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CKDQJHORJ 
[1.0.7] - 04/06/2020 

Ɣ ClarificaWion: Pick Up a NeZ BXilding (page 7). 
Ɣ ClarificaWion: The End of Whe Game (page 10). 

 
[1.0.6] - 29/05/2020 

Ɣ UpdaWed all images ZiWh correcW $ posiWion.  
Ɣ UpdaWed ³Game oYerYieZ´ We[W (page 3). 
Ɣ Added Road Wo Whe BXilding AnaWom\ (page 5). 
Ɣ EdiWed Wo clarif\ WhaW Whe SWack is iniWiall\ made from Whe 40 basic BXildings (page 4). 
Ɣ Added S\mbol Pairs and Wild S\mbols Wo ValXaWions (page 12). 

 
[1.0.5] - 11/05/2020 

Ɣ CapiWalisaWion & Zording (page 4). 
Ɣ Added page reference (page 7). 
Ɣ CorrecWed Wo UK English spelling of ³coloXr´ (WhroXghoXW). 

 
[1.0.4] - 07/05/2020 

Ɣ 3 pla\er seWXp correcWed Wo remoYe onl\ 4 Wiles: (page 4) 
Ɣ IllXsWraWion of pla\er hand XpdaWed ZiWh cXrrenW Wile backs. 

 
[1.0.3] - 05/05/2020 

Ɣ CapiWalisaWion & grammar fi[es: (pages 7-10) 
 
[1.0.2] - 27/04/2020 

Ɣ Clarified rXles: SeWXp (page 4) 
Ɣ UpdaWed definiWion: S\mbols (page 5), 
Ɣ UpdaWed definiWion: SWreeWs (page 8). 
Ɣ Clarified rXles: Enclosing a SWreeW (page 8). 
Ɣ Clarified rXles: MoYing People (page 9). 
Ɣ Clarified rXles: The End of Whe Game (page 10) 
Ɣ EdiW for consisWenc\ (page 11). 
Ɣ Clarified scoring e[ample (page 15). 
Ɣ VarioXs spacing & capiWalisaWion correcWions. 

 
[1.0.1] - 22/04/2020 

Ɣ Fi[ed page nXmber referencing errors & sWandardised reference sW\le. 
Ɣ Fi[ed inconsisWenc\ ZiWh placemenW of ³$´ s\mbols in We[W. 
Ɣ ImproYed formaWWing of ComponenWs page. 

 
[1.0.0] - 21/04/2020 
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SWUHHWV 
GDPH RYHUYLHZ 
In a game of SWreeWs, pla\ers collecWiYel\ bXild a ciW\ Zhile compeWing Wo make Whe mosW Mone\ 
from selling Wheir BXildings. ProfiW is ma[imised b\ placing BXildings in locaWions WhaW increase 
Wheir YalXe, and b\ aWWracWing croZds of People from oWher SWreeWs.  
 
FRU D TXLFN LQWURGXFWLRQ, UHDG WKH ​Gamepla\ E[ample ​ RQ SDJH 13. 

CRPSRQHQWV 
 

1 CLW\ PDUN WLOH 

 

1 CHQWUDO SWDWLRQ WLOH 

 

40 BXLOGLQJ WLOHV 

 

 
5 H[WUD BXLOGLQJ WLOHV 

(onl\ Xsed for 5 pla\er games) 

 
 

48 PHRSOH 
(12 green ParenWs, 12 magenWa ToXrisWs, 12 blXe Shoppers, 12 \elloZ HipsWers) 

 
 

MRQH\ WRNHQV 
(final amoXnW TBD) 

 
 

25 OZQHUVKLS SLJQV 
(5 for each pla\er) 
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SHWXS 
Carr\ oXW Whe folloZing sWeps in order: 
 

1. SWarW Whe CiW\. Place Whe CenWral SWaWion in Whe middle of Whe Wable ZiWh 1 Person of each 
coloXr on iW, l\ing doZn. LeaYe plenW\ of empW\ space aroXnd Whe CenWral SWaWion as Whis 
is Zhere pla\ers Zill place oWher BXildings. Place Whe CiW\ Park ne[W Wo Whe CenWral 
SWaWion, roWaWed perpendicXlar Wo iW. These WZo BXildings form Whe beginning of a CiW\ WhaW 
Zill be e[panded WhroXgh Whe game. 
 

2. CreaWe Whe SWack. ShXffle Whe 40 basic BXilding Wiles and pXW Whem all in a face-doZn pile. 
If seWWing Xp Whe game for 2-4 pla\ers, be sXre noW Wo add Whe 5 e[Wra BXildings (see 
beloZ). Then, depending on Whe nXmber of pla\ers, adjXsW Whe SWack as folloZs: 

 
 

Ɣ 2 SOD\HUV ​: RemoYe 2 random BXildings of 
each W\pe (10 in WoWal). PXW Whese BXildings 
back in Whe bo[ ZiWhoXW reYealing Whem. 
 

Ɣ 3 SOD\HUV ​: RemoYe 1 random BXilding of each W\pe 
e[cepW Wild (4 in WoWal). PXW Whese BXildings back in 
Whe bo[ ZiWhoXW reYealing Whem. 

 
Ɣ 4 SOD\HUV ​: do noW remoYe or add an\ BXildings. 

 
Ɣ 5 SOD\HUV ​: Add Whe 5-pla\er BXildings Wo Whe SWack (adding 5 in WoWal). These 

BXildings haYe a ³5´ prinWed in Whe boWWom righW corner. 
 

3. Place Whe remaining People and Mone\ Wokens ZiWhin eas\ reach of all pla\ers. 
 

4. Each pla\er picks a coloXr and Wakes 5 OZnership Tokens of WhaW coloXr. 
 

5. Each pla\er Wakes 3 BXildings from Whe Wop of Whe SWack Wo form Wheir sWarWing hands. 
 

TKDW'V LW, WKH JDPH LV UHDG\ WR EH SOD\HG! 
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BXLOGLQJ AQDWRP\ 
 

1. ValXaWion: E[plains hoZ Whis BXilding can profiW from being placed in Whe righW locaWion. 
This ​SWaUWeU Home ​, for e[ample, Zill benefiW from being aroXnd green ParenW S\mbols. 
 

2. S\mbols: IndicaWe ZhaW W\pe of People Zill be aWWracWed Wo Whe BXilding. Man\ BXildings 
earn Mone\ ($) for being locaWed in SWreeWs ZiWh specific S\mbols. There are 4 differenW 
S\mbols, plXs Whe special Wild S\mbols. The Wild S\mbols coXnW as an\ S\mbol Zhen 
Scoring. 
 

3. People: These People (Zooden meeples) correspond Wo Whe coloXr of Whe S\mbols, and 
are placed on Whe BXilding Zhen iW is bXilW. Each Person on a BXilding increases iWs YalXe 
b\ $1. People Zill Wr\ Wo moYe Wo oWher BXildings afWer Whe SWreeW Whe\ are on is scored. 
CroZds can gaWher and greaWl\ increase Whe YalXe of cerWain BXildings. 
 

