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LEVEL SIX

Build your town, house and employ your citizens, and accumulate victory points!  Just hope that you can avoid or mitigate the hazards that can accompany your buildings, including the dreaded Level Six Black Cards.  Fun for 2 to 6 players!

OBJECTIVE
The Objective of Level Six is to satisfy one (or both) of the two options in order to be eligible to win.  The two options are as follows:  

1.  “The 300 Option”:  The winner is the first player to reach 300 Victory Points.

2.  “The Prismatic Option”:  The winner is the first player to have, at the end of a round, at least 3 working citizens housed in every one of the 8 types of purchasable buildings.  In addition, the player must also have an intact Capital in order to win with this option.

Note:  Regarding a win via the Prismatic Option, it does not matter how the citizens are arranged in each building type.  A player may have 3 working citizens in one Bus Terminal and no citizens (or idle citizens) in another Bus Terminal and still qualify for a win.  A player may also have 2 working citizens in one Soup Kitchen and 1 working citizen in another Soup Kitchen (or 1 of each in three Soup Kitchens) and still qualify for a win.  

Tiebreakers, in the event of more than one player reaching the objective within the same round, are discussed in the “Winning the Game” section.

GAME PIECES

177 White Cards + 6 Immunity Cards

150 Black Cards (24 Starred Black Cards, 126 Non-Starred Black Cards)

96 Building Cards

6 Citizen Square Cards

6 Capital Tokens

10 Idle Counters 

320 Marker Chits

Assorted Victory Point Chips, Money

6 Six-Sided Dice

1 Frontiersman Token

SETUP

One Skeleton Key (White) Card for each player is separated from the rest of the White Cards.  In these instructions, this card is referred to as each player’s “Charter Skeleton Key Card.”  The remaining White Cards and all Black Cards are then each shuffled into separate decks.  White and Black Cards never intermingle in the same deck.  If a deck is too unruly because of its number of cards, it may be split into more than one deck.

Each player receives an Immunity Card, a Charter Skeleton Key Card, and 3 White Cards from the deck.  Each player then receives a Citizen Square Card and a Capital Token, the latter symbolizing the player’s Capital building, and 4 face down Black Cards from the deck.  The contents of these Black Cards are not to be viewed by the player or revealed to the table.  The Black Cards are placed next to the Capital Building, and the Citizen Square Card, Immunity Card and Charter Skeleton Key Cards are each placed elsewhere in front of the player, near one another if desired.  Each player then receives $100.  

A die roll determines who wins the Frontiersman Token, which allows that player to begin the Action Phase of the first round.  Subsequently, the Frontiersman Token moves clockwise to the next player at the beginning of each new round.  The person who owns the Frontiersman Token is referred to as the “Frontiersman” for that current round, and initiates each phase of the round.

Starred Black Cards

24 Black Cards contain stars on them; 2 of each type of Level Six card, and 1 of each type of “medium severity” card (the Level varies from Hazard type to Hazard type).  These cards are only added to the Black Card Deck if there are 6 players in a game, or if players opt to add more risk to the game.

GENERAL GAMEPLAY

A player’s primary method of progress is to purchase buildings, purchase citizens (i.e., the monetary requirement for those persons’ 
citizenship in one’s town), and then house the citizens in the buildings.  Buildings, if they remain intact throughout a round, yield money, known as Rent.  Citizens, if the buildings that house them stay intact, yield Victory Points.   

Round Order

The game consists of an indeterminate number of rounds, until at least one player reaches the objective.  Each round consists of the following phases:

1.  FORTUNE PHASE:  

  A.  All buildings in play enter their next round of existence.  This is done by moving the marker on the right hand side of a building one round downward.  Buildings that reach the “6+” circle, indicating their 6th round of existence, do not move the marker again for the rest of the life of the building.

  B.  Each player draws a White Card from the White Card deck.  If the deck is empty, re-shuffle and turn over the White Card discard pile.  

  C.  Each player then rolls dice for an opportunity to win the Luxury Tax Fund (see “Luxury Tax Fund” section).  

Note:  There is no Fortune Phase in the game’s 1st round, and play begins with the Action Phase. 

2.  ACTION PHASE:  

  A.  Starting from the Frontiersman, each player takes one action, then play proceeds clockwise.  Eventually, all players take four actions during the Action Phase (unless a card instructs otherwise).  

  B.  Following these four actions by all players, a player (starting from the Frontiersman) may choose to discard any two White Cards from his/her hand in order to take an additional Action.  This option is referred to as an Action Lease, and an unlimited number of Action Leases may be undertaken, with a player waiting his/her turn in clockwise order before performing each new Action Lease.  Those uninterested in performing an Action Lease may pass as often as desired.

Actions Include:

Purchasing and playing a White Card from one’s hand

Purchasing and playing the Immunity Card or the Charter Skeleton Key

Upgrading the size of an already-purchased White Card

Drawing (but not purchasing or playing) a White Card from the Deck

Purchasing a building

Purchasing a number of citizens 

Moving up to a certain number of citizens from building to building via the Bus Terminal 
privilege (Bus 
Terminal required; See “Buildings” section)

Passing

Each of these options constitutes a separate Action.

3.  CASINO PHASE:  Each player who owns one or more Casinos, and chooses to partake in this phase, rolls a Casino Die for each Casino he/she owns (i.e., every one he/she decides to have participate). (To be explained in the “Buildings” section.)  If no one owns a Casino, or no one chooses to partake in this phase, players move to the Hazard Phase.  

4.  HAZARD PHASE:  If circumstances warrant (see “Buildings” section), each player rolls dice for his/her buildings.  If one or more Black Card is to be revealed, the player reveals the card and “resolves” it, i.e., follows its instructions.  If a Black Card causes the destruction of one or more buildings, this is also resolved during this phase.  (See “Black Cards” section.)  Each player completes his/her entire Hazard Phase before the next player starts his/hers.

Any fines incurred during the Hazard Phase are tallied, to be extracted out of the player’s Capital Stipend.  (See information about a Capital Stipend below, and see “Fines” section.)

5.  INVENTORY PHASE:  

  A.  All Victory Points from housed citizens are counted and added to each player’s total, starting from the Frontiersman.  Each player receives Rent on all intact buildings (see “Gameplay” section and “Buildings” section.)  

  B.  Then, if a player’s Capital is still intact, the player receives a “Captial Stipend”:  +1 to the Resource Track of every intact building (if possible), and $50.  If a player’s Capital has been destroyed, he/she does not receive a Capital Stipend, i.e. he/she does not receive +1 to his/her Resource Tracks, nor $50.  See “Debt and Bankruptcy” section for further explanation and exceptions. 

  C.  Then, the players with the most and second most total Victory Points in the game donate $25 and $10, respectively, to the Luxury Tax Fund (see “Luxury Tax Fund” section).  Note:  This part of the Inventory Phase does not occur during the game’s first two rounds.  

The Inventory Phase concludes the round, whereupon the players check to see if one or more of them has completed the objective and is eligible to win the game.

Winning the Game
Eligibility for a win occurs only at the end of each round (i.e., after the Inventory Phase).  If a round ends and exactly one player has satisfied either the “300 Option” or the “Prismatic Option” (or both), that player wins the game.  If more than one player satisfies the objective within the same round, the winner is chosen as follows:

1.  If exactly one player satisfies both Options of the Objective, he/she wins regardless of any other tiebreaking data.  In the unlikely circumstance in which more than one player satisfies both Options of the Objective, the winner is the current Frontiersman or the closest player (via clockwise order) to the Frontiersman.  

2.  Those who satisfy only the “300 Option” always take tie-breaking precedence over those who satisfy only the “Prismatic Option.”  

3.  If two or more players satisfy the “300 Option” during the same round, the winner is the player who has the most Victory Points.  In the event of a tie, the winner is the current Frontiersman or the player closest (via clockwise order) to the Frontiersman.

4.  If two or more players satisfy the “Prismatic Option” during the same round, the winner is the player with the most total intact buildings in his/her town.  In the event of a tie, the winner is the current Frontiersman or the player closest (via clockwise order) to the Frontiersman.

RESOURCES

To avoid penalty, each building must provide an undefined combination of four basic resources:  Health, Food, Entertainment and Political Clout.  These resources must be present even if the building is currently empty.  Resources are represented jointly on a Resource Track, which extends from 1 to 7 on every purchasable building (i.e., every building other than the Capital).  Upon the purchase of a building a player places a marker on the “1” circle of the Resource Track, and the Capital Stipend moves the marker +1 up the track during every round in which the building stays intact.  Certain hazards may move the marker down the track or onto the Red Circle, which indicates a depletion of resources to zero (and an accompanying penalty, as described below).  Unless a Resource Enrichment (White) Card (which extends the Resource Track) is purchased for a building, a marker cannot rise above 7 on the Resource Track, and thus it remains at 7 for the remainder of the building’s life, unless forced downward by a hazard.  

Note:  If a citizen moves from one building to another, the citizen’s resources are now provided only by the new building.

Red Circle Penalties

If a hazard depletes a building’s Resource Track onto the Red Circle (i.e., to zero), there is a penalty, one that differs based upon the type of hazard that caused the depletion.

If a Plague (Black) Card, which affects Health, depletes a Resource Track into the Red Circle, the citizens inside the building in which this occurs (referred to as the affected building) “die” and are removed from the town.  No Victory Points are awarded for deceased citizens.  If the affected building is empty, the penalty is nullified.

Note:  The term “affected building” is used to specify the building directly impacted by the instructions of a White Card or by the reveal of one of the building’s designated Black Cards, even though other buildings may also be tangentially impacted by the instructions of this card.

If a Drought (Black) Card, which affects Food, depletes a Resource Track into the Red Circle, the citizens inside the building, as well as the citizens in the most populated building in the player’s town (or the second most, if the building that incurs the hazard is the most populated), “go on strike” and become idle, which cuts their Victory Point yield from 2 to 1 (each).  (See “Citizens” section.)  If the affected building is empty, the most populated building’s citizens still become idle, but there is no further penalty.  If there is a second (or more) Drought-caused depletion into Red Circles during the same round, the citizens of the next most populated building (which has not yet been impacted by the previous penalty) become idle, and so on.  If an entire town’s citizenry has become idle, there is no further penalty for a further depletion by a Drought Card.

If a Leisure Moratorium (Black) Card, which affects Entertainment, depletes a Resource Track into the Red Circle, the entire town “loses morale” and the resource track of every purchasable building in the player’s town incurs a -3 penalty on their Resource Track.  If this penalty causes other Resource Tracks to be depleted into their Red Circles, there is no further Resource Track depletion (of those tracks that are still above zero), but a $25 fine is incurred for each depletion into a Red Circle (beyond the initial depletion in the affected building).  There is a maximum limit of two $25 fines possible during a round (see “Fines” section), with no further penalty if this limit is reached.
If an Upheaval (Black) Card, which affects Political Clout, depletes a Resource Track into the Red Circle, a player’s Capital building “is attacked.”  (This occurs whether or not there are citizens in the building whose Resource Track is depleted to zero.)  At least one Black Card from the Capital is revealed and resolved as a result (see Note below).  Only one attack of the Capital is possible during a single round, but any second (or more) instance of an Upheaval-caused depletion to zero within the same round incurs a $25 fine for each depletion. There is a maximum limit of two $25 fines possible during a round (see “Fines” section), with no further penalty if this limit is reached.  

Note:  During the first instance of an attack on a player’s Capital, one Black Card is revealed and resolved.  During the second instance of an attack on a player’s Capital (which must occur in a future round), two Black Cards are revealed and resolved.  During the third instance of an attack on a player’s Capital, one Black Card is revealed and resolved, and the Capital is destroyed.  However, depending upon other circumstances, a player’s Capital may be destroyed in fewer than three attacks (if the player has depleted all of his or her Capital’s Black Cards:  see “Black Card” section).  If a player’s Capital has been destroyed, an Upheaval-caused depletion into a Red Circle no longer carries a penalty.

Regardless of whether a Capital remains intact at the end of a round, every building’s Resource Track that has been depleted into its Red Circle resets back to “1” at the beginning of the next round. 

