BASE GAME

ATiles (32)

BUSINESS SUPPLY STORE
or &

every

+1 Income when placed, and
+1 Income for every Office in any

borough. (2)

CONVENIENCE STORE

+1 Income when placed. (2)

FANCY RESTAURANT
@ ., ) ke
+3 Income when placed, and -1
Income for every Restaurant built after
this one in any borough. It is possible for
this tile to decrease the player’s Income
more than a total of 3 if enough other
Restaurants have been placed in any
borough. (3)

-1 Reputation when placed, and
+1 Income for every Restaurant in any

borough. (2)

FAST FOOD RESTAURANT

for each
adjacent

+1 Income when placed, and
+3 Population for each adjacent
Residential tile. (2)

+1 Income for each adjacent
Commercial tile and -1 Reputation for
each adjacent Residential tile. (2)

HOMEOWNER'S ASSOCIATION
Cydicss
+1 Population when placed, and
take $2 from the Resource tray for
every Residential tile in any borough,
including this tile. (2)

ou =

LANDFILL -
e ) (8

+2 Income when placed, and

-1 Reputation for each adjacent
Industrial, Civic, Residential, and
Commercial tile. (2)

PARKING LOT

$2' 5 Q 455 @/0
+3 Income when placed, and take $2 +1 Income when placed, and
from the Resource tray for each Civictile  +1 Income for each adjacent Civic or Z:fg I$nl dﬁ:{g :Lh Eﬁ?}ﬁfdter:zﬁror
in your borough, including this tile. (2) ~ Commercial tile. (2) Commercial tile adja ot ko
your Lake tiles in addition to the $2 you
normally take from the Resource tray

for those tiles being adjacent to your
Lake(s).

Waterfront Realty is a little different than
most tiles in that it affects all tiles that
are adjacent to your Lake tiles, not to this
tile. Ifa Lake is present in your borough
when this tile is placed, immediately
take $2 for each existing Industrial,
Civic, Residential, or Commercial tile
that is adjacent to your Lake. For each
new Industrial, Civic, Residential, or
Commercial tile placed adjacent to your
Lake, take $4 instead of just $2. And if
you place another Lake in the future,
you'll take $4 for each Industrial, Civic,
Residential, or Commercial tile it is
adjacent to.

MOBILE HOME COMMUNITY

SLAUGHTERHDUSE

O/

+6 Population when placed. (2) -2 Reputation when placed, and

+1 Income for every Restaurant in any

borough. (2)

Placing an Investment marker on a
Waterfront Realty tile allows you to take
an additional $2 for each Industrial,
Civic, Residential, or Commercial

tile adjacent to your Lake. With an

MUNICIPAL AIRPORT

O% |ll==aa

+1 Income for every Airport, including Investment marker present, placing
this tile. In addition, -1 Reputation for any Industrial, Civic, Residential, or
each adjacent Residential tile. (2) Commercial tile next to your Lake now

allows you to take $6. (2)

Lake Tiles

G- Q,ﬁ

A

+1 Income when placed, and
+1 Income for each adjacent $2 $2
Commerdial tile. (3) for each adjacent oreach adj ,acen for each adjacent

006 0me O0e

Lake tiles are the facedown sides of all A, B, and C tiles (but not the facedown
sides of basic tiles). All Lake tiles are the same: they cost $0 and the owner takes
$2 for every faceup tile adjacent to the Lake tile. This happens initially when
placing the Lake tile, and retroactively: when you place a faceup tile adjacent to
an existing Lake tile, take $2 for placing that tile there. Each Lake tile generates
the $2 separately, so if you place a faceup tile next to two Lake tiles, take $4 for
that faceup tile. Placing an Investment marker on a Lake tile costs the player
nothing, and gives you an additional $2 for each faceup tile adjacent to a Lake
tile with an Investment marker on it.