4. BXsiness Icons: These shoZ ZhaW kind of BXsiness caWegor\ Whis BXilding is in. There 
are 4 differenW BXsiness Icons, plXs a Wild BXsiness Icon. BXsiness Icons are onl\ Xsed 
if pla\ing ZiWh Whe BXsiness E[pansion. In Whe basic game, Whe\ can be ignored. 
 

5. Road: The road parW of Whe arWZork is Xsed Wo deWermine ZhaW SWreeW Whe BXilding is in. 
 

6. Back S\mbol: On Whe backs of Whe BXilding Wiles Where is a large S\mbol maWching Whe 
one(s) on Whe BXilding¶s fronW. These S\mbols on Whe backs of Whe Wiles are open 
informaWion for all pla\ers, and can be XsefXl Wo look aW Wo predicW ZhaW people Zill pla\ as 
Zell as see ZhaW kind of BXilding \oX¶ll be geWWing ne[W. The\ are also Xsed Zhen 
remoYing random BXildings dXring Whe game seWXp for 2 or 3 pla\ers. 
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RXOHV 
Beginning ZiWh Whe FirsW Pla\er, pla\ers Wake WXrns Wo bXild BXildings and earn Mone\ b\ 
enclosing SWreeWs. Pla\ proceeds clockZise aroXnd Whe Wable, and Whe end of Whe game is 
Wriggered Zhen Whe SWack of BXildings is empW\. The Zinner is Whe pla\er ZiWh Whe mosW Mone\ aW 
Whe end of Whe game. ​The Sla\eU ZhoVe WXUn iW iV, iV UefeUUed Wo aV Whe ³cXUUenW Sla\eU´. 

TKH TXUQ SHTXHQFH 
1. BXLOG D BXLOGLQJ 
2. SFRUH SWUHHWV 
3. PLFN XS D QHZ BXLOGLQJ 

1: BXLOG D BXLOGLQJ 
Ɣ The cXrrenW pla\er mXsW choose a BXilding from Wheir hand and place iW ne[W Wo anoWher 

BXilding in Whe CiW\ so WhaW one of Wheir edges WoXch and align perfecWl\, and Whe 
placemenW rXles are obe\ed (see ​BXilding PlacemenW RXleV​, page 7). 

 
Ɣ For each S\mbol on Whe BXilding jXsW pla\ed, place a Person on Whe BXilding maWching 

Whe coloXr of Whe BXilding¶s S\mbol. People mXsW be placed l\ing doZn. No People are 
placed for Wild S\mbols. 

 
Ɣ The cXrrenW pla\er mXsW place one of Wheir XnXsed OZnership Signs onWo Whe BXilding 

Whe\ jXsW placed Wo shoZ WhaW Whe\ oZn iW. If Whe\ don¶W haYe an\ XnXsed OZnership Signs 
aYailable, Whe\ mXsW abandon one of Wheir oWher BXildings (see ​Abandoning BXildingV​, 
page 10). 
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2: SFRUH SWUHHWV 
 
If an\ SWreeWs haYe become Enclosed (see ​EncloVing a SWUeeW​, page 8) , Whe\ Zill noZ be Scored 
(see ​ScoUing a SWUeeW​, pages 9-10). This means pla\ers Zill geW Mone\ for selling Wheir BXildings, 
and Whe people in Whe SWreeW Zill aWWempW Wo moYe Wo oWher SWreeWs. 

3: PLFN US A NHZ BXLOGLQJ 

AW Whe end of Wheir TXrn, Whe cXrrenW pla\er mXsW Wake Whe Wop BXilding from Whe SWack and add iW 
Wo Wheir hand. If Whe SWack is empW\, skip Whis phase. Then pla\ passes Wo Whe ne[W pla\er 
clockZise aroXnd Whe Wable. 

BXLOGLQJ PODFHPHQW RXOHV 
:KHQ D BXLOGLQJ LV EXLOW, LWV RRDG PXVW EH FRQQHFWHG WR WKH RRDG RQ DQRWKHU BXLOGLQJ LQ 
WKH CLW\.  
 
There are WZo legal Za\s of placing a BXilding:  

 
1. Place Whe BXilding orienWed Whe same Za\ as Whe BXilding ne[W Wo iW so WhaW Wheir Roads 

connecW. 
 

2. Place Whe BXilding orienWed perpendicXlar Wo Whe BXilding ne[W Wo iW, so WhaW Whe BXilding 
\oX placed forms a neZ SWreeW. 

 
BXildings Zill someWimes do boWh Whese Whings aW Whe same Wime, Whis is alloZed. YoX cannoW 
place BXildings so WhaW Whe long sides of Wheir Roads connecW, making a Zider SWreeW. 
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SWUHHWV 
A roZ of one or more BXildings ZiWh Roads WhaW connecW and rXn in Whe same direcWion is called a 
SWreeW. ​A SWUHHW FDQ QHYHU FRQVLVW RI PRUH WKDQ ILYH BXLOGLQJV. 
 

EQFORVLQJ D SWUHHW 

When a SWreeW has BXildings orienWed in a differenW direcWion aW ​ERWK HQGV ​, Whe SWreeW is 
Enclosed. Take a look aW Whe picWXre beloZ Wo see an e[ample of Whis. When a SWreeW becomes 
Enclosed iW is immediaWel\ scored (see ​ScoUing a SWUeeW,​ page 9). All pla\ers Zho oZn BXildings 
in Whe SWreeW Zill sell Wheir BXildings and geW Mone\ for Whem. 

AGGLWLRQDO RXOHV AERXW EQFORVLQJ D SWUHHW 
 

Ɣ The WZo BXildings WhaW enclose a SWreeW aW each end are called Enclosing BXildings. 
 

Ɣ UsXall\ pla\ers Zill haYe Wo place Whe Enclosing BXildings so WhaW Whe Road side of Whe 
BXilding is orienWed WoZards Whe Enclosed SWreeW. BXW someWimes becaXse of Whe Za\ 
oWher SWreeWs floZ, Whe Enclosing BXildings ma\ be roWaWed anoWher Za\ so WhaW Whe Wop of 
Whe BXilding is poinWing WoZards Whe SWreeW insWead, or iW mighW be placed Xpside doZn 
relaWiYe Wo Whe SWreeW iW Encloses. This does noW maWWer, Whe BXilding is sWill Enclosing Whe 
SWreeW. In Whe diagram on page 7, Whe ​High-End TailoU​ is Enclosed eYen WhoXgh Whe Road 
on Whe ​CaU PaUk​ doesn'W connecW ZiWh iW. 

 
Ɣ SeYeral SWreeWs can someWimes become enclosed aW Whe same Wime. When Whis happens, 

score Whe SWreeWs one aW a Wime, in an order chosen b\ Whe cXrrenW pla\er. 
 

Ɣ AddiWional rXles appl\ Wo Enclosed SWreeWs for Whe resW of Whe game (see ​MoYing PeoSle ​, 
page 9). 
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SFRULQJ D SWUHHW 
 
If an\ SWreeWs haYe been Enclosed (see ​EncloVing a SWUeeW​, page 8), Whe BXildings in Whem mXsW 
be scored. 
 
