INTRODUCTION

It's the 1920's and your career as a general contractor is about to
take o [_Ybu have just launched your own company, overseeing
construction for the real estate tycoons in a rapidly expanding
metropolis. However, fierce competitors are nipping at your heels.
Wi Lybu be able to motivate your workers to keep up with the flow of
lucrative contracts coming your way, or wi Lahe of your cra [yivals
find a way to surpass you?

2-4 PLAYERS | AGES 14+ | 60+ MINUTES
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COMPONENTS

[—_ADouble-Sided Neighborhood Boards
[ TiScore Board

[ 2AMarket Strips (8 pieces)

[ Building Plan Tiles

98 Meeples (16 clear, 16 navy gray,
13 blue, 1L purple, 11 ye [aw, 8 brown,
8 green, 8 magenta, 7 black)

285 Cubes (80 clear, 60 blue, 60 brown,
60 navy gray, 25 orange)

[—_4Player Tokens
4 Ro[ing Boxes

72 Ownership Markers
(18 in each of 4 player colors)

[_TStart Player Token
1P AdTiles & 13 Target Tiles
30 Wild Tokens




OVERVIEW

In Ro [ing Heights, you wi [k “ro [ing”
meeples that represent your workforce.
Meeples that land upright are energized
workers who transport building materials
to your various construction sites and carry
out special actions, while meeples that

lie on the ground are exhausted workers
who need to rest. You can try to push

your workers, but push too hard and your
employees wi [Tévolt and go on strike!

Materials come in the form of plastic
cubes that you stack to construct three-
dimensional structures on the board.

Completed buildings bring you prestige and
additional workers to help you construct

even ta[edbuildings, including skyscrapers.

[Cesdlandmarks wi CdEfine the cityscape
for decades—even centuries—to come.

What great heights wi I__ybu reach’7 o

Let's get ro I]EIg

SET UP

1.

. ~ spaces on the score board. At the end of the ga‘me’-eat:h islayer.

The 6 Neighborhood boards each have an A sideanda B side.
Depending on the number of players, flip the boards to the following sides:

[ 2 players: Use a6l A sides.
B players: Use 4 randomly selected A sides and 2 randomly selected B sides.
[ players: Use 3 randomly selected A sides and 3 randomly selected B sides.

Arrange the 6 Neighborhood boards randomly in a 2x3 grid as shown to form the map.
(The icons on the boards do not all have to face the same direction.)

Place the Score Board next to the map as shown.
Place the 2 Market Strips alongside the map as shown.

Sort the Building Plan tiles into 2 groups based on the backs of the tiles and shuffle them face-down. Stack the
(UISVIEL dL tiles face-down by the draw area on Market Strip Level 1 and lay out 9 tiles face-up along the indicated
spaces on the strip. Do the same with the [USY{EL2tiles and Market Strip Level 2.

Sort the cubes into piles by color. (You may leave the misce [aneous ‘ cubes to the side—they won't be needed
until near the end of the game.) We recommend making a pile of each color cube on either side of the table, so
they are easier for all players to reach. Depending on the number of players, remove the following number of
cubes (except misc. ) and return them to the box:

[ Aplayers: Remove 25 cubes of each color.
3 players: Remove 13 cubes of each color.
4 pIayeré;‘Use aLThe cubes.

Sort the meeples by color and place them near the boards to form the supply
Place the Wild Tdkens ' near the boards Tl 3y \ i)

Shuffle the rectangu‘lar Ad tlles face down and select 3 randbmly P1ace these tlles face-up on the |nd|cated
will score for aII 3 objectlves For your first game,

we recommend using the foIIowmg
: K A%

Score 4> for each
nelghborhood where
you have the taest
completed building.

Per/columniwith
onelorjmore ofiyour: 8
completedibuildings® . |

Per &5 inithe
largesticontiguous
grouplof %5
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BEmplEe Cehiilding type matches START I N G P LACE M E NT
thebonysindicatedonthem%. AND BUILDING PLANS

space, so this player would score

Randomly determine a start player, who takes the start player token. [en,beginning with the last player and going
counter-clockwise, players wi [Stlect their starting Building Plan and starting location on the map.

A player may choose any of the face-up Building Plan tiles along Market Strip Level 1 and place it on any land (not
water @) space on the board that does NOT show a icon (which indicates cubes must be spent to build there).

If the space awards Victory Points @ for a specific type or types of
buildings and the player places a matching building type there, that player
immediately scores those points and moves their player token along the
score track.

A Lerlplacing the tile, the player should place one of the ownership markers
of their color on the tile.

