INTRODUCTION

It's the 1920's and your career as a general contractor is about to
take off. You have just launched your own company, overseging
construction for the real estate tycoons in a rapidly expanding
metropolis. However, fierce competitors are nipping at your heels.
Will you be able to motivate your workers to keep up with the flow of
luerative contracts coming your way, or will one of your erafty rivals
find a way to surpass you?

2-4 PLAYERS | AGES 14+ | 60+ MIiMUTES

COMPOMNENTS

b Double-Sided Neighborhood Boards
1 Seore Board

2 Market Strips (8 pieces)

78 Building Plan Tiles

98 Meeples (16 clear, 16 navy gray, T i o %)
13 blue, 11 purple, 11 vellow, 8 brown, ' ' — "

8 green, 8 magenta, 7 black) : R A U IR
& 285 Cubes (80 clear, 60 blue, 60 brown, O
60 nawvy gray, 25 orange) :
i Player Tokens

fi Rolling Bokes

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

1 Start Plaver Token
12 Ad Tiles £ 13 Target Tiles
30 Wild Takens
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OVERVIEW

In Rolling Heights, you will be "rolling”
meeples that represent your warkforee,
Meeples that land upright are energized
workers who transport building materials
to your various construction sites and earry
out special actions, while meeples that

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

yvour workers, but push too hard and your
employees will revolt and go on strike!

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

Completed buildings bring you prestige and
additional workers to help you construet
even taller buildings, including skyserapers.
These landmarks will defi n&thuﬂyma#ﬁ:
for decades—even centuries~to come,
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SET UP

1. The b Neighborhood boards each havean A sideanda B side.
Depending on the number of players, flip the boards to the following sides;

& ?players: lseallb A sides.
& 3 players: Use 4 randomly selected A sides and 2 randomly selected B sides.
# 4 players: Use 3 randomly selected & sides and 3 randomly selected B sides.

2. Brrange the 6 Neighborhood boards randomly in a 243 grid as shown to form the map.
(The icons on the boards do not all have to face the same direction.)

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

5. Sort the Building Plan tiles into 2 groups based on the backs of the tiles and shuffle them face-down, Stack the
(LWL [ 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 (USYAZLZ tiles and Market Strip Level 2.

b.  Sortthe eubes into piles by nnlnn'{‘fuu may leave the miscsllaneous ‘ 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, Dapending on the number of plavers, remove the following number of
cubes (except mise. @) and return them to the box:

¢ 2players: Remoue 25 cubes of each colar
¢ 3 players: Remove 13 cubes of each color.
® uptaym-:ti-se all the cubes.

7. Sart the meeples by nulnrand place them near the boards to form the supply.

gpmmmnammﬁmmm nd of the game, each
ommen ualﬂﬂh&ﬂtﬂﬂm“g

seore 4 for each
neighborhood where
you have the tallest
completed building.
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The building type matehes STA RT i I'I 'G P !.A C E lTl E I'l T
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space, so this player would seore

Randomly determine a start plaver, who takes the start plaver token. Then, beginning with the last player and going
pounter-clockwise, players will seleet their starting Building Plan and starting loeation on the map.

A plaver may choose any of the face-up Building Plan tiles along Market Strip Level1and place it on any land (not
water(j}] space on the board that does NOT show a (:I icon (which indicates cubes must be spent to build there).

|fthe space awards Uietory Points @ for a specific type or types of
buildings and the player places a matching building type there, that player
immediately seores those points and moves their plaver token alang the
seore track,

After placing the tile, the player should place one of the ownership markers
of their eolor on the tile.

The players following in counter-cloekwise order do the same but may NOT

place their starting tile within 2 0 nhugunalQ-? (not diagonal) spaces of
another player’s tile.

Continue until all players have plaeed a starting tile on the map. Slide down (in the direction of the printed arrows)
e the remaining tiles along Market Strip Level 1 to fill in the blank spaces. Then refill the remaining blank spaces with
WEVEL [ tiles from the draw area.

