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GAME OVERVIEW

















        




INTRODUCTION
























• 13 • • 13 •

14 workers cubes
and 2 disks
per player

28 COIN 
        tokens

4 SCORE   
     tokens

36 CONSTRUCTION tiles

4

x3/x5 tokens

4 WAREHOUSE cards

BONUS!
1 extra card 
for Florenza: 
the Card Game!

6 WEATHER 
    cards

4 BARGE cards

30 EQUIPMENT cards

16 ENGINEER tiles

12 

HARBOR 
tiles

6 PRODUCTION cards

GAME COMPONENTS
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SET UP
















       




























 


A ROUND OF PLAY
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END OF THE GAME






 
 
 

 
 
 


 


 



 




Dear gamers, dear friends,

It’s a pleasure to present our fourth game: after 
Florenza, Ark & Noah, and Florenza: the Card 
Game, here it is: Bretagne!

After the Bible and Renaissance Italy, we are now 
in France in the XIX Century, to work hard on 
the construction of lighthouses, essential to safety 
in sailing.

When, more than two years ago, Marco Pozzi 
showed us the � rst prototype of the game, we saw it 
had the potential to perfectly � t our philosophy: it 
is new, uncommon, and with an original theme.

In this context, we worked to reach the goals we 
always have when we develop a game: a clear 
rulebook; great graphics that in this case, with 
a bit of pride, we judge as superlative; a game 
mechanism not too complex but with deep strategic 
implications. We think we reached our goals and 
we hope that you, who play it, can understand 
how much work and passion we put into its 
developement, and feel the same amusement we 
felt during the creation of the game.

A kind greeting to all of you, and see you in our next 
productions! Where will we go? In post-Columbus 
North America? Or in a modern airport? Or an 
ancient world full of gods and demigods? We don’t 
know at the moment, but we hope to see you there! 

Sandro Zurla, Stefano Groppi e Franco Arcelloni



