[Ceplayers fo [awing in counter-clockwise order do the same but may NOT
place their starting tile within 2 orthogonal @ (not diagonal) spaces of
another players tile.

Continue until aCplayers have placed a starting tile on the map. Slide down (in the direction of the printed arrows)
the remaining tiles along Market Strip Level 1 to fi [in the blank spaces. [entefi [the remaining blank spaces with
(ISVIEL L tiles from the draw area.

Now a [players are ready to begin, and the starting player should take their first turn.

EER " % <
GAME TURN

A player's turn consists of the fo Iﬁ)vin'gﬁ phases:

L. PREP: Roll your meeples. A s SRRTHIAY

! 'RISK Choose to push your luck or paSS' fa:

\(,P and/or meeple(s) ) i ; ggest ';.. ‘ h
gained for completing i thelrturnsy\\advance while thé 1t ei -l
e bwldmg 'whe thgrrtumbomega

Meeple Ability



PHASE 1: PREP Cocked or Stacked Meeples

Sometimes meeples wi [ehd up stacked

[T you have 10 or fewer meeples, you wi [ [aLaf them. (At the start of the game, you have 4 meeples. £3£34R48) on top of one another a [efla ro [ Tisi$
[T you have more than 10 meeples, choose 10 of them to ro CThis turn and place the rest to the side of your play fine—just count them as whatever position
area. [eyWilnbt be used this turn, but you may choose from them to use on future turns. [Cemeeples you theyareiin.

Chooseforo LAIEHOUTEEtIve IBCps: Sometimes meeples wi [1and such that

Ro [l af your active meeples in your ro [ifly box. Meeples wi CTand in one of 3 positions: they are leaning against a side of the box or
another meeple and are not clearly in one
of the 3 positions. In these cases, take only
those meeples in question and re-ro [{&5)
them until they land in a clear position.

Sometimes meeples wi [1and outside
your ro [ing box. [esdmeeples should
be re-ro [&d (&} until they land in a clear
position inside your ro [inky box.

Cocked meeples with unclear
position. Re-ro Cahly these.

Take out any 63 WORKING HARD J& E»> WORKING STEADY _ ,
: meeples’from the box—keepmg them in their standingor el _ Stacked meeples with a clear
$|deways posmon——and place them on the table infrontof you. LA A position. Count as normal.

” | : Ll ' B e e @ Re- romon




How to Resolve a Strike PHASE 2: RISK

If you had 1 Working Choose whether to stop and move on to your Main phase or push your luck and a [emhpt to ra [y your workers.
Hard meeple and 2 Working Steady .
Feenles, you would have to reburmildl If you choose to ra [y;ltake a [af your meeples from your box and ro CEhem again.

the meeples to your box as Exhausted.

[_Ti a[The meeples landed Exhausted, you have “busted” and your workers become angry and go on strike
You then gain 1 Wild Token a from

(see below).

T\;]Zizupﬁz:ma [proceed ity [_If at least one meeple landed or SETNRTIM ., take out from the box a LThe
et Working Hard and Working Steady meeples as normal and add them to the others in front of you on the table.

If there are any Exhausted meeples remaining, you then choose again whether to stop and move on to your
Main phase or continue pushing your luck and a Cenhpt to ra [y your workers again.

STRIKE!: When you bust, you must select half (rounded down) of your current Working Hard and Working Steady
meeples and put them back in your box as Exhausted meeples. You then gain 1 Wild Token a from the supply.
Fina [y, Joroceed to your Main phase.

PHASE 3: MAIN

During this phase, you may, in any order you choose:

[Activate your meeples

[Buy and place 1 new Building Plan
[Use Wild Tokens a

[_Nake Commodity Trades
[—Qonstruct buildings

[_Qomplete buildings

R Activating Meeples: |
I At You may activate any of your and meeples for their respective abilities.

s \ You may do so in any order you wish throughout your turn—before, a [erland in between other actions.

As each meeple is activated, place it flat on |ts back to the side of your play area. [Catrheeple cannot be activated
again during this turn. .

55 )

Hes)| ..". )

Iesser Working Steady ablllty instead, if you W|sh

You may activate a Working Hard meeple fo'r I'

Most meeples provide you WJth cubes. When you gam a cube, S|mply take l“t*from a supply pile and keep it near you.

