WELCOME BACK, CITY PLANNERS!

You've been hard at work designing the best city blocks. Now
it's time to get a little wild! To shake things up, we’re throwing
a twist into our beloved Cube Shaker: 8 wild cubes that will
present a new challenge in picking the building patterns for
your new nightlife-lovin’ city!

GAMEPLAY OVERVIEW

Wild Nights adds a set of new Wild Cubes to the mix. Add these
8 white cubes one at a time to the Cube Shaker for the first
Wl LD N I G HTS 8 rounds. When dispersed into the 3 x 3 pattern, players can
assign them to match the color of any other cube also in the
pattern. All players have a choice to add the Wild Cubes to

Mads Flge & Kare Torndahl Kjeer their chosen color. Choose carefully because Wild Cubes that

come out of the shaker are not returned!
This is not a complete game. A copy of Shake That City is required to play Wild Nights.

CUBE SHAKER ASSEMBLY

Please refer to your Shake That City base game rulebook for
assembly instructions, or head to www.alderac.com/shake-
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Wild Nights is played using the rules
from Shake That City with changes to
the following phases:

When players add the Wild Cubes to any
building color pattern, they must use all the
Wild Cubes present in that pattern.

GAME SETUP

1. In addition to the game setup laid out in
your base game rulebook, put 1 white Wild
Cube into the Wild Nights Cube Shaker
along with the 32 Wooden Cubes from
the base game.

END OF ROUND

When all players have finished placing their
Building Tiles, remove all Wild Cubes that came
outin the 3 x 3 pattern from the game before
putting the rest of the colored cubes back into
the Cube Shaker. Place them back into the box
until your next game.

SHAKE i BTN

Wild Cubes never return to the Cube Shaker
once they have come out.

WILD NIGWYS

2~ PUSH A Next, the active player moves the Round
Tracker Disk forward one space on the Round
Tracker Board, and if there is a Wild Cube on

that space, they put it into the shaker.

2. After you've placed the Round Tracker Disk
onto the Round Tracker Board, add 1 Wild
Cube to each spot numbered 2 through 8.

GAME END

The game ends on round 15. Players then
add up their scores as they would in the
base game.

CHOOSE BUILDING COLORS

The active player will still pick one building
color from the pattern of cubes that only they
can use for that round. If there is any number of
Wild Cubes in the pattern, they may choose to
add all of them to the color they picked.

VARIANTS

You can play the Wild Nights expansion
with the Family Variant and the

Players can never use Wild Cubes as a color Construction Variant

that is not in the 3 x 3 pattern dispersed by the
Cube Shaker. When playing the Solo Variant with Wild

After the active player has chosen their color, Nights, Objective 2 is updated as follows:

the other players may choose any other
building color as normal, and if there are Wild
Cubes present, they may add all of them to
the color they picked as well.

Objective 2: Score 60 points or more at the
end of the game to win.
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EXAMPLES

Example 1: Player 1, the active player,
chooses green and also chooses to add
the Wild Cubes to their pattern. Player I's
Park tile pattern will look like this:

PLAYER 1

Example 2: Player 1, the active player,
chooses green but does not add the Wild
Cubes to their pattern. Player 2 chooses
gray and adds the Wild Cubes. Player 3
chooses black and adds the Wild Cubes.
Player 4 chooses red but does not add
the Wild Cubes. All four players’ building
patterns look like this:

PLAYER 1

(Green with no (Gray with Wild
Wild Cubes) Cubes added)
PLAYER 4

(Black with Wild (Red with no Wild
Cubes added) Cubes)




