The Portuguese canning industry developed throughout the 20th Century becoming
extremely important in the fishing communities. Alongside natural growth the quality of
the product improved, and with overseas markets and the usefulness of canned food during
World War 11, there was unprecedented demand for the tinned fish.

Tinplate was the main raw material used to contain the fish. The most common name for
that material was "tin”, or, in Portuguese, "lata” and this quickly became the most popular
designation for the product. In this game, each player is the manager of a canning factory in
the first half of the 20th Century. Their goal is to produce and sell the most canned sardines
and mackerel, being the popular fish of the time ahead of tuna.
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{ “Lata” is played over 6 rounds and, during each round, players acquire prodiicts -
| sardines, mackerel, tomatoes and olive oil - to pack in their factories. The canred
'\ goods produced will be sold on national and international markets, with the money
. earned being invested in the factory enhancement and to buy scoring cards.

T

Turn order is determined by the hidden bid auction of action points. The player who
bids the most action points wins the best set of resources for their factory, access to
the best markets and best scoring cards.

e e

By the end of the game, the player with the most Victory Points (VPs) on their scoring
cards will be the winner.
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45 CANNED GOODS CUBES

28 “ESCUDO™ COINS

. 4 STARTING SCORING CARDS
35 SCORING CARDS

Ina 2-player game, return to the game box the 18 production cards and 8 scoring cards marked
with the symbol ;a In a 3-player game, return to the game baox 6 random production cards.

Separately shuffle the production cards ° the market cards o and the scoring cards G
to form 3 distinct face-down decks in the centre of the table, saving some space nearby to
reveal cards from each deck.

In addition, place the canned goods’ cubes and the coins in a general supply within all

players reach o
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'PLAYER SET-UP

Give each player:

»» 1Player Factory Board o and matching Player Screen o;

»» 1 Marker to place on space 9 of the action points’ track on their board;

»» 1 Starting Production Card 0 to place face-up beside the top left side of their factory board;
»» 1 Starting Scoring Card o to place face-up in frant of themselves;

w45 in "escudo’ coins

»= 1random Turn Order Token to place face-up in front of themselves 0

In games with less than 4 players, return to the game box the turn order tokens with the
highest numbers, before giving a random one to each player.
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~ GAMEROUND

Each of the 6 rounds is composed of 4 phases:
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At the beginning of each round, before the players start to perform their actions, you need
to create the different sets of production cards from which the players are going to choose
1 set during the factory phase (phase B).

o Shuffle the production cards and create sets of cards as follows:

4 PLAYERS &85 5 2 sets of 2 cards, 3 single cards, all face-up;

3 PLAYERS sgam 2 sets of 2cards, 2 single cards, all face-up;
2 PLAYERS 5% 1set of 2 cards, 2 single cards, all face-up.

o Shuffle the market cards and deal into a display 1 card per player plus 1 card, all face-up.
o Shuffle the scoring cardsand deal into a display, 1 card per player plus 1 card, all face-up.
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~ ACTION POINTS
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The symbol for the action points /’h depicted on each player's factory board o and
on the market cards o illustrates the metallic key that was used to open the canned
goods. Along the bottom of each player’s factory board is the action points’ track to show
how many actions each player has available,

At the beginning of each round, all players start with 9 available action points o fo use
for the following

«» Turn order, during phase A;
»@ Produce actions, during phase C;
»» Sell actions, during phase C.

Whenever a player uses action points, they move the marker left along the track, 1 space

per action point spent.
PHASE A TURN ORDER

Turn order is determined through a hidden bid auction of action points and player order is
then set for the rest of the round. The auction is performed behind player screens with each
player moving their marker 1 space left for each action point they wish to use - bids can be
from O to 9. Once every player has moved their marker, the screens are removed so that all
bids can be seen.

