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INTRODUCTION
The appointment of a new Aztec High Priest is imminent. To prove

S , o B their merit, contenders for the position engage in a prestigious
: ' tournament to impress the gods. Carve the most intricate and

elegant Coatl sculptures (a Coatl is a feathered snake) to emerge
victorious and gain the coveted title of Aztec High Priest.
&
| el Prophecy cards Temple cards

3 1 150

e _r_j . Supply bags Sacrifice tokens First Player marker Coatl pieces
(15 tails, 15 heads,

¥ GAME DUERUIEN | and 120 body segments)

S -+ During the game, players create Coatls by connecting head, body, and tail pieces that satisfy the requirements of
~ the Prophecy cards they wish to fulfill. The more Prophecy cards' requirements a Coatl fulfills, the more prestige

points it scorés. A Céatl can also score bonus prestige points by satisfying the requirements of one of the Temple cards.
- The game end is triggered after a player finishes their 3 Céatl, or when the supply of body segments is depleted.

A

GOAL OF THE GAME

The players race to score the most prestige points by creating valuable Coatl
sculptures. At the end of the game, the player with the most prestige points is
declared the winner.

b
e
A

-+

DiD YOU KNOW...

““COATL IS PRONOUNCED
CO-AT-ULL?
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SETUP (EXAMPLE FOR 3 PLAYERS
1. Place the Supply board in 2. Each player takes the Player board and 3. Fill the Supply board by drawing random \}( -k
the middle of the table. Sacrifice tokens in their player color. pieces from the corresponding Supply bags. o
7 5 - 5 LA 4
Note: For your first game, it is suggested Keep the bags within easy reach, they willbe | N
not to use Sacrifice tokens. ' needed throughout the game. ok
4. Choose a start : 'EE
player and give i3
him the First “f
Player marker. -

i
5. Shuffle the Temple cards and deal 6. Shuffle and place the Prophecy 7. Deal 3/4/5/6 Prophecy cards I
1to each player to keep in their hand ' - deck near the Temple cards. to the 1%/2%/3"/4" player. Each
as hidden information. Divide the Draw and reveal 6 Prophecy player chooses up to 3 Prophecy _
remaining cards into 2 faceup piles cards to form a faceup Prophecy cards to keep in their hand, and Rl
near the Supply board. supply around the Supply board. . discards the rest. These cards are. "/ .,'.::.r
. i hidden information. 20
__ - % @\\ =
h"l‘.«_.:' @ g




* TYPES OF CARDS
PROPHECY CARDS

= “The primary method of scoring points is by fulfilling

b Prophecy cards. This requires you to assemble your
Coatl to create the best pattern possible in order to win
maore prestige points.

Some f’mphecy cards have requirements that can be
;.#_-‘ satisfied multiple times. If so, a Coatl scores points
~ based on the number of times it satisfies those
e requirements, up to the depicted maximum,

¥ Each Céatl piece can be used only once per Prophecy
- card. However, the same piece can be used to satisfy
maore than one Prophecy cards.

T aa
s

iRy Important: the body segmeﬁts depicted in a card’s
requirement can be satisfied by any type of piece,
including a head or a tail.

Number of

requirements satisfied

Point value for each
requirement level

Number of times _,«*"
requirement is "
satisfied

Requirement
reminder

.."-'I.-ll.-...... ¥

The sequence of pieces =+..,,
required to fulfill the card

Representation of the
orientation of the Cdatl

TEMPLE CARDS

The Temple cards are goals that
you can fulfill. Players start with

1 Temple card in their hand and
there are 2 Temple cards revealed
from the common pile. When you
complete a Coatl, you can fulfill one
of the personal or common Temple
cards, if able, and place it next to
your completed Caoatl.

Point value for each
requirement level

Requirements that must

" be fulfilled

7
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A Céatl piece (head, tail, or body

Seaient) of 1he depictedicalor. must be equal to the number of pieces to the -

right of this symbol (minimum 1 piece).

