
 

 

                       
 

After decades of neglect, the Cathedral is in grave disrepair.  

The Cardinal has commissioned three master craftsman to 

restore it to its former greatness.  Each must strive to rework 

and beautify the stained glass windows to emulate the light of 

heaven's glory. 

 

Walls of Light is a strategy game in which each player places 

their colored winks to complete the cathedral’s windows.  

Colored winks can be combined to make new colors.  When a 

master craftsman completes a window, he earns points for the 

number of different colors within the window.  All craftsman 

then earn points for their colors in the completed window. The 

colored dice are used to determine which of the six windows 

the crafter may work on this turn, and in what way they may 

place their colored panes.  Strategy is enhanced with the 

stained glass cards which allow dice to be re-rolled, the 

switching of panes, the adding of extra panes on your turn, etc. 

 

PlayersPlayersPlayersPlayers: 2-3 

 

Playing timePlaying timePlaying timePlaying time: 15-30 minutes 

 

ComponentsComponentsComponentsComponents:   

� 6 Cathedral Windows (4x4) 

� Scoring Window(two 4x4s) 

� 3 d6 (1 red, 1 blue, 1 yellow) 

� Stained Glass Deck (16 cards) 

� 24 Winks (8 red, 8 blue, 8 yellow) 

� 9 Wooden Cubes (6 white, 1 red, 1 blue, 1 yellow)  

          

                

SetSetSetSet----upupupup    

� For 2-player Set-Up see 2-Player Rules section    

    

� Place the Scoring Window in the center of the table 

 

� Each player chooses a color, takes all eight winks of their 

color and places the cube of their color on the start of the 

Scoring Window.  The white cubes are set aside. 

     

� Shuffle the six Cathedral Windows and place them 

randomly (using either side) in position around the 

Scoring Window as illustrated. 

 

� Shuffle the Stained Glass Deck and give 4 cards to each 

player.  The rest form a draw pile. 

 

� Each player rolls to see who goes first. 

    

GAGAGAGAMEPLAYMEPLAYMEPLAYMEPLAY 
Turns: Turns: Turns: Turns:  Each turn a player rolls all three dice and then 

places one of their winks (panes) onto a Cathedral Window.   

A player may optionally play one card on their turn.   The roll 

of the dice determines how the pane can be played: 

� You may place your color’s pane on any empty (white) 

space on a Window corresponding to numbers you rolled. 

For example, you rolled a 2,3, and 6.  You may place 

your color’s wink on any empty space in the 2
nd

, 3
rd

, 

or 6
th

 Window. 

� You may place your color’s pane on top of any color 

matching the color of the dice you rolled within the 

Window matching the number of that roll. 

For example, you are playing as red.  You rolled a 2 

with the yellow die, a 3 with the blue die, and a 6 

with the red die.  You may place your red pane: 

� on top of yellow (making orange) in Window 2  

� on top of  blue (making purple) in Window 3 or 

� on top of red in Window 6. 

� You may not play a pane on top of a secondary color 

(orange, purple, or green). 

� You may not play a pane on a space that already has two 

panes. 

For example,  you may not play red on top of a space 

with two yellows. 

� The pre-colored panes printed on a window can be 

thought of as permanent immovable winks already in 

place. 

� If you have no more panes to place down, you may 

remove one of your winks from any Window 

corresponding to your roll.  This can be a pane on its own 

or composing a secondary color.  You don’t get to place a 

pane this turn. 

 

After placing a pane, the player’s turn ends and it becomes the 

next clockwise player’s turn. 

 



 

 

Scoring WINDOWS:Scoring WINDOWS:Scoring WINDOWS:Scoring WINDOWS:    

When a Window is completed (all spaces have a color), the 

Window is scored as follows: 

 

� The player completing a Window scores 2 point for each 

different color pane in the Window including their own. 

For example, the red player completes a Window 

containing 1 red space, 3 purple and 2 yellow.  This 

player scores 6 points (2 for red, 2 for purple and 2 

for yellow). 

 

� Every player scores 2 points for each space containing 

their color.  Note this is not the number of winks but the 

number of spaces of that color.  Also, winks that compose 

a secondary color don’t count.  Stacked winks of the same 

color only score once. 

Using the previous example, the red player scores an  

additional 2 points, while the yellow player scores 4 

points.  All the red and blue winks that were used to 

make purple don’t score anything. 

 

� If the completed window has panes of all the same color, 

that player receives 3 points for each space instead of two.  

The player still receives 2 points for their one color. 

For example,  the red player completes a  5 pane 

window with only red panes.  He receives 2 pts. for 

red, and 3 points for each red pane for a total of 17 

pts. (2 + 3x5=17). 

 

� Any special spaces are resolved.  If the “+1” pane has 

winks of only one color, that player scores an extra point.  

If the “+ card” pane has winks of only one color,  that 

player draws a card. 

 

� Each player moves their scoring cube up the Scoring 

Window the appropriate number of spaces.   

 

� Once the Window is scored, all the panes upon it are 

returned to their respective owners.  Flip the Window over 

to the other side so that a new Window is revealed.  Put a 

white cube next to that Window’s number on the Scoring 

Window if there isn’t one there already.   The newly 

revealed Window can be played upon and scored on 

subsequent turns.  Each Window may be completed and 

scored multiple times, with the Window being flipped 

over each time. 

 

Playing cardsPlaying cardsPlaying cardsPlaying cards    

Cards may only be played during your turn.  Only one card can 

be played per turn.  Played cards form a discard pile. There are 

four types of Stained Glass Cards: 

 

                                
Extra Glass:  Play one additional pane this turn.  (following 

normal rules). 

                                
Swap Panes:  Switch any two winks except those within a 

stack or those composing a secondary color. 

                               
Roll Again:  Re-Roll either 1, 2, or all 3 of your dice. 

                               
Modify Roll:  Add or subtract 1 to one of the dice you rolled. 

    

Winning the gameWinning the gameWinning the gameWinning the game    

Once all six Window positions have a white cube, the game 

ends.  The player with the highest score wins.  If tied, the 

player with the most cards wins.  If still tied, the game is a tie. 

 

2222----player rulesplayer rulesplayer rulesplayer rules    

Walls of Light is played exactly the same with two players as 

with three players except with the following differences: 

� Each player receives 5 cards at the start of the game 

� The unused color is available for either player to use 

� Either player may use these winks as they choose but do 

not score points for that color when Windows are scored. 

� Players may use them to form secondary colors and 

consequently score points for those. 
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