The player who has moved their marker fur- Ties are won by the player with

thest to the left, having spent the most action the highest turn order token. Note that
points, will be the start player for the round turn order tokens are kept by the players
and takes Turn Order Token number 1. Turn from the previous round (or from set-up,

Order Token number 2 is taken by the player in the first round).
who bid the next most action points and so on.
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After all players reveal their hidden bid auction choices, Sara, playing with Aveiro €3, will
be 1st player this round having bid 3 action points, leaving her with 6 3. She takes Tum
Order Token number 1 ({&. Fabio, playing with Matosinhos (), and Daniel, playing with
Portimao e. tied for 2nd place as both bid 2 action points, leaving them with 7 °. From
set-up Daniel had a higher Turn Order Token than Fabio so Daniel takes token 2 and
Fabio takes token 3 @. Finally, Caroling, playing with Setibal @9, will play last as she only
éld 1 action point leaving her with 8 O-and:she takes token 4 8. y

While the player who spends the most action points will have the opportunity to be the first
player to choose a set of cards in the factory phase, the remaining players will have more
action points to spend on better production and to reach stronger markets.
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PHASE B FACTORY

In tumn order, as determined by the auction, each player will now choose a set of production
cards and assemble their production line.

@ CHOOSING A SET

Each player is going to choose one of the available sets of production cards to add to their
factory. Each production card depicts either 1 or 2 of the following: sardines, mackerel,
tomatoes, and/or olive oil.

The players always choose from the remaining sets in the display, selecting 1 set. The last
player in turn order always has two options to choose from, selecting a set for them and then
removing the remalning one to the discard pile,
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Following the previously determined turn order, _Sam.o plays first and chooses the set
that contains 1 card depicting tomato and sardine {{:}. Secondly, Daniel {3 chooses the
set that contains 1 card depicting olive oil and 1 card depicting mackerel {(3)). Next, Fdbio
'chooses the set that contains 1 card depicting sardines twice o. Finally, Carolina 0
chooses the set that contains 1 card depicting olive oil €&l and places the remaining set of
\5 cards depicting sardines onto a face-up discard pile. J
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@ ASSEMBLING THE PRODUCTION LINE

After each player has selected a set of production cards they must add it to their factory
board. There are5 spaces to place the production cards from the top left of the board, along
the top and to the top right. Production always takes place from left to right so the order the
production cards are placed is important.

The first two spaces have no associated cost, but the others cost the player 1% or 2% as
shown beneath the spaces on the factory board. The coins are returned to the supply. If the
player does not have enough coins, or does not wish to pay, they cannot place the cards
in those spaces. Note that it is possible to place cards into any space leaving gaps in the
production line.
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Continuing the previous example, Sara places the only card from her set in the 2nd space of
her factory o. without any associated cost. Daniel has a set with 2 cards and places the card
depicting olive oil in the 2nd space of his factory {:¥, at no cost. However, when placing the card
depicting mackerel in the 3rd space of his factory he has to pay 15 to the supply as shown on
his factory board &). Fabio does the same as Sara for his card depicting sardines twice ) and
L.:?amlirm also places her card depicting olive oil the same way d _)
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Once placed, the cards cannot be moved or removed from their current positions until the
end of the game. However, when placing a card, players may completely cover an existing
card from a previous round, becoming unavailable for production.

Covering cards allows players to enhance their production line but they must pay any
depicted cost to place the new cards. If the player has chosen a set of 2 cards they must be
placed on different spaces of the production line, it is not possible to cover the other card
placed in the same round.
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Ona future turn, Daniel chooses a set containing 1 card depicting tomato and mackerel o and
he wants to improve the 3rd space of his production line G He cannot move or remove the
existing card but can cover it. Daniel places the card depicting tomata and mackerel on top of the
existing card (&) and pays 1510 the supply as shown under that factory space (). The hidden card
;\1‘5 no longer available for production but can score potential victory points at ti end of the game.,)

When placing cards into the factory they must be played with the card number

in the lower left corner, they cannot be played upside down,

PHASE C PRODUCE AND SELL

CANNED GOODS

Each round the players try to organise their factories in the most efficient way to produce
the 3 possible canned goods represented by the 3 different coloured canned goods' cubes:

£ c . C d di int to sauce, Canned mackerel in olive oil,
requires 1 sardine. requires 1sardine + 1tomato.  requires 1 mackerel + 1 olive oil
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Production and sales take place in the same player order as the factory phase. Each player
does their production and then sales actions before the next player takes their turn.

@ PRODUCE

Depending on their available action points and the position of the production cards in their
factory, players have the opportunity of producing goods depicted on all their cards, if they
wish so.