B Tiles (36)

ELEMENTARY SCHOOL MOVIE THEATER

+1 Reputation when placed, and +1 Income when placed, and +1 Income for each of your Industrial +1 Income when placed, and
et +1 Population for each of your +1 Income for each adjacent Residential ftiles. (2) +2 Reputation for each adjacent
+3 Popu_[aﬁon when p[aced’ and Residential tiles. (3) tile. (2) Residential tile. (2)

+1 Reputation for each adjacent
Residential tile. (2)

/ ¥ L
i RETIREMENT VILLAGE
GAS STATION MUSEUM Gy _ WAREHOUSE
for each for each each ="
R 5 [ +5 Population when placed. (2) Ot
+1 Income when placed, and +1 Reputation when placed, and -1 Reputation when placed, and
+1 Population for each adjacent +1 Reputation for each adjacent Civic +2 Income for each adjacent
-3 Reputation when placed, and +1 Residential tile. (2) tile. (2) Commercial tile. (2)

Income when you pass a red roof on

the scoreboard (moving only from a
lower number to a higher one). By itself,
Casino negates the —1 Income when you
pass a red roof. When passing a red roof
due to moving from a higher number to
alower number on the scoreboard, this
tile has no effect.

Placing an Investment marker on Casino

SKYSCRAPER
O & iuar

results in an additional -3 Reputation HOSTEL +3 Income when placed, and -1
and a total of +2 Income when you pass -1 | st @ i I&l&nr;: gmsfu}’m;f e
2;;1 ﬁtt;::)(f?zr)a el of s Lo +2 Population when placed, and -2 Reputation when placed, and
: -1 Reputation for each adjacent +1 Income for each of your Civic
Commercial tile. (2) tiles. (2)

‘l p

SHIPPING CENTER
= AL ‘ / $2.2, €
LR |I5-"2‘ Q HOUSING PROJECTS POSTAL SERVICE. +1 Income when placed, and take
+1 Income when placed, and 2 G @00 Qi $2 from the Resource tray for every
+1 Reputation for every Airportin Commercial tile in any borough,
any borough, including this tile. In +10 Population when placed, and +1 Income for each of your Commercial  including this tile. (2)

O : -2 Reputation for each adjacent Civic, tiles. (2)
ﬁ;ﬂﬁk&ﬁzﬁm{lg)r sad Residential, or Commercial tile. (2)



C Tiles (32)

APARTMENTS
2 Jotsl
+5 Population when placed, and

+2 Population for each adjacent
Commercial tile. (2)

BED & BREAKFAST
+2 Population when placed, and

+1 Population for each of your
Residential tiles, including this tile. (2)

+1 Income when placed, and
+1 Reputation for each adjacent
Residential tile. (2)

CHIP FABRICATION PLANT

for each
ofyour
+2 Reputation when placed, and

+1 Income for each of your Commercial
tiles. (2)

CONDOMINIUM

for each
adjacent

+5 Population when placed, and
+3 Population for each adjacent
Commercial tile. (2)

HIGH SCHOOL

for each

of your

+1 Reputation when placed, and
+3 Population for each of your
Residential tiles. (3)

+1 Income when placed, and

+1 Population for all other boroughs’

Residential tiles. (2)

lNTERNATIONAL AIRPORT

oms [mEma

+1 Income and +1 Reputation for
every Airport, including this tile. In
addition, -1 Reputation for each
adjacent Residential tile.(2)

LOCAL EPA OFFICE

$2 ety

+1 Reputation when placed, and take

$2 from the Resource tray for every
Industrial tile in any borough. (2)

MIDDLE SCHOOL

for each

of your

+1 Reputation when placed, and
+2 Population for each of your
Residential tiles. (3)

NEW CAR DEALERSHIP
Q V\r aLl o UHI ;nsv
+5 Income when placed, and

-2 Income for every Car Dealership
built after this one in any borough. (2)

RECYCLI NG PLANT
Y foresch
d adacent

+1 Reputation when placed, and
+2 Reputation for each adjacent
Industrial tile. (2)

PR FIRM

-2 Income when placed, and

+1 Reputation when you pass a red roof

on the scoreboard (moving only from a
lower number to a higher one). By itself,
PR Firm negates the -1 Reputation
when you pass a red roof. When passing
ared roof due to moving from a higher
number to a lower number on the
scoreboard, this tile has no effect.

Placing an Investment marker on PR
Firm results in an additional -2 Income
and a total of +2 Reputation when

you pass a red roof (for a net gain of

+1 Reputation each time). (2)

+1 Income when placed, and
+1 Population for every Residential tile

inany borough. (2)

+2 Income when placed, and
+1 Reputation for every School in any
borough. (2)

Basic Tiles (24)

SUBURBS

+2 Populaﬁon when placed. (8)

COMMUNITY PARK
S @0

-1 Income when placed, and

+1 Reputation for each adjacent
Industrial, Residential, or
Commercial tile. (8)

H EAVY FACTO RY

WEET)e)
+1 Income when placed, and
-1 Reputation for each adjacent Civic
or Residential tile. (8)

After this round is over, the
> after the Start Player has
A y'vs one more turn, after which
% the game is over.

