) until 
4 – O, A and L on the table game – (maximum). 
Opcionalmente se hi puede construir un tapete al damunt. 
 
On the table game and the quarries the necessary elements are marked to build each floor 
of Moai as it follows: 
 
 
 
 
 

Rapa-nuis: they’re situated on the left side of the  
Moai’s floors: 1 on the 1st and the 2nd floor 

   1 on the rug 
   2 on the 3rd and the 4th floor. 
 

Slaves: they’re situated on the quarries counters 
   From 1 to 4 depending of the quarry 
   1 or 2 on the rugs 
 

Palms: they’re indicated on the Moai base with 
 a letter M-O-A-Y, depending on the floors built  
(1 for each floor built). 

    Palms transfer 
 

Example of a Moai with three floors 
and with a rug. 
The last floor is uncompleted and 
won’t score because it has started to 
transfer and the three slaves and the 
Rapa-Nui that is missed can’t be 
added. 

 
 
- A quarry which is put up to another one it has to have the same number of circles or more 
than slaves. 
The player decides the quantity of floors that wants for the Moai. 
- A Moai is completed when it has the quarries filled of slaves, the belonging Rapa-nuis 
situated on the lateral side, and the same number of palms and floors on the base.  
- A Moai can be scored in the prestigious phase, even when it isn’t finished. Then, the 
uncompleted floors won’t score the same. 
- When a Moai is scored, all his elements are retired from the game (reject), except the 
quarries (but no the rugs) which are recycled in the case that there’re no more stock and 
only one Rapa-Nui who comes back to the warehouse. 
 
 
 
 
 
 
 
 
 



TRANSFER OF THE MOAIS 
 
When a player has completed a Moai, he has the option to transfer it from the building zone 
until his settle.  
 
-To do this, he will need palms that will be put on the right column of the Moai. 
-Once the transfer has started, there’s no possibility to build more on it (it can’t be added 
neither quarries nor slaves…). 
-The player can score the Moai at any time (from 1 to 7 palms) in the prestigious phase. 
-When one arrives at the last transfer square (it’s marked with a 10) the Moai must be 
scored.  
 
 
TAPATI 
 
It refers to the superior right hand of the table game. Here the elements 
which provide from the markets, the excess and the gifts from the fact 
cards. The gifts must be kept here. 
In each phase of fact, the elements belonging to this phase can be taken 
with the purpose of putting them in the building zone of Moais. 
The reverse way it isn’t allowed, this is: from the building zone to the 
Tapati. 
In the interchange market, these elements are used to change them for 
others that can go to the building zone. 
It can be stored a maximum of: 
 

- 2 Rapa-Nuis 
- 8 slaves (5 requiered 1 Rapanui) 
- 6 palms 
- 2 quarries 

 
If a player can’t keep an element because there’s no space, it will be 
recycled in the warehouse stock. 
 
 
 
AHÚ 
 
The Moais are valued with scores of Ahú (victory): 
 
 - When the player considers scoring them (in the prestigious phase) during the game. 
-  They must be scored when there’s no more possibility of transferring or when there’s no 
more possibility of building (this also happens in the prestigious phase). 
-  When the game is finished. 
 
The scores are indicated on the table game in the zone that is reserved to score. It has to 
be used 2 counters: one to indicate from 1 to 10 and another one to indicate the units.   



 
 
GIFTS 
The gifts can be obtained when one takes some of the fact cards and when one takes the 
cards that have not been used in earlier rounds. All the gifts usually go to the Tapati and 
can only move to the Moais zone in the belonging fact phase that is allowed for each one of 
them. The obtained elements in the Tapati market aren’t gifts; they’re interchanges that can 
be situated on the Moais. 
When the game is almost finished, if there’re no more gifts in the general warehouse and a 
player is award, the game will be finished. 
 
THE END OF THE GAME 

The game is finished when one of these situations happens: 
 

1. When is not possible to complete the reposition of the markets and the gifts on the 
cards. 

2. When a player is award but there’s no gift in the warehouse. 
3. A player takes the last palm from the market in the palms phase.. 

 
When this happens the game is immediately finished and the final recount scored 

has to be done. 
 
 
SCORE 
 

Prestigious scores: 1 point: a scored Moai in the prestigious phase implies an 
additional point. 

Slave scores: 1 score for slave situated in a quarry that the belonging Rapa-nuis and 
base palms. 

Quarry scores: The score will be 1, 2, 3 or 4 depending of the floor they occupy (M-O-
A-I), always when the quarries have the spaces for the slaves completed 
and the belonging palm in the base. 

Transfer scores: from 1 to 10 that indicates the last palm. 
Rug scores: 1 score for each slave (if it has a Rapa-nui) plus 2 or 3 scores ( the way 

the counter indicates it), if they have all the slaves. 
 
Scores to break a stand-off: If there’s stand-off at the end of the game, the elements 

of the Tapati from the players implied will be scored as follows: 
 

1 score for each slave, palm or quarry 
2 scores for each Rapa-nui. 

 
If the tie stills, the break of the situation will be as follows: 
 

The one who has more Rapa-Nuis 
The one who has more slaves 
The one who has more palms. 
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