Note:  A Resource Track cannot be depleted beyond its Red Circle.  Even if a Resource Track is marked at “1” and a player is instructed to lose 4 Resources on that track, he/she is only required to deplete to zero, without further depletion, and there are no negative values on the Resource Track. 

Insulation and Penalty Exemption
Each building’s Resource Track has the letters H F E and P (Health, Food, Entertainment, Political Clout) above the numbers from 4 to 7 respectively.  When a marker reaches or exceeds the circles with these letters above them, the building is insulated from (i.e. typically harmed less by) hazards related to these resources.  

H (Health) is related to Plague
E (Entertainment) is related to Leisure Moratorium

F (Food) is related to Drought
P (Political Clout) is related to Upheaval   

Thus, if a building’s Resource Track is at 4, the building is insulated from a Plague hazard.  If a building’s Resource Track is at 6, the building is insulated from a Plague, a Drought and a Leisure Moratorium hazard (since 4, 5 and 6 have each been reached or exceeded).  

In addition, certain building types exempt a player from a Red Circle Penalty.  Hospitals are not subject to Plague-caused Red Circle Penalties.  Soup Kitchens are not subject to Drought-caused Red Circle Penalties.  Amusement Parks are not subject to Leisure Moratorium-caused Red Circle Penalties.  Forum Halls are not subject to Upheaval-caused Red Circle Penalties.  If a depletion to zero occurs on a Resource Track in a building which is exempt from the requisite penalty, the Resource Track is simply reset to 1 at the beginning of the next round.  Note:  Exemptions only concern the affected building.  For example, a Leisure Moratorium penalty would still affect the Resource Track of an Amusement Park if the Amusement Park was not the building that revealed the hazard, and a $25 fine could still be incurred if the Amusement Park’s Resource Track is depleted into its Red Circle as a result.  Similarly, a Soup Kitchen’s citizens can become idle as the result of a Drought penalty, if the Soup Kitchen was not the building that revealed the hazard.         

CITIZENS   

Citizens can be purchased, as an Action, (exclusively) in a number of different packages, as follows:

1 Citizen = $10

2 Citizens = $18

5 Citizens = $41

10 Citizens = $74

20 Citizens = $133

Upon purchase, Citizens are placed on the Citizen Square Card, as indicated by markers showing the number of citizens.  (8 citizens, for example, can be indicated by markers on both the “5” and the “3” number).  An unlimited number of citizens can be added to Citizen Square (i.e., a player may purchase 5 citizens, then 10, then 2, as separate Actions, and keep them all simultaneously on Citizen Square.  Two or more markers on the same number may be used for excessively large quantities of citizens). 

On a player’s turn, as an auxiliary move (i.e., a move that occurs alongside an Action or an Action Lease, but is not itself considered an Action), a player may house as many citizens as desired in any available buildings, provided that there is sufficient capacity for them.  (See “Buildings” section).  For various strategic reasons, a player may choose to keep some Citizens on Citizen Square until a future auxiliary move, as part of a future Action, without penalty.  Citizens can be housed as an auxiliary move during an Action Lease.

Note:  Citizens can never be housed in the Capital. 

Upon being housed in a building, a citizen is considered to be working, and he/she remains as a working citizen until or unless the building is destroyed or the citizen is forced by a card to become idle.  A working citizen yields 2 Victory Points during each Inventory Phase, while an idle citizen yields 1 Victory Point.  Citizens in destroyed buildings “die” and are removed from the town, unless protected by a Steel Bunker (White) Card, whereupon they are relocated to Citizen Square (the benefit of which is that they do not need to be re-purchased).  Citizens on Citizen Square during an Inventory Phase (regardless of how or when they arrived) receive zero Victory Points for the round.  Deceased citizens receive zero Victory Points for the round.  
An idle citizen becomes a working citizen again at the beginning of the next round.

To indicate that all of the citizens of a building have become idle (which is the most common occurrence of idle citizens), a marker is placed on the building’s Idle Circle.  To indicate that only some citizens of a building have become idle, place an Idle Counter next to the building, and place markers to indicate the number of idle Citizens.  These rules also apply to the citizens on Citizen Square.  When idle citizens are moved from a building to another building via the Bus Terminal privilege, or are moved from Citizen Square to be housed in a building, they remain idle for the rest of the round, and should be indicated as such through the use either of the new building’s Idle Circle or with an Idle Counter.

VICTORY POINTS

Victory Points are necessary to a player reaching the “300 Option” objective.  Most of a player’s Victory Points will be yielded from the citizens that are housed in intact buildings during an Inventory Phase, though some Victory Points may be yielded via the purchase of a Victory Point (White) Card or a Resource Enrichment (White) Card.  Once a player receives a Victory Point, it cannot be lost.  The same citizen may yield Victory Points several times during a game, typically in several consecutive rounds while the citizen’s building remains intact.  Victory Points are counted cumulatively as they are yielded, and are indicated by Victory Point chips, which are placed in front of the player.

MONEY

A player receives $100 at the start of a game, and $50 per round as part of his/her Capital Stipend, as long as a player’s Capital remains intact.  Typically, the rest of a player’s income comes from the Rent of the player’s intact buildings, which yield money for every round in which they stay intact.  There is no upper limit as to how much money a player may have.      

There are two types of monetary penalties in the game:  taxes and fines.  These are dealt with differently.  

When a tax is levied, the player is only required to pay up to as much as he/she has in his/her hand, without further penalty.  Thus, if a player has $8 and is taxed $20, he/she is only required to pay $8.  

Fines, which may only be accrued during a Hazard Phase, are deducted from a player’s Capital Stipend.  Therefore, a player cannot accrue more than $50 over the course of a Hazard Phase (the amount of his/her Capital Stipend), and all fines above that amount are nullified.  If a player no longer receives a Capital Stipend, all fines of any amount are permanently nullified.    

The Luxury Tax Fund

Most taxes in the game will be paid during Inventory Phases, starting with the game’s 

3rd round.  During these phases (but not during the first two Inventory Phases of the game), the player with the most total Victory Points after the yield from that round donates $25 to the Luxury Tax Fund, which is located next to the bank.  The player with the second most Victory Points donates $10.  If there is a tie among total Victory Points, all tied players donate the larger amount.   

Example:  Players C and E each have 166 Victory Points after the yield of an Inventory Phase, more than the total of any other player.  Each donates $25 to the Luxury Tax Fund.  Player B, whose 149 points is the next highest total, does not need to donate.  If instead of 166 Victory Points, Player E had 149 Victory Points, Player C would have donated $25, and both Players B and E would have donated $10.

Other taxes may be levied (during the Action Phase or the Hazard Phase) by the instructions of a card.  All taxes are paid to the Luxury Tax Fund, including those levied by the Funding Crunch (Black) Card, even though this would normally be classified as a flat tax instead of a luxury tax.  Taxes levied by a card are not affected by the amount of total Victory Points a player has, and can be levied during the first two rounds of the game (even though taxes are not collected during the game’s first two Inventory Phases).

During each Fortune Phase (starting from the game’s 1st round), the bank puts $35 into the Luxury Tax Fund.  If someone wins part or all of the fund during a Fortune Phase, causing the fund to be left with less than $35, the fund is reimbursed by the bank to $35 immediately.  If, after someone wins part of the fund, it still contains $35 or more, it is not reimbursed.  It is possible for more than one player to win the fund within the same round, and each time it is won, it is reimbursed to $35 if necessary. 

There is a $350 limit on a player’s winnings if he/she wins the Luxury Tax Fund.  If there is more money in the fund than $350, the remainder stays in the fund, and can be won within the same round (by another player) or in a subsequent round.  

During each Fortune Phase, each player (starting from the Frontiersman) rolls dice once with an opportunity to win all or some of the Luxury Tax Fund.  To win the Luxury Tax Fund, a player needs to roll 2 6’s on the dice, regardless of how many dice are being rolled.  Each player begins with 2 dice, but may purchase extra dice with one or more Luxury Tax Fund Die Cards.  These cards are permanent, and thus permanently give extra dice to a player, until he/she wins the Luxury Tax Fund (at which time the cards are discarded).  Purchasing the maximum of 4 dice gives the player a total of 6 dice with which to roll.  A player can re-purchase Luxury Tax Fund Die Cards after winning the Luxury Tax Fund, even if the player had previously purchased his/her limit of 4 cards for a prior attempt.  The odds of winning the Luxury Tax Fund with 6 dice are just under 10 times more likely than the odds of winning it with 2 dice. 

Fines

Fines can be accrued either by the direct instructions of a card or by the depletion of resources in a building to zero, if the hazard that causes the depletion is a Leisure Moratorium or an Upheaval.  (See “Resources” section.)  There is also, on some Black Cards, a Businessman’s Fine, which penalizes a player if there are fewer than 3 housed citizens in the player’s town upon the reveal of the card.  It does not matter if the citizens are working or idle.  Citizens on Citizen Square do not count as “housed,” and citizens that have died before the reveal of a card with a Businessman’s Fine do not count toward the minimum of 3 housed citizens needed to nullify the fine.  Like all other fines, Businessman’s Fines are extracted from a player’s Capital Stipend for the round in which they occur, and are nullified permanently if the player has lost his/her Capital.

Note:  The Inflation (Black) Card is not considered a fine, since it merely adds to the price of future purchases.  The Funding Crunch (Black) Card is also not considered a fine, but a tax.  Thus, these two cards do not relate to a player’s Capital Stipend amount.

Of Interest:  Businessman’s Fines are so named because the business sector of the town (not physically represented in the game) frowns upon the town being too empty to buy their products, and they thus blame many hazards on a lack of consumer patronage.  

Debt and Losing the Capital

A player may not purchase any item that, including discounts, costs more than the amount of money the player has in his/her hand.  Since taxes only require the player to pay what is currently in his/her hand, and since fines cannot exceed the player’s Capital Stipend amount, there is no debt in Level Six.  

If, as a result of a player being forced to reveal or rescind all four of his/her Capital’s Black Cards (see “Black Cards” section), a player loses his/her Capital, new rules come into play for the remainder of that player’s game.

1.  A player no longer receives a Capital Stipend.  The Resource Tracks of his/her buildings cannot advance upward for the remainder of the game, except out of their Red Circles.  All Resource Tracks that have been depleted into their Red Circles are reset to “1” at the beginning of the next round.  This process is repeated if a Resource Track is again depleted to zero in an ensuing round.  Penalties for depletion to zero (such as citizens becoming idle) may still apply. 

2.  A player is immune from all fines for the remainder of the game.  Taxes may still apply.

3.  A player without a Capital is ineligible to win via the “Prismatic Option,” but can still win via the “300 Option.”

4.  Unlike in normal play, a player may purchase a building with only White Card discounts, not needing any separate money.  (See “White Cards” section.)  A player may be paid the remainder of a partially unused White Card discount in this case.  In other words, a player purchasing a Lodge for $37 with 8 White Cards (i.e., the equivalent of $40, since White Cards can each be discarded for a $5 value during the purchase of a building) is entitled to $3 back.

5.  Unlike in normal play, a player may, as an auxiliary move (i.e. not requiring an Action), sell his/her Immunity Card or Charter Skeleton Key Card for half of their face value:  $63 for the Immunity Card and $9 for the Charter Skeleton Key Card.  

BUILDINGS

Each player starts with a Capital, and there are 8 types of purchasable buildings in the game.  A player may purchase an unlimited number of buildings, and an unlimited number of each type of building (use proxies if the supply is exhausted).  Once purchased, a player places a building on the table, facing him/herself, ideally with enough space around it to accommodate several Black Cards and White Cards.  