This tile is not placed in the
Real Estate Market.

‘When the One More Round tile is drawn
from the tile tower, finish the current
round, then everyone plays one more
round. This tile is not added to the

Real Estate Market, and another tile is
immediately taken from Tile Tower to
take its place in the Real Estate Market.
(1)



Goals (20)

EMpLOYER

Goals can be either public (placed on the Goals lid with everyone vying for them)
or private (one tile kept by the player at the beginning of the game that only they
can win). In both cases, the points are awarded at the end of the game, but only
to a player who has alone achieved the goal (ties result in no one scoring the end
game Population bonus). For private goals, only the owner of the goal may score
the end game Population bonus and only if they alone have achieved their goal.

o SPENDTHRY

-
&

You score a goal based only on the tiles in your own borough. The same goes for
the Employer (Fewest Investment markers) goal; only the Investment markers
played in your borough count towards that goal for you.

When scoring a goal, red roofs do not adjust your Income or Reputation.
Score goals before converting your money to Population ($5 per 1 Population).
This ensures that the Billionaire (Most Money on Hand) and Spendthrift (Least

Money on Hand) goal winners are determined before money is converted to
Population.



Suburbia Inc.
ATiles (10)

CEMETERY
()

-2 Population when placed, and

+1 Income for each adjacent Residential
tile. You must have at least 2 Population
to place this tile. (2)

COUNTY ASSESSOR
$25 55 OO

+1 Reputation when placed, and take
$2 for each of your Industrial, Civic,
Residential, or Commercial tiles,
including this one. (2)

+1 Population when placed, and
+1 Income for each adjacent Residential
tile. (2)

LAW OFFICE

+2 Income when placed. In addition,

at the end of the game when goals are
being scored, a player with a Law Office
may score one public or private goal they
are tied for as if they had won it.

If you placed both Law Office tiles, you
may score two different goals you tie
for. If you place an Investment marker
on a Law Office, you may score one
additional goal you are tied for. And if
you have both Law Office tiles and place
Investment markers on both of them,
you may score up to four different tied
goals.

When playing with the Suburbia 5 Star
expansion, the “Score a Tied Goal”
conditional effect only works when a
goal is tied with another player who is in
the same position on the Star track. (2)

REDEVELOPMENT PLANNER

Redevelopment Planner is a special
“black” (not gray) tile used asa
placeholder. After you place a
Redevelopment Planner, you may, on
any future turn, replace it with any
faceup tile (either from the Real Estate
Market or a standard tile). You pay
nothing for the replacement tile (not
even the amount above the tile on the
Real Estate Market). The replacement
tile must go in the same location as
the removed Redevelopment Planner
tile. Then remove the Redevelopment
Planner tile from the game.

No other tiles interact with a
Redevelopment Planner when you
place it (i.e., you do not receive $ from
placing it next to a Lake tile or increase
Reputation from placing it next toa
Community Park or Museum).

Investment markers may not be played
on a Redevelopment Planner tile. (2)

B Tiles (10)

CHECKPOINT
MUST BE ADJACENT TO it

$2.\5,

+4 Reputation when placed, and take
$2 for every Border in any borough. You
must place a Checkpoint adjacent to one
of your Borders. (2)

o LIGHT RAIL -
O
+1 Reputation and +1 Income for each

adjacent Commercial or Residential
tile. (2)

NEW CONSTRUCTION
7 50000

+2 Population for each adjacent
Industrial, Civic, Residential, or
Commercial tile. (3)

CTiles (6)

WATER PURIFICATION PLANT

S22

INDOOR MALL
+7 Reputation when placed, and pay $2 m

to the Resource tray for every Industrial
tile in any borough. You may not place
(or invest in) this tile unless you have
enough $ to both purchase the Water
Purification Plant tile and pay $2 for
every Industrial tile. Whenever anyone
places an Industrial tile in the future,
you must pay $2 to the Resource tray.
If you don't have enough $ to pay when
someone else places an Industrial tile,
you lose 1 Population for every $1 that
you cannot pay. (3)

+2 Income when placed, and
+1 Reputation for each of your
Commercial tiles. (2)

LAKE HOUSE
MUST -:umcsurm.

