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In Mega Church, each player takes control of a local church and competes to grow their 
congregations into the biggest Mega Church in town. Players use their pastors to customize 
their churches to try and appeal to potential congregants, and develop a presence in the 
neighborhood as they attempt to grow their Sunday attendance to greater and greater numbers. 
 

Components 
30 Pastor Meeples 
20 Stat Markers 
20 Remodel Tokens 
10 Score markers 
45 Blessing Cards 
6 Seeker Cards 
50 $ tokens 
6 Church Boards 
1 Neighborhood Board 
1 Church Stats Board 
1 First player marker 
 

Setup 
Place the Neighborhood board and the Church Stats board in the center of the table within 
reach of all players. 
 
Each player chooses a Church board and takes all meeples and makers of the corresponding 
color: 1 Head Pastor Meeple, 5 Associate Pastor Meeples (4 AP Meeples in a 4- or 5-player game, 
the remaining AP Meeple may be returned to the box), 4 Remodel Tokens, 4 Church Stat tokens, 
and 2 Scoring Markers.  
 
Place the Head Pastor Meeple next to the Church name at the top of the Church board. Each of 
the APs go in the spaces on the right hand side of the Church board. In a four or five player 
game, the bottom-most space will be empty, as only 4 APs are used.  
 



Place the 1 Remodel Token on each of the four action spaces across the bottom of the Church 
board (Missions Center, Bookstore, Office Annex, and Conference Center). 
 
Place the 4 Church Stat tokens on the dark gray starting spaces on each of the four tracks on the 
Church Stat Board. 
 
Place one scoring marker next to the Turn track on the top of the Church Board. The other 
scoring markers are placed on the “0” space on the scoring track around the Neighborhood 
Board. 
 
Each player also takes $$$. 
 
Shuffle the Seeker deck and place the deck face-down in the Seeker Deck space on the Church 
Stat Board. Then, reveal the top Seeker card and place it face-up in the marked space on the 
Church Stat Board.  
 
Shuffle the Blessings deck, and place the deck face-down beside the Neighborhood board. Then, 
draw the top card and place it face-up above the leftmost section, marked “A”, on top of the 
Neighborhood board. Then draw the next card from the top of the deck and place it above the 
space marked “B,” to the right of the first card, and so on until there are four face-up Blessings 
above the four spaces labeled A, B, C, and D. 
 
The player who most recently went to church becomes the first player and takes the First Player 
Marker. 
 

Gameplay 
Mega Church is played over four rounds. Each round consists of two phases: The Work Week 
and Sunday Morning. During the Work Week, Players will use their pastors to take actions as 
they try to grow their congregations.  Seekers will be analyzing each Church, trying to decide 
which one to attend come Sunday Morning. On Sunday morning, the actions that the players 
took during the week will yield the player additional attendees, as well as tithe money to add to 
their budget. At the end of the game, players will tally their total attendees and the player with 
the biggest congregation is the winner. 
 
The Work Week 
During the Work Week, players will take 5 turns each. Starting with the First Player and 
continuing clockwise, each player will move their Head Pastor onto one available action space 
on their Church Board, and then immediately take the corresponding action. Players must move 
their Head Pastor, and cannot use the same action twice in a row. Once a player has taken their 
action, the next player will take their turn in the same manner, and so on until all players have 
taken five turns. Turns can be tracked using the Turn Track on each player’s Church Board. 
 



Actions 
The Church board contains 8 action spaces, only four of which are available to each player on 
their first turn. These Action Spaces are outlined below. 
 
Cafe 
When a player moves their Head Pastor onto the Cafe, they may immediately take $$ from 
supply. 
 
Pastor’s Office 
Using the Pastor’s Office, the player sends one Assistant Pastor (AP) into the neighborhood. 
APs are part time employees, so sending an AP into the neighborhood costs the player a certain 
amount of $.  
 
To send and AP, the player pays the cost of the topmost AP space on their Church board, and 
then moves the AP meeple in that space onto the Neighborhood Board. They may move their 
AP onto any available space on the Neighborhood board. Each space on the Neighborhood 
board contains a letter; A, B, C, or D. After moving their AP, the player then resolves the 
Blessings Card that is available above the letter that corresponds to the space in which they 
placed their AP. [See Blessings Below] 
 
For example, if a player moves one AP onto a space displaying a B, that player will resolve the 
face-up Blessings card in the space labeled B. 
 
