
ABOUT

The multiverse has spoiled you given the vastness 
of incredible places and creatures to meet  
and observe. You smell spices from miles away, 
your pores dilate, your gills tickle and your three 
stomachs are growling like an echoing symphony. 
You get to the source of the tasty fumes faster 
than a ray of light, your taste buds start working  
as a glowing sign shows up on the horizon: 
“Serving succulent food and spicy, quenching 
potions during satellite setting hours.”

Space Lunch is a 1-2 player, short, set-collection 
game. To win, you need to grab your preferred dishes, 
before it’s too late, by choosing Food cards from 
the table. However, beware! Your opponent might 
interfere with your plans.

COMPONENTS

36 Food cards 
(3x 12 different types)

1 Pick token

15 Beverage cards 
(5x 3 different types)

1 Solo token

2 Coupon tokens

2 Player Aid cards
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SETUP

GAME FLOW

1. Shuffle the Food cards and form  
a face-down draw pile. 

2. Draw 9 cards and place them face-up  
in a 3x3 grid, next to the draw pile,  
as shown in the picture.

3. Sort the Beverage cards by type  
and place one beside each  
row of the grid. 

4. Place the Pick token below  
the left column of the grid.

5. Give both players a Coupon token  
and a Player Aid card.

6. The player that most recently ate  
at a restaurant starts the game.

Starting with the first player, you take alternating 
turns. Each turn you choose a single Food card 
from the column above the current position  
of the Pick token and place it in front of you. 
Before choosing a Food card you may play  
3 Beverage cards of one type to perform a special 
action. At the end of your turn a new Food card 
is drawn to refill the grid, if possible.
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ON YOUR TURN
Each turn is divided into 2 phases:

• Beverage phase

• Food phase

Continue taking alternating turns until one of  
the end-game conditions is met (see Game End).

GAME END
The game ends immediately after one  
of the following two conditions is met:

1. You complete your third set of 3 Food  
cards of the same type.

2. The grid contains only 6 Food cards.

If one of you collects a third set of 3 of the same  
Food cards, they instantly win. If no one achieves  
this and only 6 cards remain in the grid, you both 
count the number of pairs you have collected. 

Note: Sets of 3 of the same Food cards  
do not count as a pair! 

Whoever has collected the most pairs of Food  
cards wins. In the case of a tie, the player that didn’t 
use their coupon wins. If there is still a tie, the player 
with the most beverage cards in their collection wins. 
If it is still tied, you share the victory.

BEVERAGE PHASE
At the beginning of your turn, if you have 
5 Beverage cards, you must discard all 
Beverage cards of one type from your collection 
by placing them back on top of the corresponding 
pile. If you happen to discard 3 cards of the same 
type you can perform its ability. After checking 
your Beverage collection, if you haven’t used a 
Beverage ability yet, you may choose to use 3 of  
the same Beverage cards, OR use your one time 
Coupon token to manipulate the grid in your favor.



Depending on the type of Beverage you may:

• 3 Hot Drinks: 
Remove a card from the 
grid and place it beneath 
the draw pile. Refill the 
empty space immediately 
with the top card of the 
draw pile. Continue with 
the Food phase.

• 3 Jelly Bubbles: 
Swap two Food cards  
in the grid choosing  
from the two columns 
that aren’t indicated by 
the Pick token. Continue 
with the Food phase.

• 3 Chill Jars: 
Collect a card choosing 
from the two columns 
that aren’t indicated 
by the Pick token and 
collect the Beverage 
card in that same row. 
Refill the empty space 
immediately with the top card of the draw pile. 
Move the Pick token to the next column and skip 
the Food phase.

• Coupon: 
Choose the action of 1 of the 3 Beverages. 
Flip the token to its back showing that  
it is no longer usable in this game.

You may take only one Beverage action  
per turn, even when using the  
Coupon token. After  
the Beverage phase  
proceed with the  
Food phase.



FOOD PHASE
Collect 1 of the 3 Food cards in the column above 
the Pick token and place it in front of you, collect 
the corresponding Beverage card next to the row 
of the collected Food card (if available) and place 
it in front of you. If one of the two of the game-end 
conditions are met, no more turns will be taken and 
you will proceed to score.

Then, refill the grid with a card from the draw pile, 
if possible. After that, move the Pick token below 
the next column to the right of its current position. 
If the Pick token is already below the rightmost  
column of the grid, place it below the leftmost column. 
Now it is the next player’s turn.



SOLO GAME
In the Solo game you will play against your artificial 
opponent, the Automa.

The Solo game has some significant changes 
in the gameplay.

Follow the chart below depending on the difficulty 
level you are attempting.

Replace the Setup with the following steps:

1. Shuffle the Food cards and form 
a face-down draw pile. 

2. Draw 9 cards and place them face-up in a 3x3 grid, 
next to the draw pile, as shown in the picture.

3. Place the Pick token below the left column  
of the grid. Place the Solo token on the left side  
of the lowest row.

4. Take one or two Coupons, based on the  
difficulty, and place them in front of you.

5. You are the first player.

DIFFICULTY 
LEVEL

COUPONS PLAYER VICTORY
AUTOMA 
VICTORY

EASY 2 3 triplets 4 pairs

MEDIUM 1 3 triplets 4 pairs

HARD 2 3 triplets 3 pairs

EXTREME 1 3 triplets   3 pairs
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BEVERAGE PHASE

FOOD PHASE

You don’t use the beverage cards in the solo game, 
you can only use the one or two Coupon tokens, 
once each, in your Beverage phase!

The rules don’t change at all for your turn  
in the Food phase. After you have taken  
your turn, the Automa takes their turn  
and always collects the Food card that  
matches the column of the Pick token  
and the row of the Solo token. Then,  
move the Solo token AND the Pick token  
to the next position and refill the empty  
space (if possible). The solo token always  
moves one space up to the topmost row  
and then back down until it reaches the  
lowest row and so on (differently than  
how the Pick token moves).  
The Pick token moves the same  
as in a 2-player game.

Note: You will always 
move the Pick token every 
turn but you move the 
Solo token only after the 
Automa collected a card. 
Use the arrow to indicate 
the direction of the next 
Solo token move. 
 
The game ends either when:

• You complete your third set of 3 of the same  
Food cards – You win!

• The Automa completes its sets of 2 of the same 
Food cards (3 or 4 depending on the difficulty 
level chosen) – The Automa wins!

• There are only 6 Food cards left on the grid –  
The Automa wins!



CREDITS

LANGUAGES

Game Design:  
Simona Greco and Marco Rava 
Illustrator: Natalie Dombois 
Publisher: ThunderGryph Games 
PM and Art Direction: 
Gonzalo Aguirre Bisi 
Game Editor: Pierpaolo Paoletti 
Copy Editing: Board Game Circus 
Rules Proofing: Cristina Aguirre Bisi 
Graphic Design: Daniel Tosco 
Mockups: Erick Tosco 
Thanks to the Support of:  
Cristina Bisi and Luis González

Digital rulebook available at 
thundergryph.com/matchbox

www.thundergryph.com
Thundergryph SLU, Avda. República Argentina, 24 - 2º,
41011 Sevilla, España - support@thundergryph.com
© 2020 ThunderGryph Games, All rights reserved.