+3 Reputation when placed, and

+2 Population for each of your
Residential tiles, including this Lake
House. You must build a Lake House tile
adjacent to a Lake tile. (2)

REDISTRICTING OFFICE

rom every
L ﬂ ciher borough

The cost of the Redistricting Office is $6
per player in the game, including you
(plus any additional Real Estate Market
cost). For instance, in a 4-player game,
the tile costs $24, while in a 2-player
game, the tile costs only $12.

When you place a Redistricting Office,
increase your Population by 5 for each
of your opponents (decreasing Income
and Reputation for each red roof you
cross). For instance, if you have three
opponents, increase your Population
by 15. Each of your opponents must
reduce their Population by 5 (increasing
Income and Reputation for each

red roof they cross backward). If

any opponent does not have enough
Population available, reduce their
Population to 0 (but you still increase 5
Population for their borough).

If playing the Lone Architect solo game,
this tile costs $6 and does not increase
your Population. (2)



Border Tiles (12)

+2 Reputation when placed, and +2 Income for each adjacent Industrial or Residential tile.

| —)

[s==4 —> =

= i . g +2 Reputation when placed, and +1 Reputation for each adjacent Industrial, Civic, Residential,
Commercial, or Lake tile.

+1 Reputation when placed, and take $8 from the Resource tray for each adjacent Industrial, Civic,
Residential, or Commercial tile.

), e s e S S -
% ®

A

! R Sl Dl D a3

+3 Reputation when placed, and +3 Population for each adjacent Residential or Commercial tile.

=,

+5 Income when placed, and -7 Population for each adjacent Industrial, Civic, Residential,
+5 Income when placed, and pay $10 to the Resource tray for each adjacent Industrial, Civic, Commercial, or Lake tile. You must have the Population available to remove when placing this border
Residential, and Commercial tile. You must pay when placing this Border, and when placing an and when placing a tile adjacent to it.

Industrial, Civic, Residential, or Commercial tile next to this Border.

=
+1 Reputation for each adjacent Civic, Residential, or Commercial tile.

)
-

+3 Income when placed, and +1 Income for each adjacent Industrial or Commercial tile.
+1 Income when placed, and +5 Population for each adjacent Civic tile.



Bonus Tiles (10) LAKE Challenge Tiles (10) Goals (5)

BONUS
BORDER DER
BONUS CHALLENGE

Must have at least

Must have at least

®e
Must have at least Must have at least
EEE]
MONEY
BONUS
CIVIC
BONUS

Must have at least

Must have at least

$25 $45
Must have at least
o FX X
POPULATION POPULATION
BONUS CHALLENGE

BONUS

COMMERCIAL
CHALLENGE

Must have at least

¢EWES)
Must have at least
=7 9@9@9 @:0+0+0
REPUTATION
BONUS
INCOME
BONUS

Must have at least

Must have at least

RESIDENTIAL
CHALLENGE

Must have at least Must have at least

(1)

RESIDENTIAL
BONUS

INDUSTRIAL
BONUS

INDUSTRIAL
CHALLENGE

Must have at least

a®a

Must have at least

OO

Must have at least

Must have at least

Tiles shown on Bonus and Challenge tiles can exist anywhere in your borough, and do not have to be arranged in the configurations shown on the tiles. Though, if you
do arrange them in the configurations shown, all the other players at the table should watch you carefully for the rest of the game, as you're clearly toying with them.




' Suburbia BTile (1) Suburbia

Essen Spiel
ATiles (2)

Con Tiles

ATiles (2

GEN CON

[+1] e, &y

+1 Gold Star when placed, and
+1 Reputation for every Con tile in any
borough, including this tile. (1)

CTiles (2)

GRUGAPARK
LIMIT | PER BOROUGH

for each ANY
agiacent g

+2 Reputation when placed, and

+2 Reputation for each adjacent Essen
tile. Each borough is limited to one
Grugapark tile. (2)

B Tiles (2)

+1 Gold Star when placed, and
+1 Reputation for every Con tile in any
borough, including this tile. (1)

prt - [+1] e &
- — +2 Gold Stars when placed, and

KUBLACON

CmE

+1 Gold Star when placed, and
+1 Reputation for every Con tile in any
borough, including this tile. (1)

+1 Reputation for every Con tile in any
borough, including this tile. (1)
L R o
@t
+2 Income when placed, and
+2 Income for each adjacent Essen tile.