In the Sunday Morning phase, players will receive points for the amount of adjacent APs that 
they have placed in the neighborhood, according to the chart on the Neighborhood Board [See 
Sunday Morning Below].  
 
Board Room 
When a player uses the Board Room action, they may pay the associated cost to add a room to 
their building. The four rooms at the bottom of the Church board are available to be added 
through this action (Missons Center, Bookstore, Office Annex, and Conference Center). Each 
building has a cost written beside the name of the room that the player taking this action pays 
immediately. Once added, the player removes the remodel token from the added space. These 
rooms provide additional actions that the player may use in future turns. The Board Room 
action only allows the player to activate one of these rooms, the associated action is not used on 
the current turn, but is available in future turns. 
 
Fellowship Hall 
The Fellowship Hall allows a player to reduce any one of their Church Stats on the Church Stat 
board to increase one other Church Stat. Players may use any combination of different Church 
Stats to complete this action, but the Message may not be modified through this action. Players 
must reduce and increase one stat when completing the Fellowship Hall action. [See Church 
Stats Below] 



 
Missions Center ($$$) 
When a player moves their Head Pastor into the Missions Center, they may immediately resolve 
any of the face-up Blessings cards above the Neighborhood board by adding the selected card to 
their play area, and taking the associated action.  
 
Bookstore ($$$$) 
When a player moves their Head Pastor onto the Cafe, they may immediately take $$$ from 
supply. 
 
Office Annex ($$$$$) 
The Office Annex functions exactly as the Pastor’s Office, but instead of sending one AP, the 
player may send up to two APs by paying the cost of each. Each AP allows the player to resolve a 
different Blessing card in the manner outlined above. 
 
Conference Center ($$$$$$) 
When selecting the Conference Center action, the player may pay $$ to move any 1 Church Stat 
(including Message) once in either direction. 
 

Blessings 
Blessings are a primary means by which players can manipulate their church stats and appeal to 
the Seekers, helping their church to grow. Each blessing contains an action or ability that the 
player who resolves the card may use. To resolve a Blessing card, the player adds the card to 
their play area and immediately resolves the associated action. Actions on Blessing cards are 
optional, but whether or not the player chooses to resolve the action, they must add the card to 
their player area. At the end of the game, each Blessing that a player has selected will be worth 
100 atteendees.  
 
When a player selects a Blessing card, it is not replaced until the end of the player’s turn (except 
for after the last turn during the Work Week, explained further below). 
 

Church Stats 
On the Church Stat board, players try and customize their Church by manipulating their Church 
Stats through actions and Blessings. Each round, one Seeker card is presented, representing a 
number of people in the community that are looking for a new church. On Sunday, they will 
make their decisions based on the four Stats that are available; Pastor’s IG Followers, Worship 
Rating, Community, and Message. The first three stats require linear movement, with the leftmost 
spaces being lower than the right most spaces. At the end of the game, players can earn points 
for reaching the three right-most spaces on each stat track. 
 
The Message represents the nature of the Church’s theology and preaching. It is non-linear, and 
players may move right or left depending on how they want to customize their church. The 



center space is labeled “Moderate.” Each space to the left of Moderate is increasingly more 
Progressive, whereas each space to the right is increasingly more Orthodox.  
 
Church Stats may not be moved below the lowest space on the track, nor moved above the 
highest space on the track. 
 

Seeker Cards 
At the start of the round, one Seeker card will be revealed. This card represents a number of 
people in the community that are looking for a new church, and will make their decision on 
Sunday Morning according to each Church’s stats. Each Seeker Card outlines 3 of the 4 Church 
stat categories that will be scored on Sunday Morning at the end of the current round. The 
metrics by which each category can be scored are outlined below. Each scored category has 
scoring conditions and a breakdown of attendees allotted for meeting the outlined conditions. 
 

+300 for Each Space You Advance this Round  For every space a player’s stat marker moves 
to the right during the current round, that 
player gains 300 attendees. Players do not 
gain or lose points for moving to the left. 
Advancing refers to total spaces advanced, 
based on their starting location, not 
accounting for backward movement. 