The Coatl must consist of exactly
as many pieces (including its head
and tail) as the depicted rnu,rn_b;al_'. 4
For example, this Céatl must be

One or more pieces of the

» ‘ %‘ 'FJ depicted color. If the symbol . MM

-

is white, the piece(s) can be of

a lors.
iy made of 11 pieces. X
-':{'u.
\ / v The sequence is only valid if the piece TR pieca e
tx,mxa depicted in the red ' X ' symbol is not syrmll:;l cnvelrs o 1)
present. In other words, the piece in this SN h CRELRAl
A - position is either of a different color or it 2t _
there is no piece in this position. T

SCORING PROPHECY AND TEMPLE CARDS

The number of points a card scores is depicted in its top left corner. There are three categories of point calculation:

SINGLE REQUIREMENT

Score the indicated number of points if you
satisfied the Coatl card’s requirements at
least once.

MULTIPLE iy
REQUIREMENTS R
Score points according =~

tohow many of the card’s
requirements the Céatl {'-"
satisfies. W

i
DUPLICATE REQUIREMENT .
Score the number of points i
corresponding to the number b
of times the Céatl satisfies the ; _ A

card’s requirements, up to the
listed maximum, - Aigitall
Note: You can score only one '$
requirement level.
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GAME TURN

Startiné with the first player and p;mceeding clockwise, each player
chooses one of the following actions to perform as their turn:

- 1. Take Coatl pieces
2 Choose Prophecy cards

3. Assemble your Céatl
1. TARE COATL PIECES

Choose one space of the Supply board (1 head, 1 tail, or 2 body segments) and add its contents to your Player board.
Each space ona Player board can hold exactly one Céatl piece; in ather words, Each Player board can hold up to 8 pieces.

« If you Ch{]ﬂ‘&e a space containing body segments, you must take both {}f them.
* You must have room on your Player board for the piece(s) you wish to take.

----------------------------------------------

: REPLENISHING THE SUPPLY BOARD

Replenish the Supply board whenever:
= its supply of body segments is emptied
OR
» its supply of heads and tails are emptied.

'_Eill all empty spaces of the Supply board with randomly
drawn pieces of the matching type.

Note: If there are not enough pieces to fill all supply spaces,
fill as many. as possible (always 2 body segments per space),
and continue playing with the partially replenished supply.

If the supply of body segments is empty and there are no
body segments left in the supply bag, proceed to Game End
(see Game End, page 9).
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Choose one or more Prophecy cards from those in the supply and/or from the top of the Prophecy deck, and add thos 3
cards to your hand. You can take several cards during this action, but you cannot exceed the 5-card hand limit.

- '
Example: Jordana has 2 cards in hand. She chooses to take 2 of the faceup cards and draws 1 card from the deck. ’

e 1

#J
oo

She is now at her hand limit of 5 cards. i
Once you have finished your turn, reveal Prophecy cards from the deck to refill the faceup supply to 6 cards. \ % :é

; i
3. ASSEMBLE YOUR COATL kS

Use your collected pieces to create a new Coatl and/or add to existing ones. You may then use these Coatls to fulf:.ll Ay
Prophecy cards. L

While assembling your Céatl, you may perform the following Assembly actions in any order, as many times as you wnsh
(make sure you follow to the Céatl Assembly Rules found on page 8):

a. Begin a new Coatl

Take any piece from your Player board and place it on the table in front of you. -

Note: You cannot perform this assembly action if you already have 2 incomplete Céatls or if you have already started: ,‘,44

assembling your third and last Coatl. : v ’@
. K =

b. Add to an existing Céatl

- Take a piece from your Player board and attach it to one end of one of your incomplete Coatls. W o
Although a Céatl can have many body segments, it can have at most 1 head and 1 tail. _ EX 7 b f‘;
- ".,Te