At any point during your turn, you may use the cubes y youve acquired to add to your existing Building Plan tiles, buy

anew Building Plan, or make CommodltyTrades You may only buy 1 new Building Plan each turn, but you may add
- cubes to any number of your eX|st|ng Bufldlng PI ns and complete any number of bmldlngs

__L.l.l._l!_l_;_
T




[e Meeples Lesiipply of cubes of a given color
wi Ceventua [y fun out. [iswi CHigger the

PUBLIC SERVANT A green R meeple lets you upgrade 'any 1of your addition of the misce [aeous ‘ cubes to
€3 Green meeples into a Working Steady meeple or upgrade f any the general supply and MAY trigger the end
1 Working Steady meeple into a AT AL meeple. A Working of the game. See page 10 for more detail.
Hard green £3 meeple lets you upgrade . 2 of your meeples or upgrade .
1 Exhausted meeple directly to a Working Hard meeple. T
[—Ybu may NOT use this ability to reactivate a meeple whose ability has ‘ ~
already been activated that turn. (A meeple can never be activated more
than once in the same turn.)

[—Yobu may NOT use this ability to take non-active meeples set aside at the

. Spending Power: Magenta 88
start of the turn and make them active.

meeples and some purple £3

T

[—_Ybu may NOT use this meeple’s ability to upgrade.other ~meeples provide virtual Spending
Public Servant £3 meeples or itself. Power , which can only be

used that turn and can be spenton

CARPENTER i ; ;
Gain 1 wood @) if Working Steady and 2 wood @) if Working Hard. - anything a physical cube can be

‘ &3 srown ‘ ; A ‘ . i spent on, EXCEPT for constructing

CONSTRUCTION g
* WORKER Gain 1 concrete ‘ if Working Steady and 2 concrete ‘ if Working Hard. Do NOT take cubes from the

& vy cray - supply—simply keep track of how

ARCHITECT fmuch Spending Power you
ﬁ A Gain 1glass ( J if Working Steady and 2 glass (] if Working Hard.  have available to use on your turn.

: Bmember any Spending Power a“f q

RIVETER 0 ; stat the end ofyourturn'
* P s Gain 1 steel ‘ if Working Steady and 2 steel . if Working Hard. s ,m et

POLITICIAN _
ﬁ 3 v Gain @ on the score track if Working Steady and @ |f Worklng Hard.

EXECUTIVE Fal S Worklng Steady magenta‘ meeple prowdes E} ‘f for your turn.

B vincenTa LS AWorklrJg Hard ri;agenta‘ meeple prowdes 4 E] for your turn.

PUBLIC FIGURE '

€3 PURPLE




CeTdy Center Co. building
plan and Mayor's House building plan
both cost 2 to purchase

J "l’(,ﬂ‘

[

If you did NOT purchase
the building plan in one of these
spaces, add L Wild Token jis&] to each
plan at the end of your turn.

o as |nd|cated on the score board:

Buying and Placing New Building Plans: %\

ONCE on your turn, at any time during the Main phase, you may buy and immediately place a new Building Plan.
A I8 face-up Building Plan tiles in Market Strip Level 1 and Market Strip Level 2 are available for purchase.

You must be able to pay the Market cost of the Building Plan and any additional placement costs, depending on
where you place the tile on the board. If you cannot pay the fu [cbsts at that moment, then you cannot buy that
tile. You may not buy a tile and save it for future placement.

Market Cost: [eMarket cost of the Building Plan is the number of cubes @ printed on the space on the Market
Strip next to where the tile currently lies. Pay this cost with any mixture of physical cubes (returning them to the
supply) and virtual Spending Power @] you have for this turn.

If you purchased a Building Plan tile but it was NOT one of the 2 Building Plans farthest from the Draw Pile in its
Market, place a Wild Token g from the supply on each of those 2 tiles (at the end of your turn).

Next, place the Building Plan tile on an empty land (not water @) space on the board. Immediately score any
Victory Points @ printed on the space if matches the indicated building type.

Placement Cost(s): If the selected space on the board has a : Placement Cost )
icon, then it is prime real estate and you must pay the ' '
cost indicated. Additiona [y;lif the space is not orthogona [yl
adjacent to a Building Plan tile you already own, you
must add 1 cube to the cost for each space between
the selected space and your closest Building Plan tile
(measured orthogona , not diagona [y)l

Fina [y, Iolace of one your ownership markers on the
Building Plan tile to indicate it is yours.

Wild Tokens:

Wild Tokens fed] are acquired from busting or from buying a Building Plan tile
+with 1 or more tokens on it. During your turn, you may discard a Wild Token

back to the supply to gain 1 cube of any color. You may do this any number

of times during your turn.

At the end of the game, any unused Wild Tokens . you sti Chhve are flipped
and are wqrth @ each.

