The restaurant industry in Paris is buzzing after the inauguration
of a new pedestrian square in a very popular district for
Parisians and tourists from all around the globe. It is a golden
opportunity for you, restaurant owners, to open one of the
addresses that will contribute to the culinary diversity and the
reputation of the French capital. However, there isn’t space for
everyone and your opponents could throw a wrench in your
gears! The terrace race is on!

COMPONENTS

1 DOUBLE-SIDED 8 TRANSLUCENT CUBES
MAIN BOARD (4 yellow and 4 white)

248 TERRACE TILES
(62 of each color)

-_ 4 PLAYER BOARDS

72 PROPERTY TILES
48 RESOURCE CARDS (18 of each color)

60 ROOF UNITS

24 OBJECTIVE CARDS
18 RESTAURANTS
OF DIFFERENT SIZES

24 PIGEON CARDS
1 STICKER SHEET

8 MAJORITY CARDS 1 SCORING PAD

BEFORE THE FIRST GAME

Before starting the first game, prepare the restaurants that will be used in all your future games.

¢ Assemble the Roof units onto each restaurant so they cover them entirely.
Every Roof unit fits a stud.

* Put the stickers on one or both facades of the corresponding restaurants.

For this purpose, you have:

T SATIR © 10 “Friterie” stickers for 5 restaurants of size 2
s 4 "Créperie” stickers for 2 restaurants of size 3
LR 220 E N Ml * 4 “Pizzeria” stickers for 2 restaurants of size 3
* 4 "Fruits de mer” stickers for 2 restaurants of size 3
* 4 “Grill” stickers for 2 restaurants of size 4
* 4 ”Bar & vin" stickers for 2 restaurants of size 4
* 4 “Brasserie” stickers for 2 restaurants of size 5
* 2 “Restaurant gastronomique” stickers for 1 restaurant of size 5

" The size of the restaurants is determined by the number of spaces they occupy on the board

and the number of studs they have. @
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Setup for 2 players

@ Place the main board on the center of the table, at equal distance of all players. For a 2-player game, players can use
the 2-player side of the board if they want to, but it is not mandatory.

€) shuffle the Resource cards and place them on the designated spot on the board; then, create a row of four cards
face up. The empty space near this deck will be used as a discard pile.

e Shuffle the Objective cards and place them on the designated spot on the board.
@ shuffle the Pigeon cards and place them on the designated spot on the board.

© Sshuffle the Majority cards and draw one at random that will be placed face up on the designated spot on the board.
Put the rest of the cards back into the game box.

O Place the 18 restaurants near the board following ascending order so as to be visible to all players.

EVERY PLAYER RECEIVES:
1 player board;

II]II

1 translucent yellow cube, placed on the “1” space of the income track

on their player board;

1 translucent white cube, kept near their player board;

52 Terrace tiles of their color placed on the empty spaces of their player board
(the extra Terrace tiles will only be used if you lose any);

18 Property tiles of their color placed near their player board;
a hand of 4 Resource cards;

2 Objective cards: every player keeps one face down and puts the other face up
near the Objectives deck.




GOAL OF THE GAME

In Dinner in Paris, players try to become the best restaurant owner in the new Parisian square by winning the most victory points
at the end of the game. In order to do this, they will have to open their restaurants, build terraces, win majorities and complete
objectives.
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THE PLAYER BOARD

The player board gives players an overview of the following information:

THE RESTAURANTS ), classified by categories based on their size, including:
* The necessary ingredients to open them
* The income they generate every turn once they are open (3)
* The victory points they are worth at the end of the game (4]

1* category: Friterie'
2" category: Fruits de mer, Créperie, Pizzeria
3 category: Grill, Bar a vin®

4" category: Brasserie, Gastronomique’

THE TERRACES € of each category of restaurants, including:
* The cost of each terrace o
* The income bonus they give during the game (7]
* The victory points they are worth at the end of the game (8)

'Fry stand / 2Seafood / *Wine bar / * Gourmet restaurant

THE INCOME TRACK ©) summarizing the available income each turn.

A GAME ROUND

The last person that ate at a restaurant will be the first player, followed by the rest of the players in a clockwise direction.

The game round has 2 phases:

o The player performs action o DRAW A RESOURCE CARD

@ Then, the player must choose 2 of the 4 following actions:

If they want, players can perform the same action twice, except for the “Build terraces” action, which can only be performed once.
Therefore, the player can draw 3 Resource cards on their turn, if they want fo.



€@ DrAW A RESOURCE CARD

The player draws a Resource card from the row of face up cards or from the Resource deck.

There are two types of Resource cards:

* Cards with one or more ingredients, used to open a restaurant.
In the case of a multi-ingredient card, the player will choose one of the ingredlients when using it.

¢ Cards with a coin.
This is a resource that you can use once during the “Build terraces” action to temporarily augment your
buying capacity. The card doesn’t augment your permanent income on the track. Discard it after play.