C. Fulfill a Prophecy card _ i
Place a Prophecy card from your hand next to one of your incomplete Céatls whose attributes satisfy the card's : ; : :»1
requirements (see page 5). If the Cdatl does not satisfy a card’s requirements, that card cannot be played. Some bt I
cards have several requirement levels, which can be satisfied as you add more pieces to your Céatl. While fulfilling . ‘?55
a Prophecy card means satisfying its minimum requirement, the card is only scored at the-end of the game. This =

\

means that you may still add to your Céatl, thus increasing its value. L

Example: Jordana has 3 blue pieces, she satisfies the
minimum requirement for this Prophecy card. She can put
the Prophecy card next to her Coatl and she will be ub:‘e to
add more blue pieces in the future.
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Cobatl Assembly Rules:

- "Fuu can have up to 2 incomplete Coatls.
= To complete a Catl, it must have 1 head, 1 tail, and at least 1 body part.
* You need 1 to 4 Prophecy cards to complete a Céatl.
« A Cdatl cannot be used to fulfill identical Prophecy cards.
+ Once placed, Chatl pieces cannot be moved or removed.
»+ 2 Coatl will never be joined together.
" You do not need to use all of the Cdatl pieces on your Player board.
» Your Player board does not need to be full in order to choose the Assemble your Coatl action.

e
- Completing a Coatl

;,:_;5.', -  Upon completing one of your Céatl, perform the following steps before continuing your turn:

;. =R « Fulfill as many Prophecy cards with your newly completed Céatl as you want (up to 4 Prophecy cards per Coatl).

3 _ » If your newly completed Cdatl has not fulfilled any Prophecy cards, it must fulfill at least one during this step.

f" .« Fulfill one of the Temple cards from your hand or the common piles with your newly completed Céatl, if able, and place it next

i : to your completed Céatl.
+ Flip facedown all cards fulfilled by the completed Céatl.

Reminder: the ‘Fulfill a Prophecy card’ Assembly action only allows cards to be placed next to incomplete Coatl.
Completing a Coatl is your last opportunity to fulfill Prophecy cards using a completed Coatl.

& If a player completes their 3" Céatl, proceed to Game End (see Game End, page 9).
Byt

ﬁ " SACRIFICE TORENS

) .t ~ Each player begins the game with 3 Sacrifice tokens. Instead of playing a standard action, you may discard a Sacrifice token
! to perform its action.

PErfECE‘PiI:k: Draw 1 head, 1 tail; or 2 body segments of your choice from the corresponding bag, then refill all empty spaces
of the Supply board.

See the Future: Discard all Prophecy cards in the faceup supply, then refill it. Discard any number of cards from your hand,
then perform a 'Choose Prophecy cards’ action.

s \
, Priest Commitment: Take one of the faceup Temple card and add it to your hand. When completing a Coatl, you can fulfill this
personal Temple card instead of a common Temple card.




ﬁayers continue taking turns in clockwise order until one of the following occurs:

d. A player completes their 3 Céatl. :
b. There are no body segments remaining in the supply (either on the board or in the bag).

After this, the final turns of the game will play differently depending on how the game end was triggered. s 1 -'_,.”:.
d. If Game End was triggered by a player completing their 3" Cdatl, each other player will take one final turn. Cﬂntinuing i ‘r‘:
clockwise order: - : ’Iﬂe

= 1f you are [ater in turn order (note who has the First Player marker) than the player who triggered the game end, you caf': ' 'fj
perform up to two actions on your final turn. alis sl

L If you are earlier inturn order than the player who triggered the game end, you perform only one action on your final turn, 1/ % )
Example: There are 4 players. Piayer 2 compietes their 37 Coatl and triggers game end. Players 3 and 4 can each perforim | =588

two actions on their final tumn, Player 1 only performs one action oh their final tum. Player 2 does not take another turm, 4