As is shown in Picture 1, each building type has a number of unique characteristics, including a different cost [#2], capacity [#5] (the amount of citizens that the building can house, without assistance from a card), and Rent [#3].  Each building also gives a player a certain number of Black Cards and White Cards [#4] (the Lodge gives 2 Black Cards and 1 White Card, as the Black Card number is always presented first).  The White Cards may be claimed into the player’s hand immediately, and may be purchased for use within the same (or a subsequent) round as an Action.  The Black Cards are not revealed (even to the player that purchases the building), and remain face-down next to the building until or unless the Hazard Phase (of the same or a subsequent round) forces them to be revealed or rescinded (See “Black Cards” section.)  In addition, some buildings enable unique special privileges to the player, as discussed below, individually.  
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Picture 1:  Lodge Building

Code Compliance

For a building to avoid the potential reveal of a Hazard, it must be code compliant (also referred to as “up to code” or simply as “compliant”).  The numbers above the round indicator [#15] demark the inspection score for that round, a score that, beginning in the building’s 3rd round of existence, begins to drop, since it is harder to keep a building up to code as it ages.  Upon purchase, a player places a marker on the Round 1 circle, which has an inspection score of 5 [#16], and during each successive Fortune Phase, the marker is moved one circle down the Round Indicator.  Once a building enters its 6th round of existence, it stays on the “6+” circle, with an inspection score of 1, for the remainder of its existence.  

As necessary, each building rolls one 6-sided Hazard Die during each Hazard Phase.  For a building to be code compliant, the sum of the current inspection score plus the die roll (plus any assistance from cards) must equal or exceed 6.  Thus, a building in its 4th round of existence, which will have an inspection score of 3, is compliant if the die roll (combined with assistance from a card, if necessary) is 3 or higher (3 + 3 = 6), and is not compliant if the die roll is below 3.  If a building is not compliant, it must reveal and resolve one of its Black Cards (see “Black Cards” section).         

Note:  The round of a building’s existence is not necessarily related to the overall round of the game.  Every building, upon purchase, is considered to be in its 1st round of existence throughout the remainder of the current round, and the rounds reset at the beginning of each Fortune Phase.  

Note:  A Hazard Die is only rolled if necessary, i.e., if there is a chance that a building will not be compliant.  For example, since in the first two rounds of a building’s existence, its inspection score is 5, meaning that any die roll added to it will equal or exceed 6, a Hazard Die is not rolled during these rounds, unless the building has been attacked by a Stern Actuary (White) Card, which reduces the Hazard Die result by 1.
Upon purchase, a marker is placed at 1 on the Resource Track [#9], and when citizens are housed in the building, they are indicated on the Citizen Counter [#7], using multiple markers if necessary.  The normal capacity limit [#8] (the maximum capacity of citizens that a building can house without assistance from a card) is highlighted on each building. 

Types of Buildings

CAPITAL:  Each player starts with a Capital, and the Capital has special functions not consistent with the 8 purchasable buildings.  One cannot purchase a new Capital or an additional Capital.  If it is destroyed, a player is without a Capital for the rest of the game.  (See “Debt and Losing the Capital’ section.)  The Capital is also unique in that it cannot house citizens, never rolls a Hazard Die, contains no resources, does not give a player White Cards, and cannot support White Cards (i.e., a player cannot affect his/her Capital with a White Card, including his/her Immunity Card).  The Capital begins the game with 4 Black Cards, not to be revealed (to anyone, including the player) or rescinded until or unless the Capital is attacked via an Upheaval Hazard penalty (one that causes a depletion of a Resource Track to zero), or by a non-local (i.e., not limited to the affected building) Hazard instruction.  Black Cards that are revealed in the Capital must be resolved (i.e., the instructions must be followed) even if the reveal destroys the Capital.  However, the Capital is not affected by most hazards, including any hazard related to resource depletion or citizens.  In such a case, there is no additional penalty.

LODGE:  A Lodge costs $37, or $30 with a Carpenter Card discount.  Its Rent is $15.  Upon purchase, a player receives two Black Cards and one White Card.  It has a normal capacity of 4.  Of the individual hazard types, the Lodge is most susceptible to Tornadoes.  A Lodge contains no Building Privilege.

BUS TERMINAL:  A Bus Terminal costs $57, or $46 with a Carpenter Card discount.  Its Rent is $25.  Upon purchase, a player receives two Black Cards and one White Card.  It has a normal capacity of 6.  Of the individual hazard types, the Bus Terminal is most susceptible to Tornadoes and Plagues.

Bus Terminal Building Privilege:  If a player’s town contains a Bus Terminal, he/she may choose, as an Action, to relocate up to 3 citizens from any building to any other building (or back to Citizen Square).  The citizens do not need to be from the same building, nor do they need to go to the same destination.  There is no need for a citizen to originate from or move to a Bus Terminal building itself.  Other than the fact that the Bus Terminal Privilege requires an Action, there is no additional cost to enact it.  A Bus Terminal Privilege is usually enacted in order to move citizens from an imperiled building to a more stable building. 

A player may enact more than one Bus Terminal Privilege as part of the same Action, provided that he/she owns multiple Bus Terminals (i.e., the number of citizens that can be relocated is equal to three times the number of Bus Terminals).  In other words, a player who owns 3 Bus Terminals may, as part of a single Action, relocate up to 9 citizens from any building (or combination of buildings) to any building (or combination of buildings, or to Citizen Square).  If a building’s citizens have become idle before they are relocated, they remain idle as they move to their new destination (and can be marked as such with the new building’s Idle Circle or on an Idle Counter).        

AMUSEMENT PARK:  An Amusement Park costs $68, or $54 with a Carpenter Card discount.  Its Rent is $30.  Upon purchase, a player receives three Black Cards and two White Cards.  It has a normal capacity of 7.  Of the individual hazard types, the Amusement Park is most susceptible to Tornadoes and Plagues.

Amusement Park Building Privilege:  Red Circle penalties that result from a Leisure Moratorium hazard are nullified in an Amusement Park, if it is the affected building.  However, the instruction on the Black Card that leads to the penalty is still resolved.  In other words, a player still may be forced by a Leisure Moratorium hazard to deplete his/her Amusement Park Resource Track to zero, or may still incur other consequences, but is not subject to the normal Entertainment-related penalty.  

FORUM HALL:  A Forum Hall costs $81, or $65 with a Carpenter Card discount.  Its Rent is $35.  Upon purchase, a player receives three Black Cards and two White Cards.  It has a normal capacity of 8.  Of the individual hazard types, the Forum Hall is most susceptible to Level Six Explosions and Level Six Tornadoes.

Forum Hall Building Privilege:  Red Circle penalties that result from an Upheaval hazard are nullified in a Forum Hall, if it is the affected building.  However, the instruction on the Black Card that leads to the penalty is still resolved.  In other words, a player still may be forced by an Upheaval hazard to deplete his/her Forum Hall Resource Track to zero, or may still incur other consequences, but is not subject to the normal Political Clout-related penalty.  

SOUP KITCHEN:  A Soup Kitchen costs $93, or $74 with a Carpenter Card discount.  Its Rent is $40.  Upon purchase, a player receives four Black Cards and two White Cards.  It has a normal capacity of 9.  Of the individual hazard types, the Soup Kitchen is most susceptible to Plagues.  It survives Tornadoes.

Soup Kitchen Building Privilege:  Red Circle penalties that result from a Drought hazard are nullified in a Soup Kitchen, if it is the affected building.  However, the instruction on the Black Card that leads to the penalty is still resolved.  In other words, a player still may be forced by a Drought hazard to deplete his/her Soup Kitchen Resource Track to zero, or may still incur other consequences, but is not subject to the normal Food-related penalty.  

CASINO:  A Casino costs $116, or $93 with a Carpenter Card discount.  Its default Rent (discussed below) is $45.  Upon purchase, a player receives four Black Cards and two White Cards.  It has a normal capacity of 11.  Of the individual hazard types, the Casino is most susceptible to Level Six Tornadoes.  It is not susceptible to a Power Outage.

Casino Building Privilege:  The Casino has a special privilege.  A player who owns one or more Casinos has a choice to roll a die (the “Casino Die”) for each Casino during each Casino Phase.  For each Casino, the process is the same.  If a player declines to roll a die, he/she receives the default Rent for the building ($45) and the normal amount of Victory Points for each Citizen housed in the Casino.  If a player chooses to roll the die, he/she receives the following outcomes for the affected Casino for the current round:


6:  Rent of $100 instead of $45, an increase by 122%


4-5:  Rent of $70 instead of $45, an increase by 56%


3:  Normal Rent of $45


2:  No Rent ($0)


1:  No Rent ($0), and the Citizens housed in the affected Casino receive 0 VP for 

the round.  This is indicated by marking the 0 VP Circle on the Casino Building.

Note:  A roll of anything other than 1 yields the normal amount of Victory Points for each Citizen housed in the Casino.      

HOSPITAL:  A Hospital costs $172, or $138 with a Carpenter Card discount.  Its Rent is $60.  Upon purchase, a player receives five Black Cards and three White Cards.  It has a normal capacity of 16.  Of the individual hazard types, the Hospital is most susceptible to Level Six Tornadoes.  It is not susceptible to a Power Outage.

Hospital Building Privilege:  Red Circle penalties that result from a Plague hazard are nullified in a Hospital, if it is the affected building.  However, the instruction on the Black Card that leads to the penalty is still resolved.  In other words, a player still may be forced by a Plague hazard to deplete his/her Hospital Resource Track to zero, or may still incur other consequences, but is not subject to the normal Health-related penalty.  

MANSION:  A Mansion costs $211, or $169 with a Carpenter Card discount.  Its Rent is $75.  Upon purchase, a player receives six Black Cards and three White Cards.  It has a normal capacity of 20.  A Mansion is not particularly susceptible to any individual hazard type.  It survives Tornadoes.  A Mansion contains no Building Privilege.  

A full summary of the attributes of each building can be found in the “Appendix” section.

CARDS
When revealed, all Black Cards contain hazards, some inconvenient, some catastrophic.  To mitigate these hazards, players may choose to purchase White Cards.  All White Cards contain something potentially valuable to a player, including the ability to counteract hazards, best maximize or gain resources, Victory Points or money, attack opponents or defend against attacks.   

Most Black Cards are resolved immediately (i.e., the instruction on them is heeded, and then the card is discarded), as soon as a hazard necessitates that they be revealed (i.e., publicly flipped over).  Sometimes, a revealed Black Card may instruct a player to rescind additional Black Cards (i.e., remove them from a building, still face-down and not revealed to the player or anyone else, and place them at the bottom of the Black Card deck for future use).  If a building is destroyed by a Tornado, all of its Black Cards are similarly rescinded (rather than revealed).  The only Black Card type that is not resolved immediately is the Inflation Card, which puts an additional cost on future building purchases, and is not resolved until the buildings are purchased (or the game ends).

Different White Card types have different lengths of usage, from immediate resolution to semi-permanent status.  Except for the Immunity Card, all cards (Black or White) are discarded to their respective discard piles as soon as they have been resolved.  When each deck is exhausted, players may re-shuffle and turn over the discard piles.  

White Cards are limited by the supply.  Note:  These instructions sometimes refer to an “unlimited number” of certain White Card types, which means “limited only by the supply.”  Black Cards are not limited by the supply.  If all Black Cards are in use (i.e., next to buildings), players may roll a six-sided die twice (as it shown below) to calculate a number from 1 to 30, and then follow the instructions of the corresponding Black Card type as listed by number in the Appendix of these instructions.  Unless a game has been started using the Starred Black Cards (typically in a 6-player game), using the Starred Black Cards as additional supplements to an empty deck is ill-advised, since the Starred Black Cards are weighted more heavily toward severe hazards than the average of the game as a whole.

Determining a Black Card number for a proxy Black Card

Roll 1 die, with the following results:

1:  The number will be between 1-6.

2:  The number will be between 7-12. 
3:  The number will be between 13-18.
4: The number will be between 19-24. 
5:  The number will be between 25-30.
6:  Roll again.

Then roll the die a second time to determine the exact number.  If the first number was a 3, for example, then:

1:  13 (Level Three Plague)


2:  14 (Level Five Plague)

3:  15 (Level Six Plague)


4:  16 (Level Two Drought)

5:  17 (Level Four Drought)


6:  18 (Level Six Drought)
WHITE CARDS

Each player starts with 3 White Cards, and then draws another White Card at the beginning of every round (after the first round).  Each player also starts with an Immunity Card and a Charter Skeleton Key Card, which are both White Cards, but these are not considered to be part of the player’s Hand of Cards.  The Immunity Card and the Charter Skeleton Key Card are kept face-up on a player’s table, typically off to the side, while the player’s drawn White Cards are kept in the player’s hand and hidden from the other players.      