/ Each borough is limited to one U-bahn
S tile. (2)
|
essovs. CTiles (2)
+2 Gold Stars when placed, and

+1 Reputation for every Con tile in any
borough, including this tile. (1)

+1 Income and +1

Reputation when placed, and +1
Income and +1 Reputation for each
adjacent Essen tile. Each borough is
limited to one Messe Essen tile. (2)

|

Suburbia
5 Star

ATiles (15)

'h.l
+1 Gold Star and +1 Reputation when
placed. (1)

CORNFIELD MAZE

(OF 1)
+1 Gold Star and +1 Reputation when

placed, and +1 Income for each
adjacent Residential tile. (1)

W ! u N s
A A = A "'i +*
_ CRYSTALCAVERNS
(OF =4
+1 Gold Star when placed, and
+1 Income for each of your Residential
tiles. (1)

+1 Gold Star and +1 Income when
placed. (1)

N/
FAILED SOLAR COMPANY

+2 Gold Stars when placed, and take $2
from the Resource tray for every Civic
tile in any borough. (1)

FALLING TOWER

+1 Gold Star and +6 Population when
placed, and -2 Reputation for each
adjacent Residential tile. (1)

1k
4 V&
2
¥y A ‘i‘
_ HYDROELECTRICDAM
Cferesh
O adjacent

+1 Gold Star and +1 Income when
placed, and take $5 from the Resource
tray for each adjacent Industrial tile. (1)

LACTOSE PRINCESS

+1 Gold Star when placed. (1)

+1 Gold Star and +1 Income when
placed, and +1 Population for each
adjacent Commercial tile. (1)



+1 Gold Star and +1 Income when

placed, and +1 Population for each +1 Population for each adjacent Star
adjacent Civic tile. (1) tile. (1)

B Tiles (18)

COUNTRY CLUB

+1 Gold Starand +2 Population when
placed, and -1 Reputation for each
adjacent Commercial tile. (1)

+1 Gold Star and +3 Population when
placed, and +1 Reputation for each
adjacent Residential tile. (1)

+1 Gold Starand +1 Reputation when
placed, and +1 Population for each
adjacent Residential tile. (1)

+1 Gold Star when placed, and
+1 Reputation for every School in any
borough. (1)

STARRY SIDEWALK
$2
+1 Gold Star when placed, and take $2

from the Resource tray for each of your Star
tiles including this tile. (1)

+1 Gold Star and +2 Income when
placed. (1)

TINY HOUSE PARK

+1 Gold Starand +1 Population when
placed. (1)

+2 Gold Stars and +1 Reputation when
placed, and +1 Reputation for each
adjacent Commercial tile. (1)

+1 Gold Star and take $1 from

the Resource tray for each of your
Population when placed. When you
place an Investment marker on Dollar
Arcade, +1 Gold Star and take $1 for
each of your Population at the time you
place the marker. (1)

+2 Gold Stars and +2 Income when
placed, and +1 Population for each
adjacent Residential tile. (1)

_ GRAND spzeuwg
[ -2 B
+1 Gold Star and +3 Income when
placed, and -2 Reputation for each

adjacent Residential or Commercial
tile. (1)

POINTY CATHEDRAL
s
+1 Gold Star and +2 Reputation when

placed, and +1 Population for each
adjacent Residential tile. (1)

| Aol
N EAENTED ASVEJ[ B
B/
+3 Gold Stars and +2 Income
when placed, and -3 Reputation for
each adjacent Civic, Residential, or
Commercial tile. (1)

+1 Gold Star and +1 Reputation when
placed, and +2 Income for each
adjacent Commercial tile. (1)

+1 Gold Star and +6 Population when
placed. (1)

+2 Gold Stars when placed, and
+1 Income for each adjacent Residential
or Commercial tile. (1)

SMARTY PANTS
TECHNICAL SCHOOL

%

+1 Gold Star when placed, and
+1 Income for every School in any
borough. (1)

__ SPRUEFACTORY _

Baz=n/e)E

+1 Gold Star and +5 Income when
placed, and -2 Reputation for

each adjacent Civic, Residential, or
Commercial tile. (1)