The cost to produce is 1 action point per card, regardless of whether it produces 1 or 2
canned goods. Production takes place from left to right, and top to bottom for cards
depicting 2 resources, 1 icon at a time following the production order.

When choosing which canned goods to produce on a production card all icons to the right
in that player’s factory are available, Once that icon has produced, or the player decides not
to, itis no longer possible to use the resources on that card for the next production decisions
for the rest of this phase.

When producing a canned good, the player places 1 cube of the respective colour on top
of the resource - sardine, mackerel, tomato or olive oil - they are using from the current
production card and that resource is no longer available in the production process. Also, a
player may decide to skip over a resource.

To produce regular canned sardines (1 silver cube), the player must have 1 sardine icon
available an their current production card.
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Fdbio is going to activate his production line, from left to right. In the 1st spare of his factory
he has a card depicting 1 sardine o that allows the production of 1 regular canned sardines.
As such, Fabio spends 1 action point from his track leaving him with 6% and places 1 silver
cube on top of the sardine icon G which becomes unavailable for production until the end of
the round. Fabio then produuces 2 regular canned sardines on his 2nd production card, placing a
silver cube on top of each sardine icon 0 This costs him 1 action point for this card, leaving

| him with 5 0 y

10




To produce canned sardines in tomato sauce (1 red cube), a player must have 1 sardine and
tomato icon available in their factory. Both icons can be on the current production card, or
only 1 icon, provided that the other is available on another production card to the right of
the current one. In case both icons are on the same production card and the tomato is the
resource on top, this tomato is no longer available when the player advances to use the
sardine below to produce,

IMGJ:‘\:

J’ MG 14 MG 15

T YYYLr]
;“ »oor

- p—. - - PP

First, Sara wants to produce using the sardine on her 1st production card o She could produce
regular canned sardines (1 silver cube) but as there is a tomato available on the 2nd card she is
- able to produce canned sardines in tomato sauce and places 1 red cube on top of the sardine
' icon . This sardine icon is no longer available for further production this round. Sara spends
© 1 action point to do this, leaving her with 5 action points . Moving to the Znd production
* card and going from top to bottom {2)), Sara has a tomato and a sardine icon available for
 preduction; so she produces canned sardines in tomato sauce, placing 1 red cube on top of the
. tomato icon G She spends 1 action point for this, leaving her with 4 3. Sara may now place
1 silver cube ontop of the remaining sardine icon with no further costs 3

) S : : ooossesssasesssosses®

./ In addition to the cards depicting sardines, mackerel, tomatoes and olive oil, some
production cards contain specific symbols and are distinguishable by a green background.

The effects on these cards are described later in the rulebook. Some of these cards have
production possibilities and cubes may be placed on them.

To produce canned mackerel In olive oil (1 yellow cube), a player must have available 1
mackerel and 1 olive oil. Both icons can be on the current production card, or only 1 icon,
provided that the other is available on another production card to the right of the current
one. Contrary to the sardines, the mackerel alone doesn't produce any canned goods, it
always needs 1 additional olive oil.
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Daniel is going to activate his production line, from left to right. First, Daniel wants to produce
regwlur canned sardines, placing 1 silver cube on top of the sardineicon 0. He spends 1 action
point to do so, leaving him with 6 On the 2nd production card Daniel has clive oil to which
he can add the mackere! from the 3rd card to produce 1 canned mackerel in olive oﬂ, placing
1 yellow cube on top of the olive oil icon &), He spends 1 action point to do this, leaving im
with 5 2. The mackerel onthe 3rd production card € cannot produce on itsown so he takes.
o further production actions. y
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Carolina is going to activate her production line, from left to right. She produces 1 silver cube on
the 1st production card (), spending 1 action point to do so, leaving her with 7 (). As olive
oil {{#) cannot produce a canned good without mackerel, production ends for Carolina without
uclﬁiﬁ@iﬂnﬁ all production cards this round. y

@ SELL

Following production, depending upon how many action points players still have, and on
the types of canned goods they have produced, players now have the opportunity to sell
their canned goods on national and international markets represented on the market
cards by different flags.