To be put into play, a player must, as an Action, purchase a White Card by paying the amount of the card to the bank.  For the purposes of these instructions, there is no difference between the act of purchasing and the act of playing a White Card; they are both considered part of the same Action, and must be done within the same Action.  Many White Cards have different sizes (often a small, medium and large size), and a card’s benefits become more numerous (and more expensive) in its larger sizes.  A player may choose which size card to purchase, paying the corresponding amount to the bank.  At any time, as a separate Action, a player may also upgrade a card to a larger size by paying the full amount for the larger size, and then moving the marker to the larger circle to indicate this.  In other words, if a player chooses to purchase a smaller card size and then later upgrade the card to a larger size, he/she ends up eventually paying both prices (as though he/she has purchased the card a second time).        

Note:  As an Action, a player may draw a White Card from the deck, and place it into his/her hand, but this is not the same as purchasing the card, and it still needs to be purchased in a future Action to be put into play.

Certain White Card types are local to a specific building (i.e., they only affect that building), and, upon purchase, they are placed next to the affected building of their choice (other than the Capital, which cannot be affected by White Cards).  With one occasional exception (the Immunity Card Exception, discussed below), local White Cards stay in play for the life of the building that they affect, and they cannot be moved from that building (though they can be upgraded to larger sizes).  A building can have several White Cards next to it, each affecting it simultaneously.

Other White Card types are non-local (i.e., they either affect more than one building, or they relate to a player’s Hand of Cards, money supply or Victory Points).  Still other White Cards either attack the assets of other players (Attack Cards), or defend against attacks by other players (Protection Cards).  To be put into play, non-local cards, as well as Attack Cards and Protection Cards, are placed in front of the player who purchases them.  

There is an 8-card limit for a player’s Hand of Cards, though this is only enforced at the end of each Action Phase.  Therefore, players can legally have more than 8 cards in their hand at other times (i.e., during a round’s Fortune Phase or throughout its Action Phase).  The player’s Immunity Card, Charter Skeleton Key Card and any cards in play in a player’s town (Black or White) are not included in the limit, however other Skeleton Key Cards that are drawn into the player’s hand (either from the deck or from the purchase of a building) do count toward the limit.  There are two ways in which a player with more than 8 cards at the end of an Action Phase can evade the 8-card hand limit (playing Victory Point Cards, discussed below, and enacting Action Leases, discussed both in the “Round Order” section and below), but if a player chooses to decline both options, he/she must discard down to 8 cards before the round’s Casino Phase begins.   

A player can hold in his/her hand as many of the same type of card as desired (unless they exceed the overall 8-card limit at the end of an Action Phase), and may have an unlimited number of the same card type in play in his/her town at the same time, provided that the card’s instructions, which sometimes include limits, are followed.         

Each White Card possesses three ways in which it can be of benefit to a player.  First, the instructions of a White Card can help a player increase his/her assets such as resources or building capacity, can help protect against Black Card hazards or opponent attacks, as well as other benefits.  Secondly, any two White Cards may be discarded at the end of an Action Phase for an additional Action, something known as an Action Lease (see “Round Order” section), and this may be done several times as desired (in clockwise turn order).  Thirdly, when purchasing a building, every White Card can be discarded for a $5 discount.  Thus, a $67 Amusement Park costs $52 when coupled with 3 discarded White Cards.  

Note:   A player must pay at least some amount of cash for a building, i.e., he/she cannot purchase a building entirely with White Cards.  This rule is waived if a player has lost his/her Capital (see “Debt and Losing the Capital” section).

Note:  A player may not use a White Card as a discount to purchase citizens or other cards, only buildings.

Note:   If a player is using a Carpenter (White) Card discount or resolving part of an Inflation (Black) Card hazard, the Carpenter Card and Inflation Card affect the price of a building before the White Card discounts affect the price. 

White Card Types

There are 22 types of White Cards, broadly grouped into 5 categories:  Accumulation Cards, Building and Citizen Cards, Bumper Cards, Attack Cards and Protection Cards.  They are further grouped (in the descriptions below) into local cards (which are placed next to the specific building they affect) and non-local cards (which are placed in front of the player, and can either affect multiple buildings at once, affect assets other than buildings, such as a player’s Hand of Cards, or affect an opposing player.       

Accumulation Cards (Victory Point Card, Luxury Tax Fund Die Card, Skeleton Key Card)

VICTORY POINT CARD  [10 in deck]:  This non-local card, purchased and then immediately discarded, gives a player Victory Points (either 5, 9 or 17, depending on the chosen card size).  Victory Point cards are unique in that, unlike all other White Cards, they are played as an auxiliary move (i.e., a move that occurs alongside an Action or an Action Lease, but is not itself considered an Action).  Thus, any number of Victory Point cards may be purchased during a player’s single turn  (as long as the player can afford the cost), and this does not count toward the limit of 4 Actions in an Action Phase.  A player seeking to evade the 8-card hand limit at the end of an Action Phase may choose to purchase one or more Victory Point Cards as part of his/her final Action, in order to deplete to 8 cards.  Strategically purchasing Victory Point Cards at the end of a game may also swing the balance of the final Victory Point count and determine the winner.  One or more Victory Point Cards may be purchased as an auxiliary move to an Action Lease.  
LUXURY TAX FUND DIE CARD [8 in bank]:  This non-local card gives a player 1, 2 or 3 additional dice with which to roll to attempt to win the Luxury Tax Fund (an opportunity given during every Fortune Phase).  The extra dice are semi-permanent (i.e., they stay in play from round to round until the player wins the fund, at which time the Luxury Tax Fund Die Card or Cards are discarded and the extra dice relinquished).  There is a limit of 4 extra dice that a player may purchase per attempt, meaning that a player may roll with as many as 6 dice (4 extra dice plus the default 2 dice) during a series of attempts.  To purchase the maximum 4 dice, a player needs to purchase at least two Luxury Tax Fund Die Cards of sizes that cumulatively accommodate 4 total dice (or are upgraded in order to do this).  A player may not exceed the limit of 4 extra dice, but may re-purchase extra dice after winning the fund and discarding the cards.  The odds of winning the Luxury Tax Fund with 6 dice are just under 10 times more likely than the odds of winning it with 2 dice. 

SKELETON KEY CARD  [One given to each player at start of game, the rest in the deck.  10 total in game]:  This non-local card allows a player to look through the White Card deck and/or discard pile for a card of his/her choice, to then be purchased immediately as part of the same Action.  The player must pay both the cost of the Skeleton Key Card and the full cost of the card chosen from the deck and/or discard pile.  Once a player has chosen to look through the deck and/or discard pile, the Skeleton Key Card is considered to be in play, and the player must purchase an additional card of choice from the deck and/or discard pile (even if the player’s ideal card cannot be found in either pile).  Under the unlikely circumstance that a player cannot afford to purchase any card from the deck or discard pile, the Skeleton Card key is lost, but the player may draw a White Card as a substitute Action.

Note:  The Charter Skeleton Key Card, labeled as such because a player starts the game with it, typically functions identically to the Skeleton Key Cards found in the White Card deck, and may be purchased with the same instructions.  However, if a player has lost his/her Capital, his/her Charter Skeleton Key Card does have a unique rule that does not apply to other Skeleton Key Cards; it can be sold to the bank, as an auxiliary move, for $9 (i.e., half its face value).  

Building and Citizen Cards (Immunity Card, Insurance Card, Steel Bunker Card, Carpenter Card, Fire Marshall Bribe Card)

IMMUNITY CARD  [One per player, up to 6 in game]:  This local card, purchased in the same manner as other White Cards, typically gives one building permanent immunity from certain hazards and attacks.  An immune building does not roll a Hazard Die (see “Buildings” section), and is never subjected to local hazards (including those that could otherwise be caused by a Gatecrasher (White) Card or could otherwise be made more likely by a Stern Actuary (White) Card).  An immune building is never required to rescind Black Cards as the result of another building’s non-local hazard, such as could otherwise be caused by several Explosion (Black) Cards or Chain Reaction (Black) Cards.  (See “Black Cards of Choice” Section for further information.)  An immune building also cannot be destroyed by a Tornado.  

With one exception, however, an Immunity Card does not protect the resources or the citizens inside the building that it affects.  Thus, the citizens in an immune building may still become idle (via a Procedural Jury Duty (Black) Card, a Level Six Power Outage (Black) Card, a Shareholder Meeting (White) Card, or the result of a Drought-caused Red Circle Penalty in another building).  They may also be deported via a Deportation (White) Card, or may be taxed via a Funding Crunch (White) Card.  The one exception is that a Level Three Power Outage (Black) Card does exempt an immune building’s citizens from becoming idle as a result of that card.  In addition, the Resource Track in an immune building may be depleted by a Leisure Moratorium-caused Red Circle Penalty in another building, and if such a depletion causes the Resource Track in an immune building to itself deplete to zero, standard penalties apply.     

The Immunity Card has several unique aspects.  Unlike other White Cards, the Immunity Card is never discarded.  In cases in which it must be removed from play, it remains in front of a player, and once it has been purchased, there is no cost to re-use it for future play, and it may be placed next to a future building as an auxiliary move.  Since it cannot be discarded or drawn, each player has exactly one Immunity Card throughout the game.  Since it never enters a player’s Hand of Cards, it never counts toward a player’s 8-card hand limit, even if put into and then removed from play.

Immunity Card Exception

Unlike all other cards, the purchase and continued effect of the Immunity Card is conditional upon there being at least 3 purchased buildings (i.e., not including the Capital) in a player’s town.  If there are exactly 3 purchased buildings in a player’s town, one of them can support the Immunity Card.  If, for any reason, a player’s town is reduced to having fewer than 3 purchased buildings, the Immunity Card must be immediately, temporarily removed from play until a new third building is purchased, and meanwhile, the building that had been affected is no longer immune until or unless the card is put back into play.  This means that, if applicable (see “Code Compliane” section), the formerly immune building must immediately (and for all future rounds unless it becomes immune again) roll a Hazard Die and reveal or resolve Black Cards as necessary.  Since a formerly immune building could instantly lose its immunity and face a potential Black Card reveal, it is legal (though uncommon) to affect an immune building with an Insurance Card or other White Cards that had been superfluous while the building was immune.

Note:  If removed from play and then put back into play, the Immunity Card may affect the same building as before, or a different building, or a newly-purchased building.      

Note:  Even if a player’s immune building is a Casino, the Immunity Card does not affect the results of a Casino Die.    

INSURANCE CARD  [17 in deck]:  This local card gives a building’s Hazard Die roll an addition of +1, +2 or +3, depending on the chosen card size.  There is a limit of 1 Insurance Card per building, though a player can purchase one for as many buildings as he/she owns, and/or upgrade an Insurance Card’s size. 

Note:  If the combination of an Insurance Card, a building’s inspection score and any possible roll of a die automatically equals or exceeds 6 (and this is not sufficiently lowered by one or more Stern Actuary (White) Card attacks to potentially fall below 6), the affected building does not roll a Hazard Die. 

STEEL BUNKER CARD  [10 in deck]:  This local card gives a specified number of citizens protection from dying as the result of the destruction of a building in which they are housed (either 4, 8 or 15 citizens, depending on the chosen card size).  If the building is destroyed, the protected citizens return to Citizen Square, to be re-housed (if possible) at no cost as an auxiliary move during a future Action.  The benefit of a Steel Bunker is that these citizens do not need to be re-purchased (unlike deceased citizens).  However, since citizens protected by a Steel Bunker are no longer housed in a building during a round’s Inventory Phase, they do not yield Victory Points for the round.  A single Steel Bunker may not protect citizens from more than one building (i.e., it cannot be split up), and there is a limit of one Steel Bunker Card per building, though it can be upgraded.  A Steel Bunker, if its size accommodates, does protect citizens who exceed the normal capacity of a building via a Fire Marshall Bribe Card.  A Steel Bunker is not affected by whether its protected citizens are working or idle. 