Commaodity Trades: '_

TRADE

You may make any number of Commodity Tfadéé'thét '
you wish during your turn. Cerelare 2 types of trades




Constructing Buildings:

Each Building Plan requires a specific set of cubes to be placed and/or stacked on the tile to complete the building. 2 - . .
[enécessary cube colors and stack heights are indicated by large icons in the center of the tile and repeated by sma[] Stacks: [esdicons are a reminder
stack icons printed on the le Cside of the tile (since cubes wi [he placed on top of the larger icons). for how many cubes (wood ‘ ,

concrete ‘ ,glass ,and steel
) are needed per stack to complete
the building. For example,
[_Qubes placed on Building Plan tiles can never be removed or moved to another tile! s 4 ~indicates that 3 steel ‘ are needed.

[—_Spending Power CANNOT be used to add cubes to Building Plan tiles!

At any time during the Main phase of your turn, you may add any number of cubes you've gained to your Building Plan
tiles, placing them on the appropriate stacks.

P
- [2&mEle To complete Viceroy House,
- you must place 2 single wood cubes

Once your Building Plan tile has the indicated number of Al
cubes on it, the building is complete, and no more cubes .. and1 stack of 4 wood cubes n

may be added to the tile.

Completing Buildings:

[You immediately score the Victory Points @
listed on the tile, advancing your player token on
the score track.

NIOIi2 Some buildings score variable @
[esdbuildings are described on page 11.

[ Ybu also gain any meeple(s) depicted on the tile
from the supply. If a single depicted meeple has
2 di [erknt colors, you choose L meeple of either : i ide
of those 2 colors to gain. Meeples gained this way B
are non-active and are set to the side of your player
area. [eymhay be usedon your future turns Nl

b T

[—Hina[y;take your ownership marker frbm thé t|Ie¢ -‘,:1; PR
and place it on top of one of the cube stacks to 1' e




MISCELLANEOUS CUBES

When the supply of cubes of 1 or more colors runs out, immediately add to the supply a [the misce [afeous e cubes
that were set aside at the beginning of the game. [esdcan be used as substitutes for cubes of any color that has run

out and can now be gained by any player.

[_Tesdcubes represent only the color of the cube the
player otherwise would have gained. [esdcubes do
NOT function as a wild color or Wild Token

[_Mlisce [adeous e cubes can be used to construct
buildings, but only if a Cclibes of that color have
already been added to buildings. You must construct
with actual cubes of the indicated color first.

[T you spend cubes in commodity trades or buying
new building plan tiles, you must spend the
misce [adeous cubes first.

GAME END

[_Mlisce [adeous e cubes are not finite. If you run
out, substitute another marker to keep track.

[ Ttis possible that you wi Lréturn cubes to the supply
during your turn and then they would be available
to gain, so carefu [y_tonsider the order in which you
choose to gain and pay cubes, as it may a [edt the
timing of when the misce [aieous cubes come into
the game and, possibly, the trigger of game end.

When a [cuibes of 1 or more colors have been constructed in buildings on the board, game end is triggered.

( Cisw¥i Callen, but not always, occur on the same turn the misce [afeous

cubes are added to the game.)

Finish the current round until the last player in turn order (the player to the right of the start player) has completed
their turn. Centomplete L more round of turns. A Cplayers should have an equal number of turns.

SCORING

First, score the 3 Ad tiles on the score board. Each
player scores for a [3lof these, advancing their player
token on the score track accordlngly

Next, each player should choose 1 of their 2 Target
tlles to score, reveallng it to the other players and
%‘ca_rd i;mg_"the othgr-?jt'ﬂ_e{;ﬁ.\-_;_ U e
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BUILDING CLARIFICATIONS

For Public Figure £3 scoring
abilities, calculate according

to the current state of the board.

MAYOR'S HOUSE:
Gain 1or 2 Wild Tokens ff .
You may discard the Wild Tokens
immediately for cubes.

(HAUNTEDIHOWUSES

3 Noe [edt.

o | Sacrificea it 1.

“%'| [istlrn cubes may
be placed on spaces
of: any color.

HAUNTED HOUSE:
[etmeeple you sacrifice canbe
of any color. It can be an active or
non-active meeple, and it can be a
meeple whose ability you already

activated that turn, including the - il
~ Public Figure £3 meeple itselfthat 'TJ 4
- you used to activate the Haunted el

Houseablllty ik
vl gl LA \» e _uu..lil

H; AN e KA

((FAIRGROUNDS

* Gain 2> per M|
: W|th|n33paces £

FAIRGROUNDS:
When counting your &Y within
3 spaces, count orthogonal

(not diagonal) spaces.