P T
Tile Anatomy
f“—|-‘1 LI i . v
Staeks of eubes required e Rs Now all players are ready to begin, and the starting player should take their first turn.
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vP_and/or meepla(s) . . [0 To speed up the game, we strongly suggest that players should actually complete the Prep and Risk phasesof |
gained for completing ] thelr turns in advanee, while their opponents are taking their turns, so that players can simply begin with the Main =~
the building phase when their turn comes around. Generally, players ean just begin their next turn's Prep and Risk phases right b 2
after finishing their current turn. This, of course, is not a requirement, and players may choose to wait until their turn N

; |
| Meeple Ability officially starts to complete these phases if they feel it would be strategieally benefieial




PHASE |I: PREP

& |fyou have 10 or fewer meeples, you will roll all of them. (At the start of the game, you have 4 meeples. IRERIRER)

# [fyou have more than 10 meeples, choose 10 of them to roll this turn and place the rest to the side of your play
area. They will not be used this turn, but you may choose from them to use on future turns. The meeples you
choose to roll are your “active” meeples.

Roll all of your active meeples in your rolling box. Meeples will land in one of 3 positions:
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Cocked or Stacked Meeples

Sometimes meeples will end up stacked
on top of one another after a roll. This is
fine—just count them as whatever position
they are in.

Sometimes meeples will land sueh that

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-roll /)

them until they land in a clear position.

‘Sometimes meeples will land outside
your rolling box. These meeples should
be re-rolled f&) until they land in a clear
position inside your rolling box.

!
n

i Coeked meeples with unelear *
position. Re-roll only these.

(12 Take care when re-rolling &
meeples that you do not alter the
positions of meeples in the box
that were already rolled; it may be
best to temporarily remove all other
meeples from your box, preserving
their positions, or tempararily use
anather player’s rolling box that is
not currently being used,




How to Resolve a Strike

[tz ifyou had 1 Working
Hard meeple and 2 Working Steady

meeples, you would have to return | of
the meeples to your box as Exhausted.
You then gain | Wild Tukenn fram
the supply. Finally, proceed to your
Main phase,

PHASE 2: RISK

Choose whether to stop and move on to your Main phase or push your luck and attempt to rally your workers.
|f you choose to rally, take all of your =1L 11D meeples from your box and roll them again.

# If all the meeples landed Exhausted, you have "busted” and vour workers become angry and go on strike
(see below).

& [fat least one meeple landed or @RINILETILERLETD, take out from the box all the
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 mave on to your
Main phase or continue pushing your luck and attempt to rally 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 1Wild Token n from the supply.
Finally, proceed to your Main phase,

PHASE 3: mMAInN

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

¢ [etivate your meeples

Buy and place | new Building Plan
Use Wild Tokens B3

Rake Commodity Trades
Canstruet buildings

Complete buildings

* 4 0 0

Activating Meeples:
Vou may activate any of vour @AYL LI TLTITD and meeples for their respective abilities.

You may do so in any order you wish throughout your turn—before, after, and in between other actions.

As each meeple is activated, place it flat on Itg hae’g to thefﬂdﬂﬂf ynur pla;l area, That meeple eannot be activated
-aﬂaln during this turn. ' R \;

Vou may activate a Wﬂ!lﬂnsﬁal‘&meeﬂhﬁr@ or e |
E'rﬂﬁszm&ﬁ#'amﬂdemﬂiﬂﬁ ! naey
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The Meeples

PUBLIC SERVANT

£33 cReen

A @XTTLTTTESETID green £3 meeple lets you upgrade @ any 1 of your
meeples into a Working Steady meeple or upgrade @ any

1Working Steady meeple into 3 meeple. & Working
Hard green €3 meeple lets you upgrade ﬂ 2 of your meeples or upgradeﬁ
1 Exhausted meeple directly to a Working Hard meeple,

& You 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.)

# You may NOT use this ability to take non-active meeples set aside at the
start of the turn and make them active.

# Vou may NOT use this meeples ability to upgrade | other
Publie Servant £3 meeples or itself.

CARPENTER_
£33 srown

Gain | wood . if Working Steady and 2 wood . if Working Hard.

COnsTRUCTION
WORKER_

#& navycrav

Gain | conerete ‘ if Working Steady and 2 concrete . if Working Hard.