To provide canned goods to a market, players must spend the cost depicted on the market
card in action points. If they do not have enough action points, or do not wish to spend
them, the sale cannot be made.
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Players may provide 1 or more canned goods to any of the market cards currently face-up
as long as they match the colour of cube required, Additionally, players must pay the cost
depicted in action points for each market card they provide goods to, regardless of how
many cubes they provide. The sale reward is 1$ or 23 per cube as shown on each market card.
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Sara chooses to sell 2 canned sardines in.
tomato satice, to the Australian market o
| afit ':::F o l costing her 3 action points e She places
f v& ,I‘c& E| ?;,: ' the 2 red cubes on that market card and

earns 28 per cube for a total of 45 Then,

“ F ;

l oo | ey | Sara sells her regular canned sardines to the

| Xeo 1 sl Chilean market o_,'gpgrzc_[mg her last action
point o'arld earning 15

If a player, in providing a cube to a market g .
card, completes its last requirement they ' Each market card shows 1 or 2
| flags representing nations that players may

immediately return all cubes on it to | score through their scoring cards at the end
the general supply and take that market [RYITPNFRS

card, placing it beside their factory board.
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During her turn, Sara completed the requirements of the Australian market card Y. She returns
the 2 red cubes to the supply and takes the market card to place beside her factory board (),
Sara’s sale of 1 silver cube to the Chilean market card {{8) did not complete the requirements so that
{urd remains avallable to the other players to complete. y

If a market card is completed by a player and thus removed from the market area it is not
replaced until the end of the phase. However, if there is only 1 market card available at the
start of any player's turn in Phase C, they may reveal 1 further market card from the deck for free.
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After Sara’s turn there are only 4 market cards left for Daniel to sell to 6 He sells both his canned
goads to the American market e-cm‘tmg him 'z.q_cumpenmo and earning him 25 0 As the
Lmﬁﬁlmgﬂfs on this market card were not completed it remains available for the other players._J

Once per turn, during Phase C, either while producing or selling, a player may spend 1
action point to reveal the next market card and add it to those already available. If the
current player does not complete that market card, it remains available to the other players.

14



Ihﬁﬂ

‘_EL_ ﬁl...

==lrv = ¢~ ¢>

I 2 Hisintos, 7 nw i_lu

s el
-0

After Daniel’s turn, Fébio spends 1 action point ¥ to reveal an extra market card from the deck
and add it to the existing ones (). Then, he sells all his canned goods to the new market (&),
spending 3 action points Qm gaining 3§ in total, 15 for each sold canned gmde-ﬂ'_s Fabio
Cnmplefed the reguirements of that market card, he takes it into his play area o - y

EXCESS CANNED GOODS

After all players have sold their canned goods to the markets, any remaining canned goods'
cubes must be dealt with as follows:

»» Regular canned sardines, silver cubes, are moved to the salt area of the player's factory
board, illustrated by a basket of salt, and they can be sold in future rounds in addition to the
production of that round.

»=» All canned sardines in tomato sauice, red cubes, and canned mackerel in olive oil, yellow
cubes, are lost with all cubes being returned to the supply.

15
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After Fbio's tum, Carolinu sells her regular
canned sardines to the American market Y,
spending 2 action points () and gaining
. Carolina was able to complete the
requirements on the American market, so she
takes that card into her play area ().
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\3’“’ would have had to return the cube tothe supply.

Alternatively, instead of selling her regular canned sardines (€Y Carolina could have stored
the cube in salt on her factory board ). She could have considered doing this if she had no
‘remalning action points, didn't want to partially complete a market card, or to make the cube
available for a future turn. If it had been canned sardines in tomato sauce or mackerel in olive oil,

v
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After all players have taken their turns in Phase C, the remaining market cards,
including any cubes placed on them, continue to be available for the next round, Reveal new

market cards, if needed, to ensure that there, at least, 1 card per player plus 1, on display.

PHASE D SCORING CARD

In turn order for the round, each player may buy 1 scoring card from the display. Scoring
cards cost, as depicted, 25 or 35 paid to the general supply and, once acquired, are placed
face-up by the player beside their factory board. The scoring cards are not replanished
untilthe end of the round. Ifa player doesn’t have enough money, or doesn’t want to spend
it they cannot buy a card.

