Every November 2nd, in a magical land
called Mexico, families build altars
overflowing with tradition in order to
honor their loved ones’ memories.

Come celebrate in Patzcuaro, the city that
commemorates this festivity like no other!

You're in charge of building the family
altar. Compete against your neighbors
to build the most attractive altar in the
city. Your altar, a pyramid of cards, will
give you points for every item set in each
of its levels. Gain additional points by
completing the public city objectives.

During the game, you will visit the main
shops of the city, trading cards to get the
ideal sets of items. Each shop trades cards
in a particular way. After you go around
town, you will return to the building site,
where you will place cards into your altar.

Build the most beautiful altar to win!
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Place the Patzcuaro tile upright in the playing area.
Shuffle the 4 Shop tiles (choosing a random side and orientation for each tile) and
place them forming a line to the right of the Patzcuaro tile.
2a. In a 2-player game, return the last Shop tile to the box. It won’t be used in

this game.
Shuffle the Altar cards and deal 6 to each player.
Place 1 Altar card above and below each Shop tile. Form a deck with the
remaining Altar cards, accessible to all players.
Deal 1 Player card (altar side face up) to each player, and give them the Player
token of the same color.
Give the First Player card to the most festive person. This will be the first player.
In turn order, each Player places their Player token on the top Action space of the
Patzcuaro Altar tile as shown.
Shuffle the Objective cards with 1, 2, and 3 petals separately. Reveal 1 of each and
place them near the central area. Return the remaining Objective cards to the box.

2-player game set up example.
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In the game, players build their own altar by forming a pyramid with Altar cards. The base can
contain up to 4 cards, the second level up to 3, and the third level up to 2.

Starting with the first player and proceeding clockwise, each player takes a turn.
This continues until a player completes their altar or the Altar deck runs out.

There is an Action space at the top and bottom of each tile in the center of the play
area and, together, they form a circular path (rondel) that your Player token will travel
on. Therefore, Action spaces on the same edge (leftmost or rightmost) are considered
adjacent to each other.

On your turn, you must move your token 1, 2, or 3 spaces clockwise, following the path.
Once you finish moving, you must take the action(s) of the last space you landed on. These
actions may let you trade the cards in your hand or place them into your altar, among other
benefits (see “Actions” on pages 5—6).

Once per game, if you don’t want to, or can’t, take all of the actions of the space, you may
flip your Player card, draw 2 cards from the deck, and end your turn instead. If you can’t
take all of the actions of the space you landed on and you have already flipped your Player
card, you must move to any of the other 2 Action spaces where you can take actions. If
unable, you may move to any of the 3 Action spaces and draw 1 card.

When moving, you must ignore spaces containing other Player tokens. Skipping these
spaces doesn’t use up any of your movement. You can’t end your movement in the same
space as another Player token.

Example: The Blue player decides
to move his token 2 spaces.
He ignores the White player’s
space and takes the action of
the space on which he ended
his movement.
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TRADING

1. Reveal 1 or more Altar cards from your hand and place them on the space
you're taking the action(s) from. The card(s) that you reveal must fulfill the
requirement shown by the space.

2. Take all of the other cards that were already on the space into your hand.
During the game, each Shop tile space always has at least 1 Altar card.

ALTAR

Place 1 Altar card from your hand to your Altar. You can place Altar cards
to the second or third levels as long as each card on those levels has a base
formed by 2 other Altar cards below it.

REVEALING CARDS

Reveal 1 Altar card from the deck and place it on a Shop space that is in the
direction indicated by the arrow. Patzcuaro should never have Altar cards
on any of its spaces as they aren’t considered Shop spaces.

EXCLUSIVE ACTION FOR OTHER PLAYERS
In turn order, the benefit shown next to this icon is given to each other player
(not you). This action is part of the active player’s turn.

ALTAR CARD
Draw 1 Altar card from the deck into your hand.

Example of Altar Action:
This altar has 3 cards in the first level and
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Indicates the order in A card of Choose one A card of any color that
which the actions of the any color option contains at least 1 of
space must be taken the indicated item
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A card of any color A card of a different A card of any color that does
containing exactly the color than the top not have the indicated item
indicated number of items card on that space
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A card of the indicated color Candlelight Sugar Skull ~ Cempasuchil
Flower (pink)

Vase (green)

Cross (purple) =
Hummingbird (yellow) H === é ‘
\ v —

Portrait Spinning Top  Liquor Bottle Bread of
the dead

Lollipop
Flower

Example of how to resolve this space:
First you must reveal and place a pink and
a green card from your hand in this space.

Then take all the other cards in that space
that were there already.
Finally you resolve the second action, draw
a card from the Altar deck to your hand.
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The end of the game is triggered as soon as a player completes their altar or the deck runs out. Then,
the rest of the players (excluding whoever triggered the end of the game) may place 1 Altar card from
their hands to their altars.

Add up points for each of your altar’s level as follows:

»  For the first level, choose 3 item types and gain 1 point for each item of the chosen types
that you have in that level.

»  For the second level, choose 2 item types and gain 2 points for each item of the chosen
types that you have in that level.

»  For the third level, choose 1 item type and gain 3 points for each item of the chosen type
that you have in that level.

e Check the Objective cards. All players gain points as indicated by each card.

«  Finally, if you flipped your Player card, lose 5 points.

The player with the highest score wins. In case of a tie, the player with the least amount of
items wins. If the tie persists, the player farthest from the first player wins.

Game scoring example:

In the third level:
5 portraits are scored.
5 items, 3 points each:
15 points.

In the second level:
5 lollipops and 2 breads are scored.
7 items, 2 points each:

+ i+ e 14 pownts.

m In the first level:
! T 4 candles, 3 bottles and 3 flowers
“ 'm DH' 'Eﬁ-‘ﬂ w e - are scored. 10 items, 1 point each:
10 pomnts.

The One Petal Objective gives 5 points per set, 4 sets are
scored: 20 points. The Two Petal Objective gives 6
points per set, 1 set is scored: 6 points. The Three Petal
Objective gives only 4 points as only 1 level requirement
was fulfilled. Total score: 69 points.
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ONE PETAL - ITEMS
Gain 5 points for each item set shown that
is in your altar.

Two PETALS - COLOR

A. Gain the indicated points for each card
set shown that is in your altar.

B. Lose 3 points per yellow card in your altar.
C. If your altar doesn’t have any yellow
cards, gain 8 points.

THREE PETALS - ALTAR
Gain points depending on how many

levels of your altar meet the indicated -
requirement. Fulfilling a single level gets [~
you 4 points; fulfilling two levels gets you 7 YRR
points; fulfilling all levels gets you 12 points. —

A single card may fulfill both, an item
requirement and a color requirement.

Game design: Detestable Games
Art: Gaby Zermeiio

Graphic design: Prior Card

Logo design: Alina Carrillo
Development: Tabletop Workshops
Producer: William Burgos
Community: Pamela Forzan
Logistics: Gabriel Viveros
Translation: Alice Rodriguez
Publishing: Draco Studios

Version 1.1
Special thanks to our backers!
©2023 Draco Gaming Inc. All rights reserved.