When scoring a SWreeW, pla\ers Zill receiYe Mone\ for Wheir BXildings in WhaW SWreeW, and remoYe 
Wheir OZnership Signs. Then Whe cXrrenW pla\er aWWempWs Wo moYe an\ People from Whe SWreeW 
WhaW Zas scored, Wo oWher SWreeWs. Score one BXilding aW a Wime, Xsing Whe procedXre beloZ: 

SFRULQJ D BXLOGLQJ 
 

1. CalcXlaWe Whe Mone\ earned b\ Whe ValXaWion of Whe BXilding (see ​ValXaWionV​, page 11).  
 

2. Add $1 e[Wra for each Person placed on Whe BXilding.  
 

3. The pla\er Zho oZns Whe BXilding Wakes Mone\ from Whe sXppl\ eqXal Wo Whe sXm of 
sWeps 1 and 2. 

 
4. The pla\er Zho oZns Whe BXilding remoYes Wheir OZnership Sign. 

 
Each pla\er scores all Wheir BXildings in an\ order Whe\ like. Which pla\er is scored firsW does noW 
maWWer, bXW Wo keep Whe game rXnning smooWhl\ Whe cXrrenW pla\er can choose Whe order. 
 

MRYLQJ PHRSOH 
When all BXildings in Whe Enclosed SWreeW haYe been scored, Whe cXrrenW pla\er mXsW moYe Whe 
People in Whe SWreeW Wo BXildings in oWher, non-Enclosed SWreeWs if possible. 

 
Ɣ People mXsW moYe Wo BXildings ZiWh maWching S\mbol coloXrs. For e[ample, green 

ParenWs mXsW moYe Wo BXildings ZiWh green ParenW S\mbols aW Whe boWWom of Whe Wile (see 
BXilding AnaWom\, page 5). 

 
Ɣ If Where are no BXildings ZiWh maWching S\mbol coloXrs aYailable in non-Enclosed 

SWreeWs, People of Whose coloXrs Zill noW moYe. These People sWa\ in place and geW 
FOMO (Fear Of Missing OXW). To shoZ Whis, place Whese People sWanding Xp (all People 
shoXld be placed l\ing doZn Zhen Whe\ enWered pla\). 
 

Ɣ People cannoW moYe Wo BXildings in Enclosed SWreeWs. 
 

Ɣ People cannoW moYe Wo BXildings ZiWh Wild S\mbols. 
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PHRSOH ZLWK FOMO 
People ZiWh FOMO are placed sWanding Xp, and ZanW Wo moYe Wo neZ BXildings as soon as 
possible.  
 

Ɣ The ne[W Wime a BXilding of maWching coloXr is bXilW, immediaWel\ moYe all People ZiWh 
FOMO of WhaW coloXr Wo WhaW BXilding. 
 

Ɣ Once People ZiWh FOMO haYe moYed, Whe\ lose Wheir FOMO and are placed l\ing doZn. 

AEDQGRQLQJ BXLOGLQJV 
If Whe cXrrenW pla\er does noW haYe an\ XnXsed OZnership Signs aW Whe beginning of Wheir TXrn, 
Whe\ mXsW Abandon a BXilding before Whe\ BXild a neZ BXilding. 
 
RemoYe Whe OZnership Sign from Whe Abandoned BXilding, and moYe an\ People on Whis 
BXilding (see ​MoYing PeoSle ​, page 9). NoWe WhaW in Whis case Whe People can end Xp moYing Wo 
anoWher BXilding in Whe same SWreeW, as Whe SWreeW is noW Enclosed \eW. 
 
People on abandoned BXildings can end Xp sWa\ing in place ZiWh FOMO if Whe\ haYe noZhere Wo 
go. All of Whis happens before a neZ BXilding is bXilW, so People on Whe abandoned BXilding can 
poWenWiall\ geW FOMO and moYe onWo Whe neZ BXilding WhaW is bXilW on WhaW WXrn. 
 

TKH EQG RI TKH GDPH 
When Whe SWack is empW\, conWinXe pla\ XnWil all pla\ers' hands are empW\. When all pla\ers 
haYe pla\ed all Wheir BXildings, Whe game is oYer and End Game Scoring begins. 

EQG GDPH SFRULQJ 
AW Whe end of Whe game score all BXildings in Whe CiW\ ZiWh OZnership Signs (see ​ScoUing a 
BXilding,​ page 9). BXildings scored dXring End Game Scoring onl\ score half ZhaW Whe\ normall\ 
ZoXld, roXnding Xp. If \oX haYe a BXilding WhaW scores 4 from iWs YalXaWion and 3 from Whe people 
on iW for e[ample, iW ZoXld normall\ score 7, bXW aW Whe end of Whe game iW onl\ scores 4. People 
are noW moYed or giYen FOMO dXring End Game Scoring. BecaXse of Whis, iW does noW maWWer 
Zhich pla\er is scored firsW. 

DHWHUPLQLQJ WKH ZLQQHU 
The pla\er ZiWh Whe mosW Mone\ is Whe Zinner of Whe game. If WZo or more pla\ers are Wied, Whe\ 
share Whe YicWor\. 
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VDOXDWLRQV 
All BXildings haYe a ValXaWion, describing hoZ mXch Mone\ Whe BXilding can score. MosW 
ValXaWions inYolYe looking aW ZhaW S\mbols and People are presenW in Whe SWreeW Whe BXilding is 
placed in.  
 
There are some XniYersal rXles concerning ZhaW S\mbols and People Wo inclXde Zhen scoring: 
 

Ɣ If Whe ValXaWion inYolYes People, onl\ inclXde Whe People in Whe same SWreeW as Whe 
BXilding being scored. 
 

Ɣ If Whe ValXaWion inYolYes S\mbols, inclXde Whe S\mbols in Whe same SWreeW as Whe 
BXilding \oX are scoring, plXs an\ oWher S\mbols poinWing inWo Whe SWreeW (see beloZ). 

S\PEROV PRLQWLQJ IQWR WKH SWUHHW 
The S\mbols haYe Win\ arroZs poinWing doZnZards. If an\ of Whe WZo 
Enclosing BXildings oXWside Whe SWreeW haYe S\mbols Zhose arroZs poinW 
WoZards Whe SWreeW, inclXde Whose S\mbols Zhen scoring Whe SWreeW. See 
Whe image on Whe righW Wo see hoZ Whis Zorks. In Whis case Whe YelloZ 
HipsWer S\mbol is​ PoinWing InWo Whe SWUeeW. 
 

VDOXDWLRQV E[SODLQHG 
 

 

PHRSOH 
YoX score $2 for each Person of Whe depicWed coloXr in WhaW SWreeW. 

 

S\PEROV 
YoX score $2 for each of Whe depicWed S\mbols in Whe same SWreeW or 
PoinWing InWo The SWreeW. Wild S\mbols coXnW as an\ S\mbol Zhen scoring 
Whese. 