CARPENTER CARD  [10 in deck]:  This non-local card allows a player to build a specified number of buildings (either 2, 3 or 5 buildings, depending on the chosen card size), each at a 20% discount from the full cost.  Upon purchase, a player puts a marker onto each circle that corresponds to the number of discounted buildings for which he/she has purchased a discount.  $55 purchases all five circles, $32 purchases the leftmost 3 circles, and $21 purchases the leftmost 2 circles.  During future building purchases, a player may choose when he/she prefers to receive a discount, at which time he/she removes one of the markers to indicate that he/she has used one of his/her allotted discounts.  When all of the markers have been removed, the Carpenter Card is discarded, unless the player decides to immediately upgrade the card, upon which new markers are put onto some of the circles.  Note, however, that regardless of the size or timing of an upgrade, a Carpenter Card cannot yield more than 5 total discounts before being discarded.  Thus, if a player uses two discounts, for example, and then upgrades the card, the maximum number of circles that can still be marked is 3.  

Each building, next to its building name, gives both the full cost and (in parentheses) the cost when discounted 20% by a Carpenter Card.  The amount of savings between the two prices is listed in the Appendix.  It is usually strategically preferable to purchase larger buildings with a Carpenter Card discount, rather than smaller buildings.

Note:  A player may not have more than one Carpenter Card in effect at one time.  

Note:  A Carpenter Card’s effect may (and usually does) extend over several rounds, and a player is not forced to build any or all of his/her buildings during the round in which a Carpenter Card is purchased.

Note:  Other alterations of a building’s price, such as the discount from discarded White Cards or the price hike from an Inflation (Black) Card hazard, are calculated after the Carpenter Card discount is calculated, if a combination of these factors is in effect.  

FIRE MARSHALL BRIBE CARD [10 in deck]:  This local card allows a player to house more citizens in a building than are normally accommodated by the building’s capacity.  This card has a sliding scale of the number of extra citizens it can accommodate, based both on the chosen card size and also on the building’s normal capacity.  For the purposes of this card, buildings are divided into 4 categories by normal capacity:  Capacity 4-6 (Lodge, Bus Terminal); Capacity 7-9 (Amusement Park, Forum Hall, Soup Kitchen); Capacity 11-16 (Casino, Hospital) and Capacity 20 (Mansion). 

The following chart shows the sliding scale of extra citizens that the Fire Marshall Bribe can accommodate.

Normal Capacity


Size of Fire Marshall Bribe Card 






Small

Medium
Large

4-6




+2

+3

+5

7-9




+3

+5

+7

11-16




+4

+6

+9

20




+5

+8

+12

Each building, next to its normal capacity limit, lists (in parentheses) the maximum number of extra citizens it can house with a small, medium or large Fire Marshall Bribe Card.  Extra citizens are added to normal citizens as indicated on the Citizen Counter. The citizens housed normally in the building and the extra citizens housed in the building are considered to be identical in all ways.  

There is a limit of 1 Fire Marshall Bribe Card per building, though it can be upgraded. 

Bumper Cards (Resource Enrichment Card, First Aid Kit Card, Canned Vegetables Card, Roller Disco Card, Suggestion Box Card)

RESOURCE ENRICHMENT CARD [10 in deck]:  This local card adds +1, +2 or +3 to a building’s Resource Track marker (depending upon the chosen card size).  It also extends the Resource Track to 8, 9 or 10 (depending upon the chosen card size).  While an unaffected Resource Track stops at 7 and remains at 7 until or unless a hazard depletes it, a Resource Track affected by a Resource Enrichment Card progresses normally from 7 to 8, etc., via a Capital Stipend.

A Resource Enrichment Card also carries potential bonuses.  If a player reaches 8 on a Resource Track, he/she receives a one-time-only bonus of 3 Victory Points (though this bonus can recur on multiple Resource Tracks throughout a player’s town).  If a player reaches 9 on a Resource Track (possible only by the purchase of a medium or large Resource Enrichment Card), he/she receives an additional one-time-only bonus of 5 Victory Points.  If a player reaches 10 on a Resource Track (possible only by the purchase of a large Resource Enrichment Card), he/she receives an additional one-time-only bonus of 8 Victory Points.  The bonuses are cumulative, i.e., a player who reaches 10 on the Resource Track receives a total of 16 Victory Points (3 + 5 + 8) along the way.  This occurs even if, for example, the player purchases a large Resource Enrichment Card while already at 7 on the Resource Track and thus “jumps” from 7 to 10.  In this case, the player is considered to have reached both 8 and 9, and is thus eligible for those bonuses. 

Upon purchase, a player places a marker on one of the bottom circles (the one with the price that corresponds to the chosen card size).  The player only places an additional marker onto the 8, 9 or 10 circle upon reaching these numbers on the Resource Track.  This marker can be the same marker that indicated the Resource Track number on the building card.             

There is a limit of 1 Resource Enrichment Card per building, though it can be upgraded. 

FIRST AID KIT [7 in deck]:  This local card moves the H insulation letter to the 1 circle, which allows a player to be permanently insulated from (i.e. typically harmed less by) Plague hazards from any position on the Resource Track, since all positions (not counting the Red Circle) reach or exceed the 1 circle.  There is a limit of 1 First Aid Kit per building.      

CANNED VEGETABLES [7 in deck]:  This local card moves the F insulation letter to the 1 circle, which allows a player to be permanently insulated from (i.e. typically harmed less by) Drought hazards from any position on the Resource Track, since all positions (not counting the Red Circle) reach or exceed the 1 circle.  There is a limit of 1 Canned Vegetables Card per building.      

ROLLER DISCO [7 in deck]:  This local card moves the E insulation letter to the 1 circle, which allows a player to be permanently insulated from (i.e. typically harmed less by) Leisure Moratorium hazards from any position on the Resource Track, since all positions (not counting the Red Circle) reach or exceed the 1 circle.  There is a limit of 1 Roller Disco per building.      

SUGGESTION BOX [7 in deck]:  This local card moves the P insulation letter to the 1 circle, which allows a player to be permanently insulated from (i.e. typically harmed less by) Upheaval hazards from any position on the Resource Track, since all positions (not counting the Red Circle) reach or exceed the 1 circle.  There is a limit of 1 Suggestion Box per building.
Attack Cards (Clerical Lapse Card, Furlough Card, Daylight Saving Card, Gatecrasher Card, Stern Actuary Card, Deportation Card, Shareholder Meeting Card)

Attack Cards, purchased as an Action, target the assets of opposing players, including their buildings, citizens, Hand of Cards and money supply.  Some cards require the attack to be resolved immediately, while others require that it be resolved during the round’s Hazard Phase or during the following round.  

Note:  A player may purchase several Attack Cards (and/or several of the same Attack Card type) and attack the same opponent or opponents multiple times during the same round (including as an Action Lease).  However, certain Attack Cards (such as the Daylight Savings Card, which limits an opponent to 3 Actions in the ensuing round) are by their nature superfluous if incurred by the same player more than once during the same round.  

Each Attack Card has a small and a large size.  The small size targets a specific single opponent for an attack (an opponent chosen by the card purchaser), while the large size targets all opponents.  

All Attack Cards are non-local.  Because they affect other player’s towns, the card purchaser must indicate which opponent or opponents are being attacked. 

Attacks are repelled by an opponent that has previously purchased a corresponding Protection Card, discussed below.

CLERICAL LAPSE CARD  [7 in deck]:  The targeted opponent, or all opponents (depending on the chosen card size), must immediately donate $20 to the Luxury Tax Fund (or as much money is in the opponent’s possession if under $20).    

FURLOUGH CARD  [7 in deck]:  The targeted opponent, or all opponents (depending on the chosen card size), must immediately discard 2 White Cards from his/her Hand of Cards (or as many cards as he/she currently has if under 2).  A player’s Immunity Card, Charter Skeleton Key Card or cards in play are unaffected by a Furlough Card.

DAYLIGHT SAVING CARD  [7 in deck]:  The targeted opponent, or all opponents (depending on the chosen card size), may only take 3 Actions during the following round’s Action Phase (though additional Actions via Action Leases are still permitted).  This card does not affect the current round.      

Note:  If a player is both attacked by a Daylight Saving Card and also incurs a Sprained Ankle (Black) Card hazard during the same round, the Sprained Ankle hazard (which limits a player to 2 Actions during the following round’s Action Phase) supercedes the Daylight Savings Card.  

GATECRASHER CARD  [7 in deck]:  The targeted opponent, or all opponents (depending on the chosen card size), must reveal and resolve 1 Black Card of the attacker’s choice (under the conditions listed below).  This reveal and resolution occurs at the beginning of the round’s Hazard Phase (during the opponent’s or opponents’ turn or turns).  If the Black Card’s instructions, or rescissions instructed by it, cause the destruction of one or more buildings (See “Black Cards” section), this is resolved before the rest of the player’s Hazard Phase begins.  A building’s “G” (Gatecrasher) Circle is marked in order to indicate a Gatecrasher attack against it.

A Gatecrasher Card cannot attack an immune building or an opponent’s Capital.  It also cannot attack a building that only contains 1 Black Card in it.  If an opponent has no buildings that can legally be attacked without violating one of these conditions, a Gatecrasher Card has no effect on that opponent.

Note:  If, in the case of a player incurring Gatecrasher attacks on multiple buildings in a single round, one attack forces the rescission of one or more Black Cards in a building that is also under attack from a Gatecrasher Card, such that the second (or subsequent) building is reduced to 1 Black Card, that second (or subsequent) building’s Gatecrasher attack is annulled.  However, a player that incurs Gatecrasher attacks on multiple buildings in a single round cannot opt to rescind a Black Card of Choice from a Gatecrasher-attacked building if this would reduce the building’s Black Cards to 1, thus forcing the annulment of the Gatecrasher attack. 

Note:  Since a building can only reveal one Black Card per round, a Gatecrasher attack (which, by rule, necessitates the reveal of a Black Card) precludes a Hazard Die roll for the affected building.   

Note:  A player may purchase an Immunity Card and place it next to a building that is under imminent attack from a Gatecrasher Card, thereby annulling the attack.

STERN ACTUARY CARD  [7 in deck]:  The targeted opponent, or all opponents (depending on the chosen card size), must subtract 1 from the Hazard Die roll of a building of the attacker’s choice.  This attack is enacted during the round’s Hazard Phase.  A Stern Actuary Card cannot attack an immune building or an opponent’s Capital (the Capital never rolls a Hazard Die).  It can, however, cause a building in its 1st or 2nd round of existence, which would otherwise not roll a Hazard Die, to be forced to roll one (since a 1 on the die would be diminished to 0, and thus the result of the inspection score of 5 plus the dice roll of “0” would not make the building compliant).  A building’s “-1 Circle” is marked (or stacked with multiple markers if necessary) in order to indicate one or more Stern Actuary attacks against it.  There is no limit to the number of attacks that a building can incur from a Stern Actuary Card, each of which subtracts another 1 from the die roll.  A Stern Actuary attack can be mitigated by the purchase of an Insurance Card for the affected building. 

Note:  Since a building under imminent attack from a Gatecrasher Card does not roll a Hazard Die roll, it cannot support a Stern Actuary attack.

Note:  A player may purchase an Immunity Card and place it next to a building that is under imminent attack from a Stern Actuary Card, thereby annulling the attack.

Note:  Under any circumstance by which a building under attack by a Stern Actuary is destroyed prior to the effect of the card, the attack is annulled.

DEPORTATION CARD  [7 in deck]:  The targeted opponent, or all opponents (depending on the chosen card size), must immediately remove 3 citizens of the attacked player’s choice from his/her town (or as many citizens as possible if fewer than three).  The citizens can be removed from Citizen Square if desired.  It does not matter if the removed citizens are working or idle, though deporting idle citizens is usually strategically preferable.  Deported citizens receive no Victory Points and must be re-purchased in order to re-enter Citizen Square.  If an opponent’s town has no citizens in it, a Deportation Card has no effect on that opponent.

