











Explanation and example of placement:
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It is now possible to place the Porco Alentejano, as there are
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26 Plants have no placement cost.

3 They can only be placed in the same
horizontal row as the ‘Montado’ card. It
does not matter whether they are placed at
the start or at the end of the row.

& They cannot be placed anywhere
other than that row.
In this example, the player placed two Plant cards to the

left of the Montado card. They could have placed one on
each side or both to the right of the Montado card.

The remaining species have a placement cost.

The card’s value indicates how many
different types of food listed on the card are
required to play it.

These types of food must be visible on the
player's Montado as resources available for
supply. They must therefore be visible at the
bottom of the cards already played and must
not be covered.

It was possible to place A card with a value of 1 requires that at
the Caracol-das-cervejarias
because there was ) -
food types required%r species be visible.
its placement in the
player's Montado ( @
and @ ). The player
chose to cover the
Medronheiro because it 3, Which requires three different types.

least one of the food types indicated by the

A card with a value of 2 requires that at
least two of these food types be visible.
The same applies to a card with a value of

The same type of visible food cannot be
counted more than once, unless the Species

the necessary food items in the Montado for this purpose: = card itself features that type of food repeated.
@ @ The player chooses to play on the Trevo-Subterraneo (e-g. Porco Alentejano @]

@ card, covering 1 of these food items.

At the end of the turn in which they have placed cards on

their Montado, the player must discard the remaining cards

from their hand into the game box (face up), though they may

choose to keep just one card in their hand.

END OF GAME AND SCORING

When attempting to replenish the For each of the 4 Human Activity Example @
central row with é Species cards, if cards in play, the players check

If the requirement is met, the card may be
played, covering the food provided by a card
already present in the player's Montado,
which has at least one of these required
types of food.

The player
there are not enough cards in the who placed the majority of cards who collects
deck to do so, the game ends. All according to the criteria the most
players may still attempt to place the indicated on each card. The insects and
cards in their hand onto symbols representing the types arachnids
their Montado, following the same of food on the cards do not wins this
placement rules, and must discard ~ count toward the majority. The cardandthe
any cards they do not place. The final player with each majority corresponding points
scoring then takes place. receives the respective card and  |n the évent of a tie, the card is

its points.

discarded (no one scores it).
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Each player then adds up the Victory Points from all the Species cards ( )in their
Montado and from the Human Activity cards they have earned. The player with the most points
wins the game. In the event of a tie, the player who placed the most Species cards in their
Montado wins. If the tie persists, those players share the victory.
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Since 2009, the municipality of Coruche has led the
PROVERE Montado de Sobro e Cortiga Collective
Efficiency Strategy (EEC), representing a territory
that encompasses 27 municipalities in the Alentejo
NUT Il region, supported by a consortium of public
and private partners, associations, and entities
from the national scientific and technological
system. Within this community framework, we
wish to reinforce the concept of the Montado de
Sobro e Cortica—a Collective Heritage to be
Valued, a unique endogenous resource, a
distinguishing feature, and a striking natural and
humanized heritage of this vast territory. We
propose a new ambition for the EEC, continuing to
work on its capitalization as a driver of the
territory’s economic and social fabric through its
distinctive character, enabling the creation of
experiences and a premier tourist destination, in
alignment with the challenges of the digital and
climate agendas. In this context, we will
strengthen the thematic focus by leveraging
research, innovation, and skills development to
create jobs, business opportunities, and value
generation, as well as to foster entrepreneurship
and internationalization. We will integrate
responses to the challenges associated with the
digital and green transitions, reinforcing the
Montado de Sobro e Cortiga brand and positioning

For any questions about this game:
geral@outsidemindgames.com | www.outsidemindgames.com

it as a premier destination to live, visit, work, and
learn.

Guided by the vision of a region with unique and
inimitable resources, we aim to engage the
community in promotional activities, strengthening
the mobilization of a cohesive network that
enables the enhancement of these resources and
the attraction of tourists, through distinctive and
innovative initiatives that respect local identity
and culture, and the strengthening of service
offerings associated with the enhancement of
these resources, with a view to increasing the
resilience of the Montado, prioritizing its
uniqueness and biodiversity. Thus, we aim to
promote the Montado de Sobro e Cortiga as a
unique and distinctive endogenous resource,
unparalleled in the world, as a singular and
remarkable humanized natural heritage of the
region, where Portugal is truly GREATER. To
implement the vision inherent to the Thematic
Focus of the EEC PROVERE, four strategic axes
(SA) have been defined, each associated with
Strategic Objectives (SO) consistent with the
specificities of the territory's economic and social
development, with the current challenges of
transition (Digital and Green) and a commitment to
rural entrepreneurship, and aligned with regional,
national, and European strategic priorities.