+1 Gold Star and +2 Income when
placed, and +1 Income for each
adjacent Residential tile. (1)



TOURISM CENTER

+1 Gold Star when placed, and
+1 Gold Star for each adjacent Star
tile. (1)

+1 Gold Star and +1 Income when
placed, and +1 Reputation for each of
your Star tiles. (1)

+2 Gold Stars and +2 Income when
placed, and +1 Reputation for each
adjacent Civic tile. (1)

CTiles (17)

ALIEN MOUNTAIN

ey
+4 Gold Stars when placed, and
-1 Population when you pass a red
roof on the scoreboard. When passing
ared roof due to moving from a higher
number to a lower number on the
scoreboard, this tile has no effect (i.e.,
you do not regain lost Population). (1)

+2 Gold Stars and +2 Reputation when
placed, and +2 Reputation for each
adjacent Commercial tile. (1)

\'&r.._ AL

BEZIER GAMES ARENA
(2

+1 Gold Star and +2 Reputation when

placed, and +2 Income for each adjacent
Residential tile. (1)

EMBEDDED CIRCLE

+3 Gold Stars and +1 Reputation when

(©]

placed. (1)

HALL OF FAME

“\‘a:.ﬁ;:my

+1 Gold Star and ;«-2 Income when
placed. (1)

2320 =

+2 Gold Stars and +3 Reputation when  +1 Gold Star and +1 Reputation when ~ +1 Gold Star and +3 Income when
placed, and +5 Population for each placed, and +1 Reputation for each placed, and +2 Reputation for each
adjacent Residential tile. This tile must adjacent Civic tile. (1) adjacent Star tile. (1)

be placed adjacent to a Lake tile. (1)

o e

SHOTEL AN
Q5= @ 1]

+2 Gold Stars and +1 Reputation when  +2 Gold Stars and +5 Population

placed, and +1 Income for each adjacent ~ when placed, and +1 Reputation for

Civic tile. (1) each adjacent Lake tile. This tile must be
placed adjacent to a Lake tile. (1)

+1 Gold Starand +1 Income when
placed, and +1 Income for each adjacent
Lake tile. This tile must be placed
adjacent to a Lake tile. (1)

LUDWIG'S CASTLE
‘EA‘ +1 Gold Star and +1 Reputation when
placed, and +3 Reputation for each
+3 Gold Stars and +4 Reputation when adjacent Residential tile. (1)
placed. (1)

+1 Gold Star and +1 Income when
placed, and +1 Reputation for every
Restaurant in any borough. (1)

PHARAOH'S FAVOR

for each
adjacent

+3 Gold Stars and +1 Reputation when
+2 Gold Stars and +3 Reputation when  placed, and +1 Reputation for each
placed, and -7 Population for each adjacent Civic tile. (1)

adjacent Industrial, Civic, Residential, or

Commercial tile. (1)

MANMADE VOLCANO
8555w

+1 Gold Star and +2 Reputation when
placed, and +1 Income for each adjacent
Commercial tile. (1)

Basic Tiles (6)

Suburbia 5 Star adds two

each of the three basic tiles.

These are only used for the

S-glayer el o Sutraie supurss.__ COMMUNITY PARK _ HEAVYFACTORY
e R — L1000 mE=Gw



Border Tiles (6)

= ¥ ——

+1 Gold Starand +3 Reputation when placed, and +1 Income for each adjacent Industrial, Residential,
or Commercial tile.

+2 Gold Stars and +2 Reputation when placed, and +1 Reputation for each adjacent Civic tile.

e i GOLF COURSE /a i
.

+1 Gold Starand +7 Reputation when placed, and -1 Reputation for each adjacent Industrial, Civic,
Residential, or Commercial tile.

Bonus Tiles (1)

TOURISM
BONUS

(x_4

Must have at least

< < <4
2 ) (). ¢

Challenge Tiles (1)

TOURISM
CHALLENGE

Controlling Tile Distribution with
Expansion Tiles in the Tile Tower

Adding a large number of expansion tiles creates a
highly varied game experience, but decreases the value
of some of the interactive tiles such as Restaurants,
Airports, and Schools.

While you can use tiles from all expansions in a single
game, you'll probably have a better playing experience
if you choose which tiles to include and which ones to
omit before you shuffle each stack.