(PRIMZKERIZOO))

Y | Gain 4> per <}
3 Gaina §Y.
4% | Convertag3intoa

E-ﬂ ﬁ

PRITZKER ZOO:
When converting, take 1 of your
Construction Worker #& meeples
from anywhere in your play area
(active or non-active, activated
or not yet actlvated) return it to
the supply, and take 1 Executive

. meeple from the supply 51
~ new meeple should be placed in o

-exactly the same state (actlve

or non-active, actlvated or not

yet actlvated) and p03|t|0n %

Variable VP: Some building plan tiles have variable
icon. Cehiilding plan wi Cekplain how to calculate the @

when the tile is completed.

TUMBLE PARK

Gain 3> per «b> @
¥ |Gaina §.

& Gain 1 per completed i
&bl of yours,

IR

TUMBLE PARK:
For Public Figure £3 meeple
scoring, incomplete ™ and other
players ™ don't count.

BIGGIE:SIBALLPARK

1

W | Gain 42 per <> @ | rﬂ._
3 |Gaina @

4% Convertazk intoa

BIGGIE'S BALLPARK:
When converting, take 1 of your
Carpenter £3 meeples from
anywhere in your play area (active
or non-active, activated or not yet
activated), return it to the supply,

and take 1 Executive @8 meeple
from the supply. Cisdew meeple
should be placed in exactly the
same state (active or non- actlve
~ activated or not yet actlvated)
~ andposition (Working Hard, ,9
~ Working Steady, or Exhausted) o
 asthe Carpenter R meeple you

R converted L
-ma.—u:ﬂi‘ﬁdl"f F.!..,.n_r4 '.'....,..Iu..T. _ ¥

w gcenexttothsbmldmg I]§;l

g 1 I.

@ indicated by the W
scored immediately

BOTANICAL GARDENS

ﬁ:[j

* Gain <3

> per <> 45
3. Gain :1. perworking hard #&.
& | Gain 2 perworking hard .

BOTANICAL GARDENS:
For Public Figure £3 meeple
abilities, score for each
of your Working Hard Architect £.3
meeples. Do not count Architect £3
meeples that are Working Steady
or Exhausted.

b Score @ per «3» empty, *
space (mcludmg @ space:

GAMBRELMUSEUM:
/i Score@fcreach empty .;.-‘.'r‘ S lunr ER
orthogonal<@>(notdlagonal) 1) '( iy

=<

is the most that can be scored
 from this building in a turn.
- Water(Dspacescountas
1 empty spaces Edges of ther map il

T i

\ o ~ v
.-;‘._. e SRR

i donotwtﬁ”l aae pty spaces
\.%f Fr i m J\it"'i-'b Eﬂ S i

M C A
T t_ihi\hw'-- -




AD CLARIFICATIONS

@ means orthogona [y_{not diagona [y)ladjacent.

1 Each &Y, 48, and D thatis &> toyour M

causes you to lose . Each M s scored
individua [y;50 if you have 2 ™ that are €3
to the same @ you would lose

2 Each of your completed @ buildings scores @
foreach @ building that is any of the 3 indicated
types (@, ﬂ, ).

3 Each of your completed o buildings scores @
for each <@> building that is any of the 2 indicated

types (53 @), plus each @ space.

4 Acontiguous group of % is orthogona Iﬂ@>
adjacent to each other.

7 When re-scoring, add up the @ from a Cybur
53, divide in half, and round down.

Ad Number

Lose <@ per «b>
AYE

: 1

9 Count al-of your owned building plan tiles, not
just completed buildings. If there is a tie for
the neighborhood with the mostfﬂ a[Tied
neighborhoods wi [ldse for players.

10 Ifthere is a tie for the neighborhood with the most
53 players can re-score 1 of their buildings in
each of the tied neighborhoods.

11 If players are tied in a neighborhood for the most
completed buildings, they a [réceive

12 If players are tied in a neighborhood for the ta [est
completed building, they a [réceive

TARGET
CLARIFICATIONS

Target Number
TARGET

Vg0

COMPLETED '%' COMPLETED

Your completed g score <) per
> completed # | T | 43

@ means orthogona [y{not diagona [y)ladjacent.

Targets that score @ for meeples count A [aflour
meeples (active and non-active, activated and not
activated).

3 ' Each of your completed L buildings scores @
for each & building that is any of the 3 indicated

types_(@, , {3).
7 If youi' completed building is @ to more than

| completed bundlng of any opponent, it sti I__ahly
i _'scores

8 If your opponer;ts completed building is <@> to
A more than 1 of your completed bmldmgs itsti[]

: ,_only scores

ke
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