SHAREHOLDER MEETING CARD  [7 in deck]:  The citizens of one building of the attacker’s choice in the targeted opponent’s town, or all opponents’ towns (depending on the chosen card size) must become idle for this round.  The attacker may choose Citizen Square in lieu of a building if desired.  If citizens made idle via a Shareholder Meeting Card relocate to other buildings or to Citizen Square, these citizens remain idle (and can be marked as such using the new building’s Idle Circle or an Idle Counter).  However, in the unlikely case that working citizens relocate to a building whose citizens have become idle via a Shareholder Meeting Card, these citizens remain as working citizens (and the building’s Citizen Counter or an attached Idle Counter should adjust to reflect this).  Multiple Shareholder Meeting attacks may be incurred by the same player during the same round, but it is typically superfluous for the same building to be attacked more than once during the same round, since a citizen can only become idle once, and this cannot be reversed until the beginning of the next round.

Note:  Under any circumstance by which a building whose citizens are affected by a Shareholder Meeting attack is destroyed, the attack is partially or fully annulled accordingly.
Protection Cards (Dome Card, Bodyguard Card)

Protection Cards, purchased as an Action, repel Attack Cards on a player’s buildings, Black Cards, and citizens (Dome) or on his/her other assets (Bodyguard).  

Unlike other cards, for a Protection card to be in effect, it must be purchased prior to the attack it is repelling.  Protection cards, which are non-local and thus placed in front of a player, may sit latently for several rounds until they are activated by an attack that they repel.  Once an opponent attacks a player’s protected town or protected assets, the Attack Card is discarded (pending its attacks on other opponents during the same Action), and the Protection Card is either discarded or its layer of protection is diminished by 1.  

Upon purchase, a player puts a marker onto each circle that corresponds to the number of 

domes or bodyguards that the player has purchased.  Each dome or bodyguard repels exactly one attack.  The Protection Card, if in play, must repel an incoming attack (i.e., the card purchaser does not get to choose which attacks are repelled by the card and which are not), at which time the card purchaser removes one of the markers to indicate that he/she has used one of his/her layers of protection. When all of the markers have been removed, the Protection Card is discarded, unless the player decides to immediately upgrade the card, upon which new markers are put onto some of the circles.  Note, however, that regardless of the size or timing of an upgrade, a Protection Card cannot provide more than 3 total domes or bodyguards before being discarded.  Thus, if a player uses one dome, for example, and then upgrades the card, the maximum number of circles that can still be marked is 2.    

Note:  A player may have several Protection Cards in play at once, including multiple cards of each type.  If, for example, a player purchases 2 large Bodyguard Cards, he//she is considered to have 6 Bodyguards, which can repel 6 attacks.    

Note:  Protection Cards only affect Attack Cards, and not protect against Black Cards.

DOME  [8 in deck]:  This non-local card repels the following Attack Cards:  Gatecrasher Cards, Stern Actuary Cards, Deportation Cards and Shareholder Meeting Cards.       

BODYGUARD  [7 in deck]: This non-local card repels the following Attack Cards:  Clerical Lapse Cards, Furlough Cards and Daylight Saving Cards.

BLACK CARDS

Black Card hazards are classified by level of severity, with Level One being the least hazardous and Level Six being the most hazardous.  In a normal game of 2 to 5 players, 8 “medium-severity” and 16 Level Six cards are removed from the Black Card deck, making “lower-severity” cards more likely to be revealed than “medium-severity” cards or Level Six cards.  In all, there are 30 types of Black Cards, and in the full 150-card deck, there are 5 of each type.  

Upon the purchase of a new building, a player places a specified number of Black Cards next to the building (sometimes referred as “inside the building” in these instructions).  The number is specified on the building card, as the first of two numbers separated by a slash (Item #4 on Picture 1).  Black Cards are not viewed by anyone, including the purchaser of the building, until or unless they are revealed during the Hazard Phase.  1 Black Card is revealed if a building either fails to be compliant (see “Code Compliance” section) or is attacked by a Gatecrasher Card.  This Black Card’s instructions may necessitate the rescission of additional Black Cards.  

Note:  A Hazard Die is rolled regardless of whether a building houses citizens or not.  

Each Black Card possesses two ways in which it can be a hindrance to a player.

First, the instructions of a Black Card can deplete a building’s Resource Track (and can thereby cause a Red Circle penalty), can necessitate the rescission of additional Black Cards, can destroy a building with a Tornado Die roll, can make citizens become idle, or can otherwise negatively affect a player’s assets.  Secondly, if the final Black Card of a building is revealed or rescinded, the building is automatically destroyed (though the card’s instructions upon reveal must still be resolved, since they may affect a player’s assets, such as resources, money supply or additional Black Cards, outside of the affected building).  If a reveal does not affect non-local assets, and does not affect the affected building’s citizens (see Note below), there is no further penalty.  A destroyed building yields no Rent, and the deceased (or protected) citizens inside receive no Victory Points.   

Note:  If the final Black Card of a building is a Plague, and this causes a Red Circle Penalty, and citizens inside the newly-destroyed building would otherwise be protected by a Steel Bunker, these citizens die instead of being protected.

Note:  While it might be intuitive to believe that buildings with more Black Cards are more dangerous to purchase, in fact these buildings are more likely to stay intact for longer periods of time, since more Black Cards must be revealed or rescinded in order for them to face automatic destruction. 

At the beginning of a player’s Hazard Phase, all Gatecrasher attacks are resolved first, including the instructions of the revealed card or cards and any instructed Black Card rescissions.  If a player is attacked by multiple Gatecrasher Cards during the same round, it is his/her choice of which to resolve in which order.  Then, a player rolls a Hazard Die for all susceptible buildings.  The choice of order for rolling Hazard Dice is up to the player, though it is usually advisable to roll Hazard Dice for the most stable buildings first (i.e., the buildings with the most Black Cards remaining in them), since a building destroyed by the rescission of its final Black Card does not roll a Hazard Die and cannot reveal a hazard of its own, and thus it cannot negatively affect other buildings.

Black Cards are resolved and discarded immediately upon reveal, with the exception of the Inflation Card, which is resolved during future Action Phases.

Note:  Tornado Cards, which can destroy one or more buildings by their instructions, are also resolved immediately upon reveal.  Buildings destroyed by a Tornado do not roll a Hazard Die.  

Black Cards of Choice

Two Explosion Card types and one Chain Reaction Card type cause the rescissions of one or more Black Cards of Choice.  These cards, chosen by the player whose town is affected, can be from any building, including the affected building and the Capital.  Cards may be rescinded from more than one building as part of the same resolution of a single Black Card.  If a Black Card of Choice is the final Black Card in a building, it is destroyed, as discussed above.        

While an immune building cannot be instructed to reveal a Black Card (unless this is forced by the player’s town having no other Black Cards in it), a player may choose to rescind one or more cards from inside an immune building.   In the extremely rare case in which such a rescission causes the destruction of an immune building, the Immunity Card Exception is enacted (i.e., the Immunity Card is removed from play, to be later put back into play on another building, as an auxiliary move, at no additional cost, provided that the conditions for using the Immunity Card are met).  

Note:  A Black Card of Choice may also be rescinded in a building that is not immune but is otherwise assured of being compliant during this round, and thus does not roll a Hazard Die.

Categories of Black Cards

There are 9 categories of Black Cards, and 30 types altogether.  8 of the 9 categories (Tornado, Explosion, Chain Reaction, Power Outage, Drought, Plague, Political Upheaval, Entertainment Blackout) contain 3 types of Black Card each, and each card within the three has a different level of severity.  Each of these 8 categories contains one card type that is of Level Six severity.  The remaining 6 card types fall into the 9th category, Procedural, where all cards are of Level One or Level Two severity.  

TORNADO:  This hazard can potentially destroy all buildings except the Capital, Mansions or Soup Kitchens, or an immune building (which is never susceptible to a Tornado).  A Capital never rolls a Tornado Die. 

The Level Three and Level Five versions of this card category affect buildings of normal Capacity 7 or lower (Lodges, Bus Terminals and Amusement Parks). Note:  Tornado Cards are not affected by a building’s increased capacity via a Fire Marshall Bribe (White) Card, and only relate to a building’s normal capacity.
Upon destruction by a Tornado hazard, the Black Cards remaining in an impacted building are rescinded rather than revealed.  Citizens inside an impacted building die unless protected by a Steel Bunker.  White Cards that had been affecting the building are discarded.

Tornados are fully resolved immediately upon reveal.  A player may incur multiple Tornado hazards during a single round (i.e. from more than one revealed card), and the full amount of the penalties apply each time.  

The Level Three “Power Flash” Card is enacted if the affected building is of (normal) Capacity 7 or lower, whereupon a player rolls 1 six-sided Tornado Die.  A roll of 1 or 2 immediately destroys the affected building (unless it is immune).  A roll of higher than 2 avoids the impact of the Tornado.  If the affected building is of higher than (normal) Capacity 7, it avoids the impact of a Level Three Tornado Card. 

The Level Five “Bow Echo” Card is enacted if any buildings in a player’s town are of (normal) Capacity 7 or lower, whereupon the player rolls 1 six-sided Tornado Die for each such building, including the affected building if applicable.  A roll of 1 (only) immediately destroys any (non-immune) building for which a Tornado Die is rolled. ).  A roll of higher than 1 avoids the impact of each Tornado.  If a player has no buildings in his/her town of (normal) Capacity 7 or lower, there is no further penalty from this card.
The Level Six “Super Cell” Card is enacted if a player has any buildings other than Soup Kitchens or Mansions (or the Capital) in his/her town, whereupon the player rolls 1 six-sided Tornado Die for each such building (i.e., any building other than a Soup Kitchen or a Mansion), including the affected building if applicable.  A roll of 1 (only) immediately destroys any (non-immune) building for which a Tornado Die is rolled.  A roll of higher than 1 avoids the impact of each Tornado.  If a player has no buildings in his/her town other than Soup Kitchens or Mansions (or the Capital), there is no further penalty from this card.
Note:  A player may choose the order in which he/she rolls Tornado Dice if more than one building in his/her town is susceptible to a roll. 

Note:  Insurance (White) Cards and Stern Actuary (White) Cards do not affect a Tornado Die roll.  

EXPLOSION:  This hazard leads to the rescission of additional Black Cards.

If any rescinded Black Card (by instruction or by choice) is the final Black Card in a building, the building is destroyed, as discussed above.  A player may incur multiple Explosion hazards during a single round, and the full amount of the penalties apply each time.  

The Level Two “Landmine” Card necessitates the automatic rescission of a Black Card from the next building purchased by the player.  Unlike all other Black Cards, the rescission of a Black Card via a Landmine occurs at the moment that the building is purchased.  In other words, whereas a Hospital, for example, normally gives 5 Black Cards and 3 White Cards upon purchase, a Hospital penalized by a Landmine gives 4 Black Cards and 3 White Cards.  If, after a revealing a Landmine Card, a player never purchases another building for the rest of the game, the card carries no penalty.  

Note:  Since a Gatecrasher cannot attack a building that only has 1 Black Card in it, a Lodge or Bus Terminal that has been penalized by a Landmine Card cannot be affected by a Gatecrasher Attack.

The Level Five “Defective Boilers” Card necessitates the rescission of any 3 additional Black Cards of Choice throughout a player’s town (or all possible cards if fewer than 3).  A player may choose to rescind one or more Black Cards in the affected building, in an immune building, or in his Capital, among other buildings.  The order in which the cards are rescinded is the player’s choice.  

The Level Six “Terrorism” Card necessitates three different sets of Black Card rescissions.  A player must (if possible) rescind 1 additional Black Card from the affected building.  A player must then choose to either rescind an additional Black Card from one of his/her Forum Halls (if he/she owns one), or 2 additional Black Cards of Choice from throughout his/her town (or as many as possible if fewer than 2).  A player must then rescind two Black Cards from his/her Capital (if possible).  If a rescission of the Capital’s final Black Card occurs, the Capital is destroyed.