 

S\PERO SHWV 
YoX score $5 for each compleWe seW of Whe depicWed S\mbols in Whe same 
SWreeW or PoinWing InWo The SWreeW. Wild S\mbols coXnW as an\ S\mbol 
Zhen scoring Whese. 
 
S\PERO PDLUV 
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YoX score $6 for each pair of Whe depicWed S\mbol in Whe same SWreeW or 
PoinWing InWo The SWreeW. Wild S\mbols coXnW as an\ S\mbol Zhen scoring. 
 
:LOG S\PEROV 
YoX score $4 for each Wild S\mbol in Whe same SWreeW or PoinWing InWo The 
SWreeW. 

 

OZQHUVKLS SLJQV 
YoX score $3 for each of ​\oXU​ oZnership signs in Whe SWreeW Zhen scoring 
begins. This applies boWh Zhen scoring an Enclosed SWreeW, and in End 
Game scoring. Pa\ e[Wra aWWenWion Zhen scoring Whese, making sXre Wo 
coXnW Whe OZnership signs in Whe SWreeW before remoYing Whem. We 
recommend scoring Whese before an\ oWher BXildings. 

 

SWUHHW SL]H 
YoX score $2 for each BXilding in Whe SWreeW. This means iW can score for Xp 
Wo fiYe BXildings. 

 

AGMDFHQF\ 
YoX score $2 for each BXilding adjacenW Wo Whis BXilding, irrespecWiYe of 
ZhaW SWreeWs Whe\ are in. BoWh diagonall\ and ocWagonall\ adjacenW 
BXildings are inclXded. This means iW can score for Xp Wo 8 adjacenW 
BXildings. 

 

EQFORVXUH 
These aZard \oX a fi[ed amoXnW of $6 if Whis BXilding is an Enclosing 
BXilding (see ​EncloVing a SWUeeW,​ page 8). 

 

CRS\ 
This alloZs \oX Wo cop\ Whe ValXaWion of anoWher BXilding in Whe same 
SWreeW. IW onl\ copies Whe score from Whe ValXaWion, noW Whe score from 
People placed on Whe oWher BXilding. People on Whe cop\ing BXilding Zill be 
added Wo Whe cop\ing BXilding¶s score. 
 
The posiWion of Whe cop\ing BXilding is noW Waken inWo accoXnW Zhen cop\ing 
BXildings sXch as Whose ZiWh Enclosing and Adjacenc\ ValXaWions, as Whe 
score is generaWed b\ Whe oWher BXilding. 
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GDPHSOD\ E[DPSOH 
1. IW's Haakon's WXrn. He bXilds a SWXdenW HoXse. 

 
He adds 1 \elloZ HipsWer figXre Wo iW for Whe HipsWer S\mbol on iW, When places his oZnership sign on Whe 
BXilding. 

 

 
2. The SWXdenW HoXse Encloses Whe SWreeW Wo iWs righW. As Whe SWreeW is noZ Enclosed on boWh sides, iW Zill score. 

FirsW DaYe scores his SWarWer Home. IW scores him $2 for each ParenW s\mbol, so WhaW giYes him $6 as Where 

are 2 ParenW S\mbols and one Wild S\mbol in Whe SWreeW (from Whe Enclosing BXilding on Whe righW). He adds 

$1 for Whe ParenW figXre placed on iW, for a WoWal of $7. Ne[W his Flea MarkeW scores him $10 for Whe WZo seWs of 

HipsWer and ParenW S\mbols, plXs $1 for Whe ParenW placed on iW, for a WoWal of $11. DaYe Wakes a WoWal of $18 

from Whe SXppl\. Ne[W Haakon scores his ArW Galler\. IW giYes him $6 for iWs ValXaWion, plXs $3 for Whe 

HipsWers placed on iW. Haakon Wakes $9 from Whe SXppl\. 
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3. NoZ WhaW scoring is compleWed, Whe people in Whe SWreeW Zill moYe.

 

Haakon geWs Wo choose Zhere Whe\ go, as Whe scoring is happening on his WXrn. He moYes Whe 3 HipsWers Wo 

his oZn SWXdenW HoXse. As Where are no green ParenW bXildings aYailable in Whe enWire CiW\, Whe parenWs geW 

FOMO, and are placed sWanding Xp. Haakon finishes his WXrn b\ draZing a neZ BXilding from Whe SWack. 

 
 

4. IW's noZ DaYe¶s WXrn. He bXilds Trend\ LofWs ne[W Wo Haakon¶s SWXdenW HoXse. 

He adds 2 green ParenW figXres Wo iW for Whe ParenW S\mbols on iW. 
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5. As DaYe bXilW a green ParenW bXilding, Whe green ParenWs ZiWh FOMO Zill moYe Wo iW immediaWel\.

 
 

6. The 2 ParenWs WhaW moYed loose Wheir FOMO sWaWXs and are placed l\ing doZn. There are noZ 4 ParenW 
figXres on Whe BXilding. DaYe ends his WXrn b\ draZing a neZ BXilding from Whe sWack.  

  

 

AGYDQFHG SFRULQJ E[DPSOH 
This illXsWraWion can help clear Xp an\ doXbW \oX haYe aboXW hoZ Whe YarioXs ValXaWions are scored. Scores shoZn 
inclXdes $ for People placed on Whe BXildings. 

 
(Here ​FaVhion OXWleW​ is cop\ing Whe ValXaWion of ​SZeeW Ice CUeam. ​The difference in scores is dXe Wo Whe People). 
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SWUeeWV: BXViQeVV TRkeQV (Y1.0.0) 
TheVe RSWiRQaO UXOeV aQd cRPSRQeQWV OeW \RX VSeciaOiVe iQ diffeUeQW W\SeV Rf BXViQeVVeV, 
iQcUeaViQg \RXU SURfiW aW Whe eQd Rf Whe gaPe. 
 
BXVLQeVV TRNeQV XWLOLVe WKe BXVLQeVV IcRQV SULQWed RQ WKe WRS OefW Rf WKe BXLOdLQJ TLOeV, aQd 
UeZaUdV SOa\eUV ZLWK PaWcKLQJ BXVLQeVV TRNeQV. TKe\ add aQRWKeU Oa\eU Rf VWUaWeJ\ aQd 
decLVLRQ PaNLQJ WR WKe JaPe, ZKLcK caQ be daXQWLQJ fRU QeZ SOa\eUV. We UecRPPeQd SOa\LQJ 
\RXU fLUVW JaPe ZLWKRXW WKeP. 

BXViQeVV IcRQV aQd BXViQeVV TRkeQV 
TKe BXLOdLQJV LQ WKe JaPe aOO KaYe a BXVLQeVV IcRQ LQ WKeLU WRS OefW cRUQeU. TKeUe aUe 4 dLffeUeQW 
BXVLQeVV IcRQV, SOXV a WLOd BXVLQeVV IcRQ: 
 

 

SeWXS 
PXW WKe BXVLQeVV TRNeQV LQWR WKe SXSSO\, Qe[W WR WKe PeRSOe aQd MRQe\. 