1st - 2nd - Last (3+)  Attendees are awarded according to the 
player’s rank among other players. The player 
whose stat marker is the furthest to the right 
is considered to be in 1st place, and so on. 
The Last condition only applies in a game 
with 3 or more players. 

2nd - 3rd  Attendees are awarded to the players in 2nd 
and 3rd place. The player in 1st place of the 
specified category receives zero attendees. 

Most Moderate - Most Progressive - Most 
Orthodox 

For each of these specified goals, only the 
player whose stat marker is closest to the 
center,  furthest to the left, or furthest to the 
right, respectively, will receive the specified 
number of attendees. 

Least Moderate - Least Progressive - Least 
Orthodox 

For each of these specified goals, only the 
player whose stat marker is furthest from the 
center,  furthest from the left, or furthest 
from the right, respectively, will receive the 
specified number of attendees. 

 



Seeker Ties 
In the event that two or more players are tied for any given Seeker goal, those players should add 
up the total available points for both the goal for which they are tied, and the secondary goal (if 
applicable) and divide that total by the number of tied players. Each player is awarded this 
average, rounded down. For example, if two players in a two player game are tied for 1st place 
on a Seeker card that awards 8 points for 1st place and 5 points for 2nd place, they will add the 
1st and 2nd place points together and divide by two. As a result, each player will receive 6 points 
([8+5] \ 2 = 6.5 [rounded down to 6]). However, in a three player game, the two tied players would 
each get 4 points (8/2) and the third player would get the 5 points for being in 2nd place. 
 
If a tie for a Seeker goal eliminates the applicability for a secondary or tertiary goal, that goal 
will not apply and no points are awarded. 
 

Sunday Morning 
After the last turn is taken by the last player, the Work Week Ends and Sunday Morning begins. 
During Sunday Morning, complete the following in order: 
 
1. Award Attendees from Seekers Cards 

Players should receive attendees according to the goals specified for each category on 
the round’s Seeker card. Players should adjust their scores by advancing their Scoring token on 
the score track around the Neighborhood board immediately. 
 
2. Award Attendees for Neighborhood Presence 

Players should receive attendees according to the adjacency of their APs on the 
Neighborhood board, according to the chart below (also displayed on the Neighborhood Board). 
Adjacency refers to individual APs that are in a space that touches one other AP belonging to 
the same player. These points should be added immediately to the player’s point total. 
 
 

Adjacent APs  1  2  3  4  5 (2 or 3 
player 
games) 

Points  1  3  6  10  15 

 
3. Receive Tithe 

Each player receives an amount of tithe income relative to the size of their 
congregations. Tithes are collected equal to the number representing the position the player is 
in (1st place = 1, 2nd place = 2, 3rd place =3, etc.) plus their score divided by 100 (rounded down). 
For example, if a player has 4300 points and is in 3rd place, that player receives $7 (3 + 4300/100 
[rounded down] = 7). This tithe money is added to the player’s play area and is available during 
the next round.  
 



4. Reset the Board 
All face-up Blessings cards are discarded and replaced with the top four cards from the 

Blessings deck. The Seekers card is discarded and replaced with the top card from the Seeker 
deck. 
 
Each player also retrieves their APs from the neighborhood board and returns them to the AP 
slots on their Church board. 
 
Once these elements are reset, the First Player Marker passes one player to the left, and the next 
round begins. 
 

Game End 
After the 4th Sunday Morning, the game ends. Players should count their Blessings cards and 
add the total number of cards they’ve accumulated x 100 to their score on the score track. For 
example, if a player accumulated 15 cards, they would receive an additional 1500 attendees at 
Game End. The player with the biggest congregation is the winner. 
 
In case of a tie, the player with the most money is declared the winner.  
 

Special Rules for 5 Players 
In a 5 Player game, the two additional spaces on the neighborhood board (labeled 5 Players) are 
available for AP placement. These spaces do not allow the players to resolve a Blessings card. 
 
Additionally, players have the option of placing an AP on the 1st Player Marker space in the 
upper-right hand corner of the board. When a player places an AP on this space, they receive the 
1st player marker and become the 1st player in the following round.  
 
In a 5-player game,  the 1st Player Marker is worth 500 attendees at game end. 