CHAIN REACTION: This hazard leads to the rescission of additional Black Cards. A player may incur multiple Chain Reaction hazards during a single round, and the full amount of the penalties apply each time.  

The Level Three “Termites” Card necessitates the rescission of 1 additional Black Card from the affected building (if possible).

The Level Five “Faulty Concrete” Card necessitates the rescission of 1 additional Black Card from the affected building (if possible), as well as the rescission of 2 additional Black Cards of Choice from a player’s town.  These rescissions can occur from inside the Capital, the affected building or an immune building, or any combination of these or other buildings. 

The Level Six “Sinkholes” Card necessitates the rescission of 1 additional Black Card not from the affected building (i.e., there is no additional rescission from the affected building), but from every other building in a player’s town, including the Capital.  All previously discussed germane rules about rescissions apply.   

POWER OUTAGE:  This hazard makes working citizens idle, which reduces their Victory Point yield from 2 to 1.  (See “Citizens” section.)  Some versions of this hazard category also instruct a Businessman’s Fine of up to $25 if there are fewer than 3 housed citizens in a player’s town at the time of reveal.  (See “Fines” section.)  A player may incur multiple Power Outage hazards during a single round, and the full amount of the penalties apply each time.  

The Level One “Brownout” Card forces the citizens of the affected building to become idle for this round.  

The Level Three “Blackout” Card forces the citizens of a player’s most populated non-immune building to become idle for this round.  Note:  “Most Populated” refers to the current number of housed citizens, not the capacity (or extended capacity) of the building.  In case of a tie, the player can choose which building’s citizens he/she wishes to become idle.  The Blackout Card also may incur a $10 Businessman’s Fine upon reveal.

Note:  If, via a Shareholder Meeting (White) Card, a Jury Duty (Black) Card or a Drought-caused Red Circle Penalty, a player’s most populated non-immune building already contains exclusively idle citizens, the Blackout Card has no effect on a player’s town.

The Level Six “Cascading Fail” Card forces the citizens of all buildings other than Hospitals and Casinos to become idle for this round.  The card applies to the affected building if the building is not a Hospital or a Casino.  The Cascading Fail Card also may incur a $25 Businessman’s Fine upon reveal.

Resource Hazards

The next four categories of Black Cards (Plague Cards, Drought Cards, Leisure Moratorium Cards and Upheaval Cards) affect the Resource Tracks of buildings, and can cause Red Circle Penalties (see “Resources” section).  If a player cannot subtract a sufficient number of resources to fit the instructions of the card, the player must subtract as many resources as are possible.     

Insulation is possible from each hazard in these four categories.  Discussions of the hazards below include both the penalties without insulation and the penalties with insulation.

Note:  Multiple reveals of these hazards during the same round result in the instructed penalty being incurred each time.  It is only the Red Circle Penalties from Resource Tracks depleting to zero on multiple occasions during the same round for which special, hazard-specific rules apply (See “Red Circle Penalties” section.)  

PLAGUE:  This hazard category can cause a Red Circle Penalty whereupon the citizens in the affected building die.  If the affected building is a Hospital, the Red Circle Penalty is nullified.  Some versions of this hazard category also instruct a Businessman’s Fine of up to $25 if there are fewer than 3 housed citizens in a player’s town at the time of reveal.  (See “Fines” section.) 

Without insulation, the Level Three “Malaria” Card subtracts 2 from the affected building’s Resource Track.  With insulation (i.e., if the Track marker has reached or exceeded the H insulation letter, with or without assistance from a First Aid Kit (White) Card), the Malaria Card subtracts 1 from the affected building’s Resource Track.

Without insulation, the Level Five “Cholera” Card subtracts 2 from the Resource Tracks of all Bus Terminals, Amusement Parks and Soup Kitchens, as well from as the affected building.  If the affected building is a Bus Terminal, Amusement Park or Soup Kitchen, this card subtracts 2 from its Resource Track (as a matter of course for its building type), but it does not incur a further penalty. The Cholera Card also may incur a $20 Businessman’s Fine upon reveal.  With insulation (i.e., if the Track marker has reached or exceeded the H insulation letter, with or without assistance from a First Aid Kit (White) Card), the Cholera Card subtracts 1 from the Resource Tracks of all Soup Kitchens and Amusement Parks, subtracts 2 from the Resource Tracks of all Bus Terminals, and subtracts 2 from the Resource Track of the affected building.  If the affected building is a Bus Terminal, this card subtracts 2 from its Resource Track (as a matter of course for its building type), but it does not incur a further penalty.  If the affected building is an Amusement Park or a Soup Kitchen, this card subtracts 2 from its Resource Track, but it does not incur a further penalty.  The insulated Cholera Card also may incur a $10 Businessman’s Fine upon reveal.

Without insulation, the Level Six “Smallpox” Card subtracts 4 resources globally (i.e., from the Resource Tracks of all buildings in a player’s town, including the affected building).  The Smallpox Card also may incur a $25 Businessman’s Fine upon reveal.  With insulation (i.e., if the Track marker has reached or exceeded the H insulation letter, with or without assistance from a First Aid Kit (White) Card), the Smallpox Card subtracts 4 from the Resource Track of the affected building, and subtracts 3 from the Resource Tracks of all other buildings. The insulated Smallpox Card also may incur a $15 Businessman’s Fine upon reveal.

DROUGHT:  This hazard category can cause a Red Circle Penalty whereupon the citizens in both the affected building and the most populated building become idle.  If the affected building is a Soup Kitchen, the Red Circle Penalty is nullified.  Some versions of this hazard category also instruct a Businessman’s Fine of up to $25 if there are fewer than 3 housed citizens in a player’s town at the time of reveal.  (See “Fines” section.) 

Without insulation, the Level Two “Rationing” Card subtracts 1 from the affected building’s Resource Track.  With insulation (i.e., if the Track marker has reached or exceeded the F insulation letter, with or without assistance from a Canned Vegetables (White) Card), the Rationing Card carries no Resource Track penalty.

Without insulation, the Level Four “Harvest Crisis” Card subtracts 2 from the Resource Track of the affected building, and subtracts 1 from the Resource Tracks of all other buildings.  The Harvest Crisis Card also may incur a $15 Businessman’s Fine upon reveal.  With insulation (i.e., if the Track marker has reached or exceeded the F insulation letter, with or without assistance from a Canned Vegetables (White) Card), the Harvest Crisis Card subtracts 2 from the Resource Track of the affected building, and subtracts 1 from the Resource Track of 1 building of the player’s choice.  The insulated Harvest Crisis Card also may incur a $15 Businessman’s Fine upon reveal.

Without insulation, the Level Six “Famine” Card subtracts 4 resources globally.  The Famine Card also may incur a $25 Businessman’s Fine upon reveal. With insulation (i.e., if the Track marker has reached or exceeded the F insulation letter, with or without assistance from a Canned Vegetables (White) Card), the Famine Card subtracts 4 from the Resource Track of the affected building, and subtracts 3 from the Resource Tracks of all other buildings. The insulated Famine Card also may incur a $10 Businessman’s Fine upon reveal.

LEISURE MORATORIUM:  This hazard category can cause a Red Circle Penalty whereupon a player may be forced to subtract 3 resources globally, an act that can lead to additional fines.  If the affected building is an Amusement Park, the Red Circle Penalty is nullified.  

Without insulation, the Level One “TV Cancellation” Card subtracts 1 from the affected building’s Resource Track.  With insulation (i.e., if the Track marker has reached or exceeded the E insulation letter, with or without assistance from a Roller Disco (White) Card), the TV Cancellation Card carries no Resource Track penalty.

Without insulation, the Level Four “Movie Theatre Renovation” Card subtracts 2 from the Resource Track of the affected building, and then instructs the subtraction of 3 resources of the player’s choice, anywhere in his/her town (including additionally subtracting from the affected building, or from an immune building, or splitting up the subtraction of resources between multiple buildings, as desired).  With insulation (i.e., if the Track marker has reached or exceeded the E insulation letter, with or without assistance from a Roller Disco (White) Card), the Movie Theatre Renovation Card subtracts 1 from the Resource Track of the affected building, and then instructs the subtraction of 2 resources of the player’s choice, anywhere in his/her town.  (The above rules apply.)  

Without insulation, the Level Six “Internet Kill Switch” Card subtracts 4 resources globally.  With insulation (i.e., if the Track marker has reached or exceeded the E insulation letter, with or without assistance from a Roller Disco (White) Card), the Internet Kill Switch Card subtracts 3 resources globally.

UPHEAVAL:  This hazard category can cause a Red Circle Penalty whereupon a player’s Capital is attacked.  Multiple Upheaval-caused Red Circle penalties within the same round can also lead to additional fines.  If the affected building is a Forum Hall, the Red Circle Penalty is nullified.  

Without insulation, the Level One “Infringement” Card subtracts 1 from the affected building’s Resource Track.  With insulation (i.e., if the Track marker has reached or exceeded the P insulation letter, with or without assistance from a Suggestion Box (White) Card), the Infringment Card carries no Resource Track penalty.

Without insulation, the Level Three “Crackdown” Card subtracts 1 resource globally.  With insulation (i.e., if the Track marker has reached or exceeded the P insulation letter, with or without assistance from a Suggestion Box (White) Card), the Crackdown Card subtracts 1 from the Resource Track of the affected building, and then instructs the subtraction of 2 resources of the player’s choice, anywhere in his/her town (including additionally subtracting from the affected building, or from an immune building, or splitting up the subtraction of resources between multiple buildings, as desired).

Without insulation, the Level Six “Martial Law” Card subtracts 4 resources globally.  With insulation (i.e., if the Track marker has reached or exceeded the P insulation letter, with or without assistance from a Suggestion Box (White) Card), the Martial Law Card subtracts 3 resources globally.

PROCEDURAL:  This hazard category, consisting entirely of Level One and Level Two card types, can affect a player’s money supply, Victory Point yield, Hand of Cards or upcoming rounds.

The Level Two “Funding Crunch” Card imposes a flat tax of $1 on all citizens in a player’s town (including on Citizen Square).  The minimum tax is $8 (i.e., if a player’s town does not have 8 citizens in it), and the maximum tax is $35 (i.e., if a player’s town has more than 35 citizens in it).  It does not matter if citizens are working or idle.  Like all taxes, the player is only required to pay as much money as is in his/her possession, and the money goes into the Luxury Tax Fund.  Since this card enacts a tax and not a fine, it does not affect a player’s Capital Stipend.  A player may incur multiple Funding Crunch hazards during a single round, and the full amount of the tax applies each time (if possible).  

Note:  The pricing package by which the citizens in a player’s town were originally purchased does not affect the instructions of a Funding Crunch Card.

The Level One “Inflation” Card forces a player to pay an additional $10 for each of his/her next 2 purchased buildings.  Upon reveal, a player places a marker on both circles of the Inflation Card, and then removes each upon purchase of the ensuing affected buildings.  If, after a revealing an Inflation Card, a player never purchases another building for the rest of the game (or only one building), the card carries no penalty (or only penalizes the one building).  A player may incur multiple Inflation hazards during a single round, and the number of future buildings that will face price hikes is cumulative.

Note:  A player calculates a Carpenter (White) Card discount before adjusting the price with $5 White Card discounts or with the Inflation Card.  

The Level Two “Jury Duty” Card makes 5 of a player’s working citizens become idle (if possible, or as many working citizens as possible if fewer than 5).  Because only housed citizens are considered to be “working,” none of the player’s affected citizens can be located on Citizen Square.  Upon reveal of this card, for every working citizen fewer than 5 in a player’s town, there is a $5 fine (which, as with all fines, is extracted from the player’s Capital Stipend and is waived if a player has lost his/her Capital). A player may incur multiple Jury Duty hazards during a single round, and the full amount of the penalties apply each time.  

Note:  The Jury Duty card still applies, enacting either idle status for 5 citizens or a $5 fine for each working citizen fewer than 5, regardless of whether previous cards within the same Hazard Phase had made citizens idle (or caused their death or deportation).  