RXleV 

AcTXiUiQg BXViQeVV TRkeQV ZheQ ScRUiQg SWUeeWV 
WKeQ SOa\LQJ ZLWK WKe BXVLQeVV E[SaQVLRQ, aQ e[WUa VWeS LV added aW WKe beJLQQLQJ Rf WKe 
ScRUiQg a SWUeeW​ VeTXeQce. BefRUe aQ\ BXLOdLQJV aUe VcRUed, eacK SOa\eU PXVW VeOecW ​RQe ​ Rf 
WKeLU BXLOdLQJV LQ WKe SWUeeW, aQd WaNe WKe BXVLQeVV TRNeQ (RU TRNeQV) PaWcKLQJ WKe IcRQ (RU 
IcRQV) RQ WKaW BXLOdLQJ. 
 
FRU e[aPSOe, Lf a SOa\eU KaV a BXLOdLQJ ZLWK a HRPe S\PbRO aQd aQRWKeU ZLWK a SKRS S\PbRO 
bRWK LQ a SWUeeW WKaW LV beLQJ VcRUed, WKe\ Pa\ eLWKeU WaNe a HRPe BXVLQeVV TRNeQ ​RU​ a SKRS 
BXVLQeVV WRNeQ. AV RQO\ RQe Rf eacK SOa\eUV¶ bXLOdLQJV caQ be VeOecWed SeU SWUeeW, LW caQ Sa\ Rff 
WR VSUead BXLOdLQJV RXW aPRQJ VeYeUaO SWUeeWV. 
 
Pla\eU OUdeU 
If VeYeUaO SOa\eUV KaYe VeYeUaO RSWLRQV fRU ZKaW BXVLQeVV TRNeQ WR WaNe, WKe SOa\eUV PXVW SLcN 
WKe WRNeQV LQ cORcNZLVe RUdeU, VWaUWLQJ ZLWK WKe SOa\eU ​afWeU ​WKe cXUUeQW SOa\eU. TKLV PaNeV VXUe 
WKe cXUUeQW SOa\eU (ZKR EQcORVed WKe SWUeeW) JeWV WR SLcN OaVW, ZKLcK LV adYaQWaJeRXV. 
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Wild IcRQV 
If a SOa\eU KaV a BXLOdLQJ ZLWK a WLOd BXVLQeVV IcRQ, WKe\ caQ WaNe aQ\ W\Se Rf BXVLQeVV 
TRNeQ WKe\ ZaQW. 
 
 
DRXble IcRQV 
SRPe bXLOdLQJV KaYe WZR LcRQV deSLcWed. TKeVe BXLOdLQJV OeW a SOa\eU WaNe WKe WZR 
BXVLQeVV TRNeQV deSLcWed LQVWead Rf MXVW RQe. 
 

AbaQdRQiQg BXildiQgV 
WKeQ WKe\ AbaQdRQ a BXLOdLQJ, a SOa\eU PXVW WaNe a BXVLQeVV TRNeQ fURP LW aV Lf WKe BXLOdLQJ 
ZaV VcRUed. If LW LV a DRXbOe IcRQ BXLOdLQJ WKe SOa\eU JeWV bRWK TRNeQV. 

BXildiQgV VcRUed aW Whe eQd Rf Whe game 
BXVLQeVV TRNeQV aUe QRW cOaLPed fURP BXLOdLQJV VcRUed LQ ​EQd GaPe ScRUiQg ​. 

RXQQiQg RXW Rf a TRkeQ 
If WKe VXSSO\ KaV UXQ RXW Rf a BXVLQeVV TRNeQ W\Se, SOa\eUV caQ QR ORQJeU cOaLP WRNeQV Rf WKaW 
W\Se. If WKe WRNeQV PaWcKLQJ WKe IcRQ RQ a BXLOdLQJ KaYe UXQ RXW, WKe IcRQ LV WUeaWed aV a WLOd 
IcRQ. If WKLV KaSSeQV ZLWK a DRXbOe IcRQ, SOa\eUV Pa\ VeOecW aQ\ 2 WRNeQV, ZKLcK caQ be Rf 
dLffeUeQW W\SeV. 

EQd Rf game ScRUiQg BRQXV 
AW WKe eQd Rf WKe JaPe afWeU aOO BXLOdLQJV aUe VcRUed, SOa\eUV JeW e[WUa $ fRU WKeLU BXVLQeVV 
TRNeQV. 
 
MajRUiW\ BRQXV 
FRU eacK BXVLQeVV W\Se, WKe SOa\eU ZLWK WKe PRVW WRNeQV LV aZaUded $10. If WZR RU PRUe SOa\eUV 
aUe WLed fRU WKe PaMRULW\, WKe\ aOO eaUQ $5 LQVWead. (See e[aPSOe beORZ) 
 
SeW BRQXV 
FRU eacK cRPSOeWe VeW Rf aOO fRXU dLffeUeQW BXVLQeVV TRNeQV WKe\ KaYe, a SOa\eU LV aZaUded $10. 
(See e[aPSOe beORZ) 
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TZR Sla\eU BXViQeVV TRkeQ ScRUiQg e[amSle  
AW WKe eQd Rf aQ e[cLWLQJ JaPe, DaYe aQd HaaNRQ KaYe cROOecWed WKe BXVLQeVV TRNeQV VKRZQ LQ 
WKe LPaJe beORZ. 
 
DaYe KaV WKe PRVW HRPe aQd RecUeaWLRQaO WRNeQV aQd LV WLed ZLWK HaaNRQ fRU SKRSV. DaYe 
VcRUeV a $25 MaMRULW\ BRQXV. 
 
HaaNRQ KaV WKe PRVW ReVWaXUaQWV aQd LV WLed ZLWK DaYe fRU SKRSV. HaaNRQ VcRUeV a $15 
MaMRULW\ BRQXV. 
 
DaYe KaV RQe VeW Rf aOO fRXU WRNeQV, JLYLQJ KLP a $10 SeW BRQXV. 
 
HaaNRQ KaV WZR VeWV Rf aOO fRXU WRNeQV, JLYLQJ KLP a SeW BRQXV Rf $20.  
 
DaYe aQd HaaNRQ JeW a WRWaO bRQXV Rf $35 eacK. 
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ConVXlWanWV E[panVion 
The CRQVXlWaQWV aUe chaUacWeUV ZiWh SRZeUfXl VSecial abiliWieV WhaW helS \RX dR beWWeU iQ bXViQeVV. 
The\ giYe Whe game aQ aV\mmeWUic feel, ZheUe each Sla\eU haV WheiU RZQ XQiTXe abiliW\. 
 
We Uecommend noW XVing Whe ConVXlWanWV ZiWh neZ pla\eUV, aV Whe Za\ Whe\ bend Whe UXleV 
can be confXVing if \oX¶Ue noW familiaU ZiWh Whe main game. Once pla\eUV haYe had one game 
Whe\ VhoXld be able Wo eaVil\ handle Whe ConVXlWanWV in WheiU ne[W game. 