* If this action is performed several times, replenish the row between actions.

* A player can’t have more than 7 Resource cards in their hand at the end of their action. However, it is possible,
temporarily, to go over the limit and then immediately discard any card(s) in hand down to the limit.

* If the row shows at least 3 similar ingredients, renew it by discarding all 4 cards and replacing them
with 4 new cards.

* Once the Resource deck is empty, shuffle the discard pile to create a new deck.

€@) OPEN A RESTAURANT

To open a restaurant, the player must discard the necessary ingredients (shown on their player board) from their hand.
Then, they take the corresponding restaurant and place it on a row around the square. The building row is modified depending
on the player count:

For 2 players,
use the third closest row (or the row
For4 [players, For 3 players, closest to the edge if you are using
use the row closest to the edge use the second closest row the 2-player side of the board)

Afterwards, to mark ownership, the player places a Property tile of their color with the name of the restaurant on its roof.

This restaurant will give the player a permanent income as indicated on their player board. Advance the yellow cube on the income
track accordingly.

From now on, the player has this income available every turn and can use it to perform the “Build terraces” action (see (3)).

The restaurant will also award the player victory points at the end of the game.

Example: Max has a hand of 4 cards and discards two Flour and one Cheese card in order to build a Créperie.

He takes one of the two Créperies available and places it on the main board, on the designated row for a 3-player game. Then, he
adds a Property tile of his color on the restaurant’s roof and advances his yellow cube one space on his income track. From now
on, he has an income of 2 (1 initial income + 1 thanks to his Créperie).

€) BuILD TERRACES

With one action the player can build terraces on all the restaurants they have opened, limited by their available income.

Restaurants belong to 4 categories, each with @ common pool of terraces.
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If a player wants to build one or more terraces on a specific restaurant, they must take them from the reserve corresponding
to that restaurant’s category and choose the Terrace tile(s) at the far left of the line.

Each terrace space shows:
© THE cOST FOR EACH TERRACE (@™

During their turn, a player can place as many Terrace tiles as their income allows them in accordance with their cost.
The more terraces of one category a player builds, the more expensive they will be.

O\ The “COIN" Resource cards and the “2-COIN” Pigeon cards allow players to augment, temporarily, their ability to purchase
without modifying their income track.

THE INCOME TRACK

During the “Build terraces” action, the yellow translucent cube indicating the permanent income available each turn

doesn’t move.

The white translucent cube allows players to track their expenses during this action. As they buy and place their
terraces, players may move up their white cube starting on the same spot as the yellow cube (available income)
to see in real time how much money they can still spend.
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@) THE VICTORY POINTS €3

At the end of the game, players will score the victory points shown below the last revealed Terrace space (rightmost empty
space) of each restaurant category. If the last revealed space shows an income bonus, the player must take in account
the victory points from the previous space.

® o

€ AN INCOME BONUS (only on some spaces) &

When a player builds a terrace with this symbol underneath its space, they are able to increase their permanent income by
one on their income track. This additional income will be available next turn.

N The number of available terraces for each restaurant category is limited and players will have to manage their terrace
pools carefully during the game.

RULES OF PLACEMENT

Any player that wants to build one or more terraces |
must follow these rules: \
i

* The first terraces must always be placed in front e _j
of arestaurant, connected orthogonaly. . o vV
* Terraces can’t be placed on the construction row XvvX w l
reserved for restaurants or on top of a decor element ) 4 -x - -

(fountain, band, street light, flower bed).

However, terraces can be placed on pigeons Aufhorizef(i :;‘hiff‘i’::ifedrre:czlacemems
(see “Pigeon cards” on page 6). :

The terraces of the same restaurant must always
be connected orthogonally.

Authorized and forbidden placements
for a new terrace.

The terraces of two restaurants cannot ever be
orthogonally adjacent (but they can be diagonally
adjacent), even if they both belong to the same
player (except when a special effect on Pigeon cards
allows it).

Providing that all the above rules are observed, a player
can still build a terrace in front of another player’s
restaurant.

Authorized and forbidden placements Forbidden placements
for a new blue terrace. for a new blue terrace.



Example: Max has opened a Créperie and a Bar a vin, and therefore has an
income of 4 (the initial 1 + 1 for his Créperie and 2 for his Bar a vin). In addition,
he has a Coin Resource card in his hand that he decides to use during his “Build
terraces” action. Consequently, this turn Max can spend up to 5.

He builds 1 terrace in front of his Créperie @) and 1 terrace in front of

his Bar & vin @). The total cost for both terraces is 5.

Be careful! The terrace in front of his Créperie cannot be adjacent to those

of Alice’s Friterie because she has already started building in front of Max’s
Créperie.

e COMPLETE A PERSONAL OR COMMON OBJECTIVE

At the start of the game, every player draws two Objective cards, chooses one of them to keep secretly, in hand (personal objective),
and places the other one face up on the designated space on the board, next to the Objectives deck (common objective).
This objective will be available for all players.