The Level Two “Layoffs” Card forces a player to discard 3 White Cards from his/her hand (if possible).  If a player has less than 3 White Cards in his/her hand, he/she discards as many as possible and there is no further penalty.  The Immunity Card and the Charter Skeleton Key Card, as well as all White Cards in use in a player’s town, do not count as being a part of the player’s hand.  Unlike most Black Cards, a Layoffs Card can only be incurred once during a round, with no further penalty for multiple reveals of the same card (i.e., a player is never forced to discard more than 3 White Cards per round via this hazard).  It is, however, possible that a player could both be attacked by one or more Furlough Cards and incur a Layoffs Card during the same round, resulting in more than 3 White Cards being discarded (in total) during a round.  

The Level One “Sprained Ankle” Card limits a player to 2 Actions during the next round’s Action Phase (though additional Actions via Action Leases are still permitted).  This card supercedes a Daylight Saving (White) Card if a player both incurs a Sprained Ankle hazard and a Daylight Saving attack during the same round.  In such a case, the player is limited to 2 Actions as discussed above.  Unlike most Black Cards, a Sprained Ankle Card can only be incurred once during a round, with no further penalty for multiple reveals of the same card.

The Level One “Zoning Fine” Card imposes a $20 fine that, as with all fines, is extracted from the player’s Capital Stipend and is waived if a player has lost his/her Capital.  A player may incur multiple Zoning Fine hazards during a single round, and the full amount of the penalty applies each time (up to the limit of the Capital Stipend’s $50).  

APPENDIX

This appendix lists all building types, White Card types and Black Card types in the game, including significant attributes of each type.

Black Cards each come with a card number, in case the Black Card deck is exhausted and players need to use proxies for Black Cards.  (See “Determining a Black Card number for a proxy Black Card” section.) 

Buildings 

Name


Cost
Discount (Savings)
Capacity
Extended Capacity











S
M
L

Capital


N/A
N/A 
     (N/A)
N/A

N/A
N/A
N/A

Lodge


$37
$30
     ($7)

4

6
7
9

Bus Terminal

$57
$46
     ($11)
6

8
9
11

Amusement Park
$68
$54
     ($14)
7

10
12
14

Forum Hall

$81
$65
     ($16)
8

11
13
15

Soup Kitchen

$93
$74
     ($19)
9

12
14
16

Casino


$116
$93
     ($23)
11

15
17
20

Hospital

$172
$138
     ($34)
16

20
22
25

Mansion

$211
$169
     ($42)
20

25
28
32

Name


Black
White
Rent
Privilege

Capital


4
0
N/A
Capital Stipend

Lodge


2
1
$15
(None)

Bus Terminal

2
1
$25
Move 3 Citizens from Bdg. to Bdg.

Amusement Park
3
2
$30
No Red Circle Penalty for Leisure Morat.

Forum Hall

3
2
$35
No Red Circle Penalty for Upheaval

Soup Kitchen

4
2
$40
No Red Circle Penalty for Drought

Casino


5
3
$45*
Can Gamble Rent with Casino Die

Hospital

5
3
$60
No Red Circle Penalty for Plague

Mansion

6
3
$75
(None)

*Casino Rent:  6:  $100.  4-5:  $70.  3:  $45.  2:  $0.  1:  $0 and 0 citizen VPs

White Cards

Type


Amount in Deck
Sm
Med
Lg
Limit



Accumulation Cards

Victory Point Card
10


$23
$43
$82
(None)



Lux. Tax Fund Die
8


$28 
$54
$77
4 dice per attempt


Skeleton Key

1 per player / 10 total
$17 (one card type)
(None)



Building and Citizen Cards

Immunity

Up to 6

$125 (one card)
1 per player


Insurance

17


$34
$63
$89
1 per building


Steel Bunker

10


$19
$36
$68
1 per building


Carpenter

10


$21
$32
$55
1 per life of card


Fire Marshall Bribe
10


$31
$57
$84
1 per building


Bumper Cards

Resource Enrichmt.
10


$34
$65
$94
1 per building

First Aid Kit

7


$21 (one card type)
1 per building


Canned Vegetables
7


$31 (one card type)
1 per building

Roller Disco

7


$40 (one card type)
1 per building


Suggestion Box
7


$48 (one card type)
1 per building


Attack Cards

Clerical Lapse

7


$9

$26
(None)




Furlough

7


$7

$18
(None)




Gatecrasher

7


$39

$102
(None)




Stern Actuary

7


$19

$53
(None)




Deportation

7


$16

$44
(None)




Shareholder Mtg.
7


$24

$62
(None)




Daylight Saving
7


$13

$30
(None)




Protection Cards

Dome


8


$23
$41
$56
(None)



Bodyguard

7


$14
$25
$34
(None)






Type


Benefits



Accumulation Cards

Victory Point Card
Gives 5, 9 or 17 Victory Points




Lux. Tax Fund Die
Gives 1, 2, or 3 Extra Dice to Luxury Tax Fund Roll Attempt 

Skeleton Key

Look Through Deck or Discard Pile and Purchase Card of Choice

Building and Citizen Cards

Immunity

Provides Permanent Protection of 1 Building from Hazard Die




Rolls and Certain Hazards and Attacks.  Can Be 





Temporarily Removed Via Immunity Card Exception

Insurance

Adds 1, 2, or 3 to Hazard Die Roll



Steel Bunker

Protects 4, 8 or 15 Citizens from Dying in Destroyed Building


Carpenter

20% Discount on 2, 3, or 5 Future Buildings

Fire Marshall Bribe
Increases Capacity.  
4-6:  +2, +3, +5.  
7-9:  +3, +5, +7.







11-16:  +4, +6, +9.  
20:  +5, +8, +12.


Bumper Cards

Resource Enrichmt.
Adds 1, 2 or 3 to Resource Track, Yields One-Time-Only Bonus of 





Up to 3, 5 and 8 Victory Points




First Aid Kit

Moves Health Insulation to 1 (Lessens Penalties for Plagues)


Canned Vegetables
Moves Food Insulation to 1 (Lessens Penalties for Droughts)

Roller Disco

Moves Entertainment Insulation to 1 (Lessens Penalties for Leisure 



Moratoriums)

Suggestion Box
Moves Political Clout Insulation to 1 (Lessens Penalties for





Upheavals)



Attack Cards

Clerical Lapse

Targeted / All Opponents Must Donate $20 to Luxury Tax Fund

Furlough

Targeted / All Opponents Must Discard 2 White Cards


Gatecrasher

Targeted / All Opponents Must Reveal 1 Black Card


Stern Actuary

Targeted / All Opponents:  -1 to Hazard Die of 1 Building


Deportation

Targeted / All Opponents Must Remove 3 Citizens from Town


Shareholder Mtg.
Targeted / All Opponents:  1 Building’s Citizens (or Citizen 




Square) Become Idle



Daylight Saving
Targeted / All Opponents Can Only Take 3 Actions Next Round


Protection Cards

Dome


Protects against Gatecrasher, Stern Actuary, Deportation, 




Shareholder Meeting Attacks


Bodyguard

Protects against Clerical Lapse, Furlough, Daylight Saving Attacks






Black Cards
Category

Name


Level
*No.
Notes



Tornado

Power Flash

3
1
1-2 destroys Capacity 7 or 








Lower In Affected Building

Tornado

Bow Echo

5
2
1 destroys Capacity 7 or 








Lower in Each Building

Tornado

Super Cell

SIX
3
1 destroys all but Soup 








Kitchen, Mansion and Capital

Explosion

Landmine

2
4
Rescind 1 Black Card 









Automatically
from Next 








Purchased Building

Explosion

Defective Boilers
5
5
Rescind 3 Black Cards of 








Choice

Explosion

Terrorism

SIX
6
Rescind 1 Black Card 









from Affected 
Building, 1 








Black Card from Forum Hall 








(or 2 of Choice), 2 Black 








Cards from Capital

Chain Reaction
Termites

3
7
Rescind 1 Black Card 









from Affected Building 

Chain Reaction
Faulty Concrete
5
8
Rescind 1 Black Card 









from Affected Building and









2 Black Cards of Choice

Chain Reaction
Sinkholes

SIX
9
Rescind 1 Black Card NOT 








from Affected Building, but 








from all other Buildings, 








including Capital

Power Outage

Brownout

1
10
Loss of Power in Affected 








Building

Power Outage

Blackout

3
11
Loss of Power in Most 








Populated Non-Immune 








Building, $10 Businessman’s 







Fine

Power Outage

Cascading Fail

SIX
12
Loss of Power in Each 








Building except Hospital and 








Casino, $25 Businessman’s 








Fine


Plague


Malaria

3
13
Loss of 2 Resources in 








Affected Building









WITH INSULATION:









Loss of 1 Resources in 








Affected Building

Plague


Cholera

5
14
Loss of 2 Resources in Soup 








Kitchens, Bus Terminals, 








Amusement Parks, and 








Affected Building, $20 








Businessman’s Fine









WITH INSULATION:









Loss of 1 Resource in Soup 








Kitchens, Amusement Parks, 








Loss of 2 Resources in Bus 








Terminals and 
Affected 








Building, $15 Businessman’s 







Fine

Plague


Smallpox

SIX
15
Loss of 4 Resources 









Globally, $25 Businessman’s 








Fine









WITH INSULATION:









Loss of 4 Resources in 








Affected Building and 3 








Resources in All Other 








Buildings, $15 









Businessman’s Fine
Drought

Rationing

2
16
Loss of 1 Resource in 









Affected Building









WITH INSULATION:









No Resource Penalty

Drought

Harvest Crisis

4
17
Loss of 2 Resources in 








Affected Building and 1 








Resource in All Other 








Buildings, $15 









Businessman’s Fine









WITH INSULATION:









Loss of 2 Resources in 








Affected Building and 1 








Resource in One  Building of 








Choice, $15 Businessman’s 








Fine

Drought

Famine


SIX
18
Loss of 4 Resources 









Globally, $25 Businessman’s 








Fine










WITH INSULATION:









Loss of 4 Resources in 








Affected Building and 3 








Resources in All Other 








Buildings, $10 









Businessman’s Fine
Leisure Moratorium
TV Show

1
19
Loss of 1 Resource in 




Cancellation



Affected Building









WITH INSULATION:









No Resource Penalty

Leisure Moratorium
Movie Theatre

4
20
Loss of 2 Resources in 



Renovation



Affected Building and 3 








Resources in Building of 








Choice









WITH INSULATION:









Loss of 1 Resource in 









Affected Building and 2 








Resources in Building of 








Choice

Leisure Moratorium
Internet Kill Switch
SIX
21
Loss of 4 Resources Globally









WITH INSULATION:









Loss of 3 Resources Globally
Upheaval

Infringement

2
22
Loss of 1 Resource in 









Affected Building 









WITH INSULATION:









No Resource Penalty

Upheaval

Crackdown

3
23
Loss of 1 Resource Globally









WITH INSULATION:









Loss of 1 Resource in 









Affected Building and 2 








Resources of Choice

Upheaval

Martial Law

SIX
24
Loss of 4 Resources Globally









WITH INSULATION:









Loss of 3 Resources Globally

Procedural

Funding Crunch
2
25
$1 Tax on each Citizen 








(Housed or Unhoused)









Minimum $8, Maximum $35

Procedural

Inflation

1
26
Next 2 Buildings Cost 








Additional $10 Each

Procedural

Jury Duty

2
27
5 Working Citizens Idle, or 








$5 Fine for Every Working 








Citizen Fewer than 5 in Town

Procedural

Layoffs

2
28
Discard 3 White Cards from 








Hand

Procedural

Sprained Ankle
1
29
2 Actions Next Round 

Procedural

Zoning Fine

1
30
$20 Fine

Breakdown of Hazards by Level:

Level One:  
5 hazards

Level Two:
6 hazards

Level Three:
5 hazards

Level Four:
2 hazards

Level Five:
4 hazards

Level Six:
8 hazards

Average Hazard Level:  3.6 with full 150-card deck, 3.254 with 126-card deck

Produced by Steven D. Geller, 2013