SeWXp 
BHIRUH VHWWLQJ XS WKH UHVW RI WKH JDPH, JLYH HDFK POD\HU RQH UDQGRP CRQVXOWDQW FDUG. TKH POD\HUV 
ZLOO NHHS WKHLU CRQVXOWDQW FDUG IDFH-XS LQ IURQW RI WKHP WKURXJKRXW WKH HQWLUH JDPH. SRPH FDUGV 
DIIHFW WKH JDPH VHWXS, OLNH WKH CRQWUDFWRU IRU H[DPSOH.  

 
SRPH CRQVXOWDQW FDUGV FDQ RQO\ EH XVHG DW FHUWDLQ POD\HU FRXQWV, WKHVH 
KDYH D QXPEHU LQ WKHLU XSSHU ULJKW FRUQHU GHVFULELQJ ZKDW POD\HU FRXQWV 
WKH\ FDQ EH XVHG LQ. TKH CRQWUDFWRU IRU H[DPSOH FDQ RQO\ EH XVHG ZLWK 2, 
3 RU 4 SOD\HUV, ZKLOH WKH RHQRYDWRU FDQ RQO\ EH XVHG ZLWK 3, 4 RU 5 SOD\HUV. 
 

UVing The ConVXlWanWV E[panVion WogeWheU ZiWh The BXVineVV E[panVion 
II \RX XVH ERWK WKHVH H[SDQVLRQV WRJHWKHU, UHPRYH WKH CRQWUDFWRU DQG RHQRYDWRU EHIRUH GHDOLQJ 
CRQVXOWDQW FDUGV, DV WKHVH DUH QRW VXLWHG IRU WKH BXVLQHVV E[SDQVLRQ. 

RXleV 
EDFK CRQVXOWDQW KDV DQ RQJRLQJ DELOLW\ WKDW FKDQJHV WKH UXOHV RI WKH JDPH IRU WKH POD\HU ZKR RZQV 
LW. TKHVH DELOLWLHV DUH GHVFULEHG RQ WKH CRQVXOWDQW FDUGV. TKH UXOHV SULQWHG RQ WKH CRQVXOWDQW FDUGV 
RYHUULGH WKH UXOHV LQ WKH UXOHERRN IRU WKH RZQLQJ POD\HU. FRU H[DPSOH LI \RX KDYH WKH CRQWUDFWRU 
FDUG \RX ZLOO BXLOG WZR BXLOGLQJV RQ \RXU WXUQ, ZKLOH DOO RWKHU SOD\HUV ZLOO BXLOG RQH BXLOGLQJ DV 
GHVFULEHG LQ WKH UXOHERRN.  

S\mbolV on ConVXlWanWV 
SRPH CRQVXOWDQWV KDYH D S\PERO SULQWHG RQ WKH FDUG. TKHVH DUH WUHDWHG E\ WKH 
RZQLQJ POD\HU DV LI WKH\ ZHUH LQ WKH SWUHHW EHLQJ VFRUHG. FRU H[DPSOH, WKH HDFNHU 
CRQVXOWDQW FDUG KDV D WLOG S\PERO. WKHQHYHU WKH POD\HU ZKR RZQV WKH HDFNHU 
VFRUHV D BXLOGLQJ ZLWK D VDOXDWLRQ WKDW VFRUHV S\PEROV, WKH\ FDQ LQFOXGH WKH 
HDFNHU¶V S\PERO DV LI LW ZDV LQ WKH VDPH SWUHHW. OWKHU POD\HUV ZLWK BXLOGLQJV LQ 
WKDW SWUHHW GR QRW EHQHILW IURP WKLV S\PERO, LW'V H[FOXVLYH WR WKH RZQLQJ POD\HU. 
The Cop\ ValXaWion and ConVXlWanWV 



TKH CRS\ VDOXDWLRQ GRHV QRW FRS\ WKH VFRUH RI DQRWKHU POD\HU'V BXLOGLQJ. IW VLPSO\ DFWV DV LI LW KDG 
WKH VDPH VDOXDWLRQ DV WKH BXLOGLQJ LW FRSLHV. TKLV GLVWLQFWLRQ LV LPSRUWDQW ZKHQ XVLQJ WKH 
CRQVXOWDQWV: 
 

Ɣ YRX FDQ QRW XVH WKH DELOLWLHV RI CRQVXOWDQWV EHORQJLQJ WR RWKHU POD\HUV WKURXJK WKH CRS\ 
VDOXDWLRQ. II WKH POD\HU ZLWK WKH IQYHVWRU KDV GRXEOHG D VDOXDWLRQ, \RX GRQ'W JHW WR EHQHILW 
IURP WKH GRXEOLQJ E\ CRS\LQJ, IRU H[DPSOH. 
 

Ɣ YRX FDQ XVH \RXU RZQ DELOLWLHV RQ \RXU BXLOGLQJ ZLWK D CRS\ VDOXDWLRQ. A HDFNHU IRU 
H[DPSOH FDQ XVH WKH BXLOGLQJV LQ KLV KDQG WR LQFUHDVH KLV VFRUH IURP D CRS\ VDOXDWLRQ 
BXLOGLQJ. 

 

ConVXlWanW QXeVWionV 
SRPH SOD\HUV PD\ KDYH TXHVWLRQV DERXW WKH UXOHV IRU WKHLU CRQVXOWDQW. TKHVH TXHVWLRQV FDQ EH 
ORRNHG XS KHUH ZKHQ QHHGHG. 

ConWUacWoU 
Ɣ IQ WKH VHWXS ZKHQ XVLQJ WKH CRQWUDFWRU, \RX VHW WKH VWDFN XS DV LI WKHUH ZDV RQH PRUH 

SOD\HU. IQ D WZR SOD\HU JDPH IRU H[DPSOH, \RX ZRXOG VHW XS WKH JDPH IRU WKUHH SOD\HUV DQG 
WKHUHIRUH UHPRYH MXVW 4 BXLOGLQJV LQVWHDG RI 10. SLPLODUO\ LI SOD\LQJ ZLWK IRXU SOD\HUV, \RX 
ZRXOG DGG WKH 5-POD\HU WLOHV WR WKH VWDFN. AOVR, UHPHPEHU WR UHPRYH 3 UDQGRP H[WUD 
BXLOGLQJV IURP WKH VWDFN DW DQ\ POD\HU FRXQW. TKH UHDVRQ \RX KDYH WR GR DOO WKLV LV WR 
FRPSHQVDWH IRU WKH H[WUD BXLOGLQJV EXLOW E\ WKH CRQWUDFWRU, PDNLQJ VXUH DOO SOD\HUV ZLOO JHW 
DQ HTXDO QXPEHU RI WXUQV. 

 
Ɣ YRX FDQQRW FKRRVH WR BXLOG MXVW RQH BXLOGLQJ. TKLV PHDQV \RX PD\ KDYH WR DEDQGRQ D 

BXLOGLQJ RU HYHQ WZR BXLOGLQJV VRPHWLPHV WR PDNH LW SRVVLEOH WR BXLOG ERWK BXLOGLQJV. 
 