To maintain the interactive fun of the base game, add
the tiles from the base game that have interactivity icons
first, then add some random tiles to each stack before
counting out the number of tiles you need for each
stack.

Another way to maintain interactivity is to swap out
entire sets of interactivity icons. Taking out all the tiles
with Office icons, for instance, leaves more tiles with the
other icon sets to play off of each other. The easiest icon
sets to remove are Skyscraper and Car Dealership, since
these are small sets.

In addition, all tiles in the 5 Star expansion add the Star
icon, and the Nightlife expansion adds a Moon icon. The
Essen and Con expansions add their own interactivity
icons too. The Inc. expansions Borders are considered
new interactivity icons. Including several of these tiles
adds additional interactivity to the game, allowing you
to remove one of the other types.

If you do remove an interactivity icon entirely from the
game, be sure to remove any associated goals as well,
or allow players who draw them to discard them and
choose another.

Also, be sure to let all players know which interactivity
tiles are in the game, and which ones have been
removed.

Some players prefer to remove tiles they are less
enamored with. Then they get more tiles they really like,
but if’s still not guaranteed that any particular tile or set
of tiles will be in the mix.

You can fully customize your stacks by including your
favorite tiles as you count out the number of tiles
needed for each stack. However, knowing exactly what
tiles are in each stack takes away some of the excitement
of the game.

The Collector’s Edition special building tiles are unique
tiles that can be combined into the game. Note that
these tiles tend to have a slightly better ratio of benefits-
to-cost, and they can make the game higher-scoring as
aresult.

You can have a great game experience by shuffling all
of the expansion and base game tiles together (by stack,
though... keep the As, Bs, and Cs separated), count out
the tiles you need, and place them in the tower. The
result of this is much more chaotic than a planned setup
of a game.

Finally, you can play with tiles from the expansions only.
One of the nice things about the Collector’ Edition is
that you have plenty of tiles to choose from!



Suburbia
Nightlife
ATiles (12)

HELIPAD SECURITY OFFICE NIGHT COURT PRISON
+1 Income when placed, and take $5 from +1 Income when placed, and take +1 Income and +2 Reputation when -1 Reputation when placed, and
the Resource tray for every Airport in any $1 from the Resource tray for every placed, and take back all negative +2 Population for every Civic tile in any
borough, including this tile. (2) Nightlife tile in any borough, including ~ Nightlife effects (regain lost Population ~ borough. (2)
- this tile. (2) or paid $), and ignore all future negative
BACK ALLEY red) Nightlife effects. (2
25 O L Goals (4)
+2 Income when placed, and pay $2 Bonus Tiles (2)
to the Resource tray for each of your
Nightlife tiles, including this tile. (2) E INC.
BONUS

L
\ &) O 4

WEREWOLF DEN :
o) TAVERN
+2 Income when placed, and -1 Q_4
Population for each of your Nightlife +2 Income when placed. (2) Must have at least
tiles, including this tile. (2) CTiles (‘I 0) O

CITY SQUARE B Tiles (1 0)

+4 Reputation when placed, and
~1 Population for every Commercial
tile in any borough. (2)

NIGHTLIFE
BONUS

GAME NIGHT HOST

Must have at least

)))

HOSPITAL

1 e +1 Reputation when placed, and

! levery
+1 Population for every Nightlife tile in :nS Pb‘:)l: gllfgt}lfagor SeEyRestrotartn
any borough, including this tile. (2) 2

Challenge Tiles (2)

DANCE CLUB

+$1 Jor,

+1 Income when placed, and take
$1 from the Resource tray for every
Commercial tile in any borough,

including this tile. (2)

O 4

CAMPUS LIBRARY
Must have at least

$1at,
: & +2 Reputation when placed, and take
+1 Reputation when placed, and $1for ¢ from the Resource tray for every
every Residential tile in any borough, School in any borough. (2)
including this tile. (2)

HAUNTED HOUSE

4 foreach

of your

Must have at least

050n©

+13 Population when placed, and
—1 Population for each of your Nightlife
tiles, including this tile. (2)

PAWN SHOP

for each

POLICE STATION of your

"D +4 Income when placed, and pay $1
to the Resource tray for each of your
Commercial tiles, including this tile. (2)

+2 Reputation when placed, and ignore all
future negative (red) Nightlife effects. (2)