The game ends, ] rj

b. If the game end is triggered due to an.empty supply of body segments, continue playing until everyone has played the same = %g
number of turns (pay attention to the First Player marker). Then each player gets one final turn. ek 1

Once all players have taken their final turn, proceed to Scoring.
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SCORING
Remove any pieces remaining on the Supply board and flip it over to reveal the scoreboard. Each player uses a Céatl
body segment matching their player color to track their points on the scoreboard. Whenever a player's scoring piece

~ passes 50, place one of their Sacrifice tokens (50-side up) next to the scoreboard, and continue counting their score
o from 1. A player's score is equal to the position of their piece on the scoreboard plus 50 for each such token they have.

Each player scores prestige points for their completed Coatl based on how well each Céatl satisfies its fulfilled
Prophecy and Temple cards (see page 5).

The pIéyer who has accumulated the most prestige points is given the title of Aztec High Priest, thereby winning the

# game. In case ﬂf‘a tie, the player who has the most Prophecy and Temple cards placed next to their completed Coatls
wins. If the tie persists, the player who has the single highest scoring Céatl (most points scored by its corresponding
cards) wins.

SCORING EXAMPLE:

This Céatl has fulfilled 3 Prophecy cards and 1 Temple card:

» = The last 4 pieces (B-11} satisfy the first card's requirement: 4 points.

By = Although the 3 isolated pairs of blue pieces (1-2, 4-5, 8-9) satisfy the second card's requirements three times, the card only
rewards you for the first two: 5 points.

« The blue pieces (pieces 1, 2, 4, 5, 8, 9) satisfy the third card's requirements &6 times: 5 points.

- » The absence of green pieces satisfies the Temple card's first requirement, but there are too many pieces to satisfy its second
requirement (exactly 9 pieces): 3 points.
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SPECIAL THANKS

Synapses Games would [ike to emphasize how exciting and fun
this adventure was. This collaboration was very special and we
feel privileged to have had such a deep connection with the
designers. We wish Pascale and Etienne all the best and hope
to work with them on future projects.

We'd also like to take the time to highlight the amaiing work
of illustrator SillyJellie. Her time spent researching Aztec
culture is made evident by the fine details of her illustrations.

Finally, Synapses Games would like to offer a special thanks
to the whole team. The energy and commitment you have
contributed to this project has produced an incredible game.
You can be proud of what we have achieved together!

----------------------------------------------------------
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] Requirement:

The Caatl has no blue pieces
and/or The Coatl is exactly

10 pieces long.

Point value:

1 requirement fulfill: 3 points.
2 requirements fulfill: 7 points.

Requirement:

The Coatl has 30850
or 6+ blue pieces.

Point value:

Scare the corrésponding
points. The pieces do not
need to be adjacent.

Requirement:

The Coatl has 1 or

2+ sequences of any
number of yellow pieces
preceded and followed
by a green piece.

Paint value:
Score the corresponding
points.

: Requirement:
The Coatl has 1, 2, or 3+
yellow-green sequences.

Point value:
Score the corresponding
points.

£ e ErE N 7 M| Y
1) -G
o T
Requirement:

The Coatl has an equal number

of yellow and red pieces (minimum
1 each) and/or The Cdatl is exactly
12 pieces long.

Point value:

1 requirement fulfill: 3 points.
2 requirements fulfill: 7 points.

Regquirement:

The Coatl has 1 or 2+
green-green sequences
that are not adjacent to 3

Requirement:

The Caatl has 1 or 2+
yellow-yellow-yellow
sequences,

other green pieces. Point valiia:
Point value: Score the
Scare the corresponding corresponding
points. points.

Requirement:

The Coatl has 1 green-black
sequence and 1 black-green
sequence, both separated
by any number of pieces,
regardless of their color.

Point value:
Score 4 points.

Requirement:
The Caatl has a red- v
green-red-green
sequence.

&l " -
“IRazmamie t;'

Point value:
Score 5 points.
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