However, once per turn, a player may spend 15 to reveal another scoring card and add it to
the available supply. If the current player doesn’t buy that scoring card, it remains available
to the other players.

Sara pays 15 to reveal the top scoring olm:?H
from the deck, adding it to the display (Y.
Then, she buys the new card for 35 and takes
it into her play area




After all players have taken their turns in Phase D, the remaining scoring cards
continue to be available for the next round. Reveal new scoring cards, if needed, to ensure

that there, at least, 1 card per player plus 1, on display.

@ND OFTHE ROUH@

At the end of Phase D, the round ends. Start the next round by setting up the production
card sets as described in the round set-up, and then proceed through Phases A to D again.

@ O @ 0

TURN ORDER FACTORY PRODUCE AND SELL SCORING CARD

Ciﬂﬂ OF THE GAHE_)

The game ends after Phase D of the éth round. There will be no more production cards
avalilable after setting up the 6th round, so players will be aware that they are playing the

final round.
e FINAL SCORING )

After the 6th round, players total up theirvictory points (VPs) on each of the scoring cards they
have, and the player with the most victory points isthe winner. If tied, players share victory.

Players start the game with 1 scoring card, and may only buy 1 scoring card per

round, so they can only end the game with a maximum of 7 scoring cards.

All players start by scoring any cards with the icon €@, as these only score cards
visible in their production line at the end of the game. After that, all cards in the factory,
including those covered during the game, are eligible to be used to score each scoring card.
Production cards and market cards can be used multiple times to meet different scoring
card conditions.

The starting scoring card allows the players
to score for the flags they collected on
market cards. Every flag scores 1 VP and for
every pair of flags of the same nation score
an additional 1 VP.

./ All scoring cards are detailed

on page 23.




‘Sara calculates her final score: )

@ e 15t card scores 4 VPs as
there is only 1 visible tomato icon.
Although she had another tomato
icon, she covered it up during the
gome.

G The 2nd card scares 6 VPs for
the 2 visible yellow cards.

@ e 31d card scores 2 vps for
the only visible green card.

© The 4th (starting) card scores
‘a total of 10 VPs, 1 for each of the
flags shown and an additional 1 VP
for each of the pairs: Australia,
Chile and USA.

@ e 5th card scores 7 vPs.
@ e sth card scores 5 VPs, 1 for

each sardine icon on visible and
‘covered cards.

@ the 7th card scores 4 vPs, 2 for
each tomato icon on visible and
covered cards.

Therefore, Sara ends the game
‘witha total of 38 VPs.




51.“!“ ORDER VARI@

On each round (including the first), at the beginning of Phase A, the turn order is not
determined through a hidden bid auction of action points performed behind player screens,
and is now performed in an open way within all players' sight.

Starting with the player with the lowest turn order marker that player either spends 1
action point to stay in the bidding process or passes. If they pass they take the highest
turn order marker. Players follow this bidding process paying 1 action point at a time to
'stay in" or passing and taking the highest remaining turn order marker, until all markers
have been taken,

Similar to the base mode, the player who spends the most action points will

have the advantage of going first through each phase but the other players will have more
action points available to use.

( SOLO MODE )

‘Lata’ can also be played solo. There are 4 options for solo play using the reverse sides
of each factory board, with different starting scoring cards. Select a factory board and its
matching solo starting card. Then, separately shuffle each deck of cards and form 3 face-
down piles. Reveal the top 3 market cards and do the same with the top 3 scoring cards.
Finally, take 4% from the supply. The turn order markers are not required for the solo game.

The solo game does not have a Phase A, but Phases B to D are played similar to the multi-
-player game with some differences described below.

The following steps 1 to 3 are the same for the solo scenarios of Setibal, Portimao and Aveiro:

1 »» Phase B - Factory: At the start of each round the player decides where to place their
action marker.

11w If the action marker begins on space 9, reveal the top 2 production cards from the deck.

1.2 »» For each additional action point spent, reveal 1 additional production card.

1.3 w» The player selects exactly 2 production cards to add to their factory, placed as in the
multi-player game.



2 »» Phase C - Produce and Sell: The player may spend 1 action point to replace 1 to 3
market cards from the deck, providing they have no cubes already on them.

Play then proceeds as in the multi-player game.