Ɣ YRX PXVW BXLOG ERWK \RXU WZR BXLOGLQJV EHIRUH GUDZLQJ QHZ BXLOGLQJV IURP WKH SWDFN. 
 

Ɣ II \RX WULJJHU WKH VFRULQJ RI DQ\ SWUHHWV ZLWK WKH ILUVW BXLOGLQJ \RX BXLOG RQ \RXU WXUQ, UHVROYH 
WKH ZKROH VFRULQJ SURFHGXUH RI WKRVH SWUHHWV, LQFOXGLQJ PRYLQJ SHRSOH, EHIRUH BXLOGLQJ \RXU 
VHFRQG BXLOGLQJ. II GRLQJ WKLV IUHHV XS DQ\ RI \RXU OZQHUVKLS SLJQV, \RX PD\ XVH RQH RI 
WKHP IRU \RXU VHFRQG BXLOGLQJ. TKLV FRXOG VDYH \RX IURP KDYLQJ WR DEDQGRQ D BXLOGLQJ. 
 

Ɣ YRX FDQ QRW XVH WKH CRQWUDFWRU¶V SRZHU LQ WKH ILQDO 3 WXUQV. MDNH JRRG XVH RI KLP ZKLOH \RX 
FDQ! 

 



HackeU 
Ɣ YRX GR QRW QHHG WR UHYHDO WKH IURQWV RI WKH BXLOGLQJV LQ \RXU KDQG WR RWKHU SOD\HUV, DV \RX 

RQO\ VFRUH WKH S\PEROV RQ WKHLU EDFNV. RHPHPEHU WKDW BXLOGLQJV VXFK DV WKH CRQFHSW SWRUH 
ZLWK WZR LFRQV VWLOO RQO\ KDYH RQH LFRQ RQ WKHLU EDFN. 
 

Ɣ YRX ZLOO KDYH RQH OHVV BXLOGLQJ LQ \RXU KDQG WR H[SORLW LI \RXU BXLOGLQJV DUH VFRUHG RQ \RXU 
WXUQ, WKLV LV LQWHQWLRQDO. 

 

EnWUepUeneXU 
Ɣ TKH EQWUHSUHQHXU¶V DELOLW\ FDQQRW EH XVHG LQ SWUHHWV ZKHUH \RX GRQ'W RZQ DQ\ BXLOGLQJV. 

 
Ɣ TKH EQWUHSUHQHXU¶V DELOLW\ FDQ RQO\ EH XVHG RQFH SHU SWUHHW, HYHQ LI \RX KDYH VHYHUDO 

BXLOGLQJV LQ D SWUHHW. 
 

Ɣ II \RX DUH SOD\LQJ ZLWK BXVLQHVV TRNHQV, WKH EQWUHSUHQHXU GRHV QRW JLYH \RX BXVLQHVV 
TRNHQV IRU WKH BXLOGLQJV \RX VFRUH IURP KDQG. 

 

InYeVWoU 
Ɣ TKH IQYHVWRU AELOLW\ RQO\ GRXEOHV WKH VDOXDWLRQ, QRW WKH VFRUH IURP PHRSOH SODFHG RQ WKH 

BXLOGLQJ. 
 

Ɣ II \RX DEDQGRQ D BXLOGLQJ ZLWK 2 OZQHUVKLS SLJQV RQ LW, \RX WDNH ERWK OZQHUVKLS SLJQV 
EDFN WR \RXU SXSSO\. 
 

Ɣ YRX PD\ GRXEOH D BXLOGLQJ ZLWK D CRS\ VDOXDWLRQ. TKLV GRXEOHV ZKDWHYHU VFRUH \RX JHW 
IURP WKH CRS\ VDOXDWLRQ. 
 

Ɣ II \RX XVH WKH CRS\ VDOXDWLRQ WR FRS\ D BXLOGLQJ WKDW \RX KDYH GRXEOHG, WKH VFRUH IURP WKH 
CRS\ VDOXDWLRQ GRHV QRW EHFRPH GRXEOHG DV ZHOO. 
 

Ɣ YRX PD\ QRW UHWURDFWLYHO\ GRXEOH D BXLOGLQJ, ERWK OZQHUVKLS SLJQV PXVW EH SODFHG DW WKH 
VDPH WLPH. 
 

Ɣ II \RX EQFORVH D SWUHHW VR WKDW \RXU GRXEOH OZQHUVKLS SLJQV DUH UHWXUQHG WR \RX, \RX PD\ 
QRW LPPHGLDWHO\ GRXEOH WKH BXLOGLQJ \RX EQFORVHG ZLWK, DV WKH SODFHPHQW RI WKH OZQHUVKLS 
SLJQ KDSSHQV EHIRUH WKH SFRULQJ RI WKH SWUHHW. 
 

Ɣ II XVLQJ WKH BXVLQHVV H[SDQVLRQ, GRXEOLQJ D BXLOGLQJ GRHV QRW JLYH \RX GRXEOH BXVLQHVV 
TRNHQV. 



HipVWeU Legend 
Ɣ TKRXJK HLSVWHU LFRQV FRXQW DV WLOG IRU \RX, \HOORZ PHRSOH FDQ VWLOO RQO\ PRYH WR \RXU 

BXLOGLQJV ZLWK HLSVWHU IFRQV. 

RenoYaWoU 
Ɣ YRX GR SODFH SHRSOH RQ BXLOGLQJV EXLOW LQ EQFORVHG SWUHHWV E\ WKH RHQRYDWRU, DQG WKHVH 

BXLOGLQJV FDQ DOVR JHW SHRSOH ZLWK FOMO PRYHG RQWR WKHP. AV WKH BXLOGLQJ LV VFRUHG 
LPPHGLDWHO\, WKH SHRSOH RQ LW ZLOO PRYH RU SRVVLEO\ JHW FOMO LPPHGLDWHO\ DIWHU VFRULQJ. 
 

Ɣ YRX FDQQRW BXLOG RQ WRS RI WKH CHQWUDO SWDWLRQ. 
 

Ɣ II WKHUH DUH SHRSOH ZLWK FOMO RQ WKH BXLOGLQJ \RX ZLVK WR BXLOG RQ WRS RI, DQG WKH\ FDQ'W 
PRYH WR \RXU QHZ BXLOGLQJ, PRYH WKHP WR WKH CHQWUDO SWDWLRQ, PDNLQJ VXUH WKH\ VWD\ 
VWDQGLQJ WR VKRZ WKH\ VWLOO KDYH FOMO. 
 

Ɣ TKH BXLOGLQJV EXLOW LQ EQFORVHG SWUHHWV PXVW KDYH WKH VDPH RULHQWDWLRQ DV WKH BXLOGLQJV WKH\ 
DUH BXLOW RQ WRS RI. 