ARCHITECT

£.3 CLEAR

Bain ] glass O if Iorking Steady and 2 gla_ss___o if’l._l.lu_rk]ng-l-[ard.

Gain 1 steel @) If Working Steady and 2 steel @) if Working Hard.

POLITICiAN
3 veow

ER!CUTWE

Gain P an the scre trackif Working Steady and €9 Working Hard
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=
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[/TVLi% The supply of cubes of a given color
will eventually run out. This will trigger the
addition of the miscellaneous (@) cubes to

the general supply and MAY trigger the end

of the game. See page 10 for more detail.

"

@

l ‘Spending Power: Magenta @8
| meeples and some purple £3
meeples provide virtual Spending
Power é’ whieh ean only be
‘used that turn and can be spent on
‘anything a physieal cube ean be
~spent an, EXCEPT for constructing
~ buildings.

‘Do NOT take cubes from the

| eiu;lply—slmplr keep track of how |
ueh Spending Power (G you

N lal':rlaatn use onyour turn.




iz The Toy Center o, building Buying and Placing New Building Plans:

plan and Mayor's House building plan DNCE on vour turn, at any time during the Main phase, you may buy and immediately place a new Building Plan.
both cost 2 @ to purchase. AlL18 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 eost of the Building Plan and any additional placement costs, depending on

where you place the tile on the board. If you cannot pay the full osts at that moment, then you cannot buy that
tile. You may not buy a tile and save it for future placement.

Market Cost: The Market 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 misture of physical cubes (returning them to the
supply) and virtual Spending iner@?yﬂu have for this turn.

|f vou 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 E 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 an the board. Immediately score any
ietory Puints@prlnted on the spaee if matehes the indicated building type.

Placement Cost(s): |f the selected space on the board has a

[EnmEzIfyou did NOT purchase ﬂ icon, then it is prime real estate and you must pay the
the building plan in one of these eost indicated. Additionally, if the space is not erthogonally
spaces, add | Wild Token Btu each <€§> atjacent to a Building Plan tile you already own, you
plan at the end of your turn. must add 1 i:] tube to the cost for each space between

the seleeted space and your elosest Building Plan tile
(measured orthogonally @ not diagonally).

Finally, place of one your ownership markers on the
Building Plan tile to indieate It is yours.

Wild Tokens:

\Wild Tokens E are acquired from busting or from buying a Building Plan tile
with | or more tokens on it. During your turn, you may discard a Wild Token ﬂ
back to the supply to gain 1 cube of any eolor. You may do this any number

of times during your turn.

At the end of the game, any unused Wild Tokens ﬂ you still have are flipped
and ara !.nuarth@I each.

Commodity Trades:

You may make any number of Enmmudl’qr Tradu that
you wish during your turn. There are 2 ﬂ!&es uftmgﬂs_.
‘a8 indieated an the scare board: \

* Pay2 Qoganluood @ or
* Pyl to gain | steel g eube.




Construeting Buildings:

2
Each Building Plan requires a specific set of cubes to be placed and/or stacked on the tile to complete the building. @ H n .
The necessary cube colors and stack heights are indieated by large icons in the center of the tile and repeated by small Stacks: These icons are a reminder
stack icons printed on the Left side of the tile (sinee cubes will be placed on top of the larger icons). for how many cubes (wood

_nnnnrete’., glass [ ), and steel

At any time during the Main phase of your turn, you may add any number of eubes you've gained to your Building Plan . Drh Baa ket stk o ponhpicle

tiles, placing them on the appropriate stacks.

the building. For example, J&]
# [ubes placed on Building Plan tiles ean never be removed or moved to another tile! ‘ b Jindicates that 3 steel . are needed,
& Spending Power @ CANNOT be used to add cubes to Building Plan tiles! '
Completing Buildings: (3t To complete Viceroy House,

you must place 2 single wood cubes

Onee your Building Plan tile has the indicated number of nand] i L .

eubes on it, the building is complete, and no more cubes
may be added to the tile.

¢ Youimmediately seore the Victory Points @ | > | - _ —{VICEROY, H.G.U.S'E-:}_i'
listed on the tile