3 s Phase D - Scoring Card: The player may spend 1% to reveal 1 to 3 scoring cards from
the deck.

—_— e Setibal starting scoring card ls":hé-.-sﬁm?
as all starting scoring cards in the multi-
-player game: every flag scores 1 VP and for
every pair of flags of the same nation score
an additional 1 VP.

7

»& Portlmas starting scoring card scores 1 V:‘
for each remaining coin at the end of the game.

s The player starts with no money.

:-Thewfactotysmceesfmmdmedth only.
costs 15 to place production cards into.

Pyl

= MG44 | s Avelro starting scoring card scores 1. \i'-;‘

for every 3 canned good cubes produced
throughout the game. This can be tracked by
their collected market cards, the cubes in their-
salt areq, and the cubes still on incompletely
fulfilled market cards,

»® During set-up, the player selects any 1
production card from the entire deck to place
in the 2nd space of their production line.

w® All canned goods not delivered to market
cards can be stored in the salt area of the
player’s factory, regardless of colour, J

v y
'
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additional 2 VP for pairs of flags of the same nation.

@ Matosinhos starting scoring card scores 2 v
per flag on completed market cards and an

»® At the start of each round, the action marker
may only be placed on space 9, 7 or 5 of the
action points’ track.

@ If space 9 is chosen, only 2 production cards
are revealed and both have to be placed in the
player's production line.

»® |f either space 7 or 5 is chosen, the player deals
2 sets of 2 production cards, selects 1 to keep and
discards the other.

»® If the space 5 is chosen, the player can discard
1 card from the chosen set and place only 1 on
their factory. _,J

In the solo mode, final scoring Is calculated as In the multl-player game. In addltion,

performance is rated as follows:

0 to 15 VPs »=» regular canned fish.

16 to 30 VPs »=» canned fish in cooking oil
31 to 45 VPs »» canned fish in olive oil
46 to 60 VPs »» gourmet canned fish.

61+ VPs @ the player should open a canning factory.
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These cards have .\_,“ . Without spending an action point,
no effect during the —— you may activate this card once per
production phase. P | production phase ta sell 2 cubes for
| However, there is e . 15. The used cubes may come from
| ascoring card that @ * the current production phase and/
scores them. : »  or from the salt area of your factory.
P Y - s
=
- Without spending an acfion You may spend 1
‘f‘:ﬂ point, you may activate this 4 0 9 | action point during
i card once per production P g Without spending an production phase to
@ phase to convert 1 cubeinto i action point, you may @ buy 1 canned good
@ o different cube. The used cube e activate this card once @ for 15. This card can
: may come from the current ;,Q per production phase Q be activated twice
@ & | production phase or from the / # | to convert 15 into 2 AL without spending
- - salt area of your factory. . - action points, - another action point.



. At the end of the
“game score 1 VP
for every
brown card n
- your factory,
either visible or
" covered
Cost: 25

- At the end of the
-game score 7 VP
| Cost: 35

f At the end of the

game score 1 VP

for every yellow
cube icon on all
your market cards.

| Cost: 35

At the end of

| the game score

L2 VP forevery 2
fiags on all your

~markel cards,

[ Cost: 35

| At the end of the

game score 2 VP
for every yellow

card In your

factary, either

| visible or covered,

| Cost: 35

- At the end of
the game score
1 VP for every

 red cube fcon on
all your market
cands,

| Cost: 35

At the end ol the

b “game score 1 VP

for every 2 action

paints spent on all
your market cards.
[ Cost: 25

s At the endof the

gume score 2 VP
for every card in

L one production
line space in

 your factory,
| Cost: 35

At the end of the

' game score VP

for every card in

| your production

line spaces costing

05 either vishile

or covered.
“Cost; 35

xf

8
s

s

e COsE 25
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At the end
of the game
score 5 VP
Cost: 3§

.Z |Atthe end of the
- |game score 1 VP
forevery 2 siiver
cube icons on all
| your market cards.
\Cost: 25

& LAt the end of the
3 game score 3 VP
for avery vishle
(nat covered)
yellow card n
your factory,
Cost: 35

4 At the end of

£ [the game score
2 VP for every
Portuguese and
French ftag on all
your market cards.
Cost: 35

2 At the end of the
game score 8
VP for every set
of American,
Australian and
| Chilean flags on all
your market cards,

g [ At the end of the
game scare L VP

for every production
care In the

discard pile.

Cost: 35

At the end of the
¥ |game score 2 VP
© |forevery card In

| either visible or
| coverad
Cost: 35

LAt the end of the
‘game score 8 VP I
you have at least

14 cubes in the salt

‘areq of your factory,
Cost: 35

23

your production line
spaces costiag 25, @

At the end of the
game scoe 1 VP
\for every card In

Lorcovered.
“Cost: 35

At the end ol the

| At the end of the
game scoe 4 VP
for every visible
M | | {not covered)

I’ur!ury
Cosr_ 35

| At the end of the
game score 2 VP
| for every tomato
3 | lcon in your

| factary, elther

| Cost: 35

At the end of the
game scoe 3 VP

| either vislbie or
| covered,
" Cost: 3%

| At the end of the
game scofe 3 VP
| for every visible

| factary.
I Cost: 35

At the end of the
game scoe 1 VP
far every sardine

' [can n your faciory,

| elther visibie or
| covered,
PCost: 35

At the end of the
game scoe 2 VP

| elther visible
| or covered,
[Cost: 35

At the end of the
| game score 2 VP

| Cost: 35

| your procuction fine
spaces costing 15
or 25, either visible

game scone 2 VP for |

| every 1 action paint
| lcon on all your

| market cards.

[ Cost: 35

lnmm‘olcm In your

visible or covered.

for every linplate
| Icon in your factory,

for every mackerel
| icon in your factary,

 for every 2 action
| polnts icon on all
| your market cards,

At the end of the

‘ game score 3 VP
 fior every 3 action
* points icon on all
- your market cards,
FCosi: 3§

VAt the end of the
game score 2 VP
for every visible
(ot covered)

- blue card in your
factory,

HCost: 35

i LAt the end of the

 game scove 2 VP for
cevery visible (not
 covered) brown
card in your factary:
Cost: 28

At the end of the
‘garme score 2 VP for
every tinplate icon
in the discard pile,
(Cost: 3§

(At the end of the
{game score 1 VP
far every ollve
“oil icon in your
factory, either
\visible or covered.
| Cost: 25

At the end of the

' {not covered) green
‘ production card in
- your factory.

‘Cost: 2§

At the end of the
game score 4 VP
 for every set of blue,
' brown, yellow and
- green cards in your
factory.

FCost: 3§

- At the end of
the game score
B VPif you

‘ have at least 4
L unspent coins.
Cost: 35

N
(x1)

| a%°

“At the end of the
game score 8 VP
i you have at
least 4 unspent
“action polnts.
‘Cost: 35
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With the 2nd edition of CAFE, QL‘?INAS Following the “big game in a small
Pythagoras reveals a small collec- box" idea, with similar components
tion that, in the coming years, in creative designs, the 5 QUINAS
will present a little more of the collection will be a tribute to all
Portuguese history and culture. people who have fought for a
better life through hard work over
the last 200 years.

QUINAS

~ RO R -t
- Game Design: Rola & Costa ]
Illustration & Graphic Design: Marina Costa (with @shutterstock support)

. Editor & Developer: David M Santos-Mendes

- Rules Edition & Translation: Rita Jesus, Hugo Marinho

*  Rules Revision: Neil Horabin

" Acknowledgements: Pedro Dominguez, Pedro Andrade, Rodrigo Santos, Aurora Coelho,

Fabio Lima, Diogo Barros, André Goucha, Jodio Tereso, Jofio Pimentel, Jodo Jotta, Isabel Coute,
¢ RuiCouto, Malte Frieg, Pedro Pacheco, Sara Guerreiro, Tiago Nunes, Humberto Pestana,

Flér Romero, André Chaica, Pedro Santos, Nuno Santos, Jodo Braz, Lilia Valente
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[ www.pythagoraspt Bkl

{3 twittercom/gamespythagoras a.ﬂnfy questions regarding this game:
. Instagram.com/pythagoras_games/ info@pythagoras.pt
¥ PYTHAGORAS 2024 © All rights reserved PYTHAGORAS

| facebook.com/pythagorasgames/