 

LocaWion ScoXW 
Ɣ OIWHQ ZKHQ VFRULQJ D SWUHHW \RX¶OO RZQ D BXLOGLQJ WKDW LV EQFORVLQJ WKH SWUHHW WKDW LV EHLQJ 

VFRUHG. WKHQ WKLV KDSSHQV \RX GR JHW WR VFRUH WKH S\PERO(V) RQ WKDW EQFORVLQJ BXLOGLQJ 
WZLFH. OQFH EHFDXVH RI WKH QRUPDO UXOHV IRU S\PEROV PRLQWLQJ IQWR WKH SWUHHW (SDJH 11), DQG 
RQH PRUH WLPH EHFDXVH RI WKH UXOHV IRU WKH LRFDWLRQ SFRXW. 

Ɣ IQ FDVHV ZKHUH VHYHUDO SWUHHWV DUH VFRUHG LQ WKH VDPH WXUQ, WKH RUGHU WKH SWUHHWV DUH VFRUHG 
LQ FDQ DIIHFW KRZ PXFK \RX VFRUH IURP WKH LRFDWLRQ SFRXW¶V SRZHU, DV WKH OZQHUVKLS 
TRNHQV IRU HDFK SWUHHW DUH UHPRYHG DV WKH\ DUH VFRUHG. 



 

SWUeeWV SROR MRde 
There is a new m\sterious pla\er on the market called The Grifter. The Grifter has never been seen in 
person, leading to rumors that he's not even a real person. Some believe he's an AI or even a data driven 
app designed to replace investors like \ourself. Can \ou outsmart The Grifter? 
 
You can play Streets with only 1 player, using these modified rules. It is played much like a 
2-player game where you play for both yourself and an opponent called the Grifter. You win by 
having more money than the Grifter at the end of the game. 

 

 

 

SeWXS 
Set the game up as a 2-player game, but make the following changes to the setup: 
 

● Do not deal a hand to the Grifter. Instead blindly draw 3 random Buildings and place 
them in a pile face-down next to the Stack. These are the Buildings the Grifter will play in 
their final 3 turns, and are called the Grifter Endgame Stack. 
 

● You pick 5 Ownership Tokens of the same colour as normal, the Grifter gets all the 
others as they have unlimited Ownership Tokens. 
 

● Depending on the difficulty level you want, give the Grifter some money at the beginning 
of the game. Easy: $0. Normal: $20. Hard: $50. 
 

● After setting everything else up, turn the Stack upside down, so that it's face-up. 

 
 
 



 

SROR MRde RXOeV 
Think of the Grifter as another Player. All the rules that apply to a Player also apply to the 
Grifter. 

SROR MRde TXUQ VeTXeQce: 

1. BXiOd a BXiOdiQg. ​This works exactly like in the multiplayer game. 
2. ScRUe SWUeeWV. ​This works exactly like in the multiplayer game. 
3. BXiOd a BXiOdiQg fRU Whe GUifWeU. ​Rules for this can be found on the next page. 
4. ScRUe SWUeeWV EQcORVed b\ Whe GUifWeU.​ Rules for this can be found on the next page. 
5. DUaZ a BXiOdiQg fURP Whe SWack. ​This works exactly like in the multiplayer game. 

BXiOdiQg a BXiOdiQg fRU Whe GUifWeU 

This step is done after placing your own Building (and possibly scoring one or more Streets as a 
result), before drawing a new Building from The Stack. 
 
Pick up the top Building of the Stack and place it in the City following the normal rules for 
Placing a Building. Place People on it as normal if required, and place one of the Ownership 
Tokens belonging to the Grifter on it. The Grifter has infinite Ownership Tokens, so you can use 
Tokens of any colour the Player is not using. 
 
WheUe WR SOace Whe GUifWeU'V BXiOdiQgV 
When placing the Grifter’s Buildings, you must place it wherever it's Valuation will become worth 
the most at the moment. Do not take into account how it will affect the scores of other Buildings 
when determining this, only the Valuation of the current Building matters. Buildings with the 
Copy valuation for example will have to be placed in the same Street as the Building that is 
currently scoring the most from its Valuation. 
 
The only exception is the Buildings with Enclosement Valuations, these must be placed so that 
they become Enclosing Buildings, Enclosing a Street to trigger scoring if possible. If there are 
several such placements available, they must be put in the place that will cause the most 
People to be moved to the Grifter's Buildings. 
 
WheQ WheUe aUe VeYeUaO eTXaO RSWiRQV 
If several possible placements are tied for giving the best score for the Building's Valuation, the 
Player gets to choose where the Building is placed.  
Similarly in the case of Buildings with Enclosement Valuations, if there are several placements 
that are tied for moving the most People to the Grifter's Buildings, the Player gets to choose 
which placement is used. 
You are allowed to take advantage of this by picking whichever of the tied placements that you 
think will favour yourself the most. 



 

 
ScRUiQg SWUeeWV EQcORVed b\ Whe GUifWeU 
When a Street becomes Enclosed when placing an Grifter Building, do the Scoring a Street 
procedure as normal, giving $ to the Grifter for their Buildings. After scoring the People in the 
Street must move or get FOMO as normal. If possible the People must move to Buildings owned 
by the Grifter, as it was the Grifter who Enclosed the Street. If there are several Grifter Buildings 
of the same colour available, the Player may split them up between them as they see fit. 

AbRXW Whe face-XS SWack 

As the Stack is Face-up in the Solo game, you as a player always know what Building the 
Grifter will play next. While placing the Grifter's Building, you'll also be able to see what Building 
you will be drawing next, and so you can also take advantage of that information. Note that 
you're not allowed to lift up the top Building to look at this Building beneath while placing your 
own Building. You don't get to look at your next draw until you start placing the Grifter’s Building. 

WheQ Whe SWack iV ePSWied 

When the stack is emptied, you will play your final 3 Buildings without drawing new ones as per 
the normal rules. As the Stack is gone the Grifter needs to play the tiles from the Grifter 
Endgame Stack instead during these final 3 turns. Immediately after drawing the final Building in 
the Stack to your hand, shuffle the Grifter Endgame Stack and turn it face-up. Use it to replace 
the Stack when Building a Building for the Grifter in the final 3 turns. 

EQd Rf gaPe ScRUiQg 
The Grifter scores just like a Player during the End of Game scoring. 

SWUaWeg\ WiSV 

To win against the Grifter you need to think further than the Grifter does. Instead of just thinking 
about one Building at a time, consider how you can set up your own future turns, and how you 
can manipulate the game so that the Grifter earns as little as possible. The face-up stack gives 
you a nice advantage. 

UViQg Whe BXViQeVV E[SaQViRQ 

The Business expansion can be used in Solo mode. The Grifter earns Business Tokens and 
scores them at the end of the game just like a Player. When given a choice of what token to 
take, the Grifter will pick the token type they have the least of. If several token types are tied for 
this, the Player gets to choose which one they take. 
 



 

UViQg Whe CRQVXOWaQWV E[SaQViRQ 

The Consultants expansion can be used in Solo mode. You can use any Consultant, except the 
Contractor and Renovator who are not suitable for Solo Mode. Do not give the Grifter a 
Consultant. Instead give them an extra $40 at the start of the game. So the Grifter gets $40 in 
easy mode, 60$ in normal and $90 at hard difficulty.  
 
To challenge yourself, try winning the Solo Mode with every Consultant. 
 
 