During their turn, a player can choose to perform the action “Complete a personal or common objective,” if they have fulfilled
the requirements of their personal Objective card or one of the common Objective cards on the board.
There are different types of Objective cards: number of terraces in an area or around a decor element, and terrace shapes.

VAN Objectives that show a terrace shape can occupy

a bigger space and be reoriented in any way.

DURING THE GAME:
* Once a player completes a personal objective, they place it face up in front of them. Then, they draw a new one and decide
whether to keep it as a personal objective or, if they don't think they can complete it before the end of the game,
place it on the board as a common objective for all players.
* When a player completes a common obijective, they take the card from the board and place it in front of them.
The objective becomes unavailable for the rest of players and it is not replaced.

SCORING:
* Atthe end of the game, every completed objective will award the amount of victory points shown on the card.
¢ Athe end of the game, every incomplete obijective kept in hand will cost the amount of points shown on the card.

Example: Max has in his hand an Objective card with a terrace shape.

On his first action, he builds the terraces allowing him to create a shape. On his second action, he places his Objective card face up
in front of him. It will award him 4 points at the end of the game.

Then, Max draws a new Objective card from the deck. He can choose to keep it as a personal objective or place it on the board face
up as a common objective for all players. Max decides to keep it. If he doesn’t complete it, he will receive negative points at the end
of the game.

PIGEON CARDS

Players that place a Terrace tile on a space contain@ a pigeon draw a Pigeon card that gives them either an

immediate bonus ﬁ or a bonus for a later round

/N The activation of a Pigeon card is not an action. Discard it after play.




There are two different types of Pigeon cards and 4 copies of each card:

ﬁ The card is played immediately:

* Draw 2 Resource cards

* Place a terrace on the same restaurant for free

H The player keeps the card and may use it once in a later turn:

* 2 coins
This card works like a Resource card. It enables you to augment, temporarily, your purchase capacity but it doesn’t augment
your permanent income nor your income track.

* You can draw an objective or complete a 2™ objective in your turn
If you draw an objective: you can decide to keep it as a personal objective or to place it on the board as a common objective.
If you complete a 2 objective: this bonus enhances the “Complete a personal or common objective” action and enables you to
complete two in one action.

* You can open a restaurant with one less ingredient
You cannot add up several similar cards to open one restaurant.

* You can place terraces adjacent to other players’ terraces and cover up to 2 terraces
- This card can only be played on one restaurant. The covered terrace doesn’t come back o the player but doesn’t count
towards majorities.
- It is forbiddlen to break the link between the terraces and the restaurant they belong fo.
- Terraces of two different restaurants of the same player must always be separated.

Before After
Thanks to this Pigeon card, Max has placed one terrace
adjacent to Alice’s terraces and then covered two of hers.

MAJORITIES

At the start of the game, players draw a Maijority card showing 3 maijorities that will apply during
the final scoring.

There are 5 types of majorities:

* Most terraces around a decor element (fountain, band, street light, flower bed)
Players sum up all the terraces they have around these decor elements. Diagonal spaces count towards
terrace majorities.

* Most terraces in one of the areas of the board (Rue Nord, Rue Sud, Rue Est, Rue Ouest)
An area corresponds to the half of the board on the side of one of the streets that surrounds the square.
For example, “Rue Nord” area corresponds to the half of the board on the side of Rue Nord.

* Most restaurants

* Most money
Including the income track and the Resource and Pigeon cards showing a coin.

* Most Pigeon cards
Players keep played Pigeon cards in front of them. Pigeon cards still in their hand at the end
of the game will also count towards scoring.

Each majority will be subject to individual scoring that will vary depending on player count
as shown on the opposite table.
Players score the points corresponding to their positions.




In case of a majority tie: tied players share the amount of points from their position and the one(s) below. Other players win the points
corresponding to their respective positions.

END OF THE GAME AND SCORING

The end of the game is triggered when one of the 3 following conditions is met:

Players placed a certain number A player placed all of their Terrace tiles
of restaurants: from 2 restaurant categories.
® 11 restaurants in a 2-player game

® |3 restaurants in a 3-player game

It is not possible to place more
restaurants or terraces on the board.

® 15 restaurants in a 4-player game

Players finish the round and then proceed to scoring as indicated on the following table:

Victory points from restaurants
Players add up the victory points of all their restaurants.

Victory points from terraces built
Players score the victory points shown below the last unveiled Terrace space (rightmost empty
space) of each restaurant category.

Maijorities

Each of the 3 majorities is scored individually.

Players score the points corresponding to their positions.

In case of a tie, players share the amount of points from their position and the onefs) below.

Completed personal and common objectives
= X points for completed objectives / -X points for incomplete objectives kept in hand
X: number shown on the card

The player with the most victory points at the end of the game will be the winner.

In case of a tie, the player who has built the most terraces wins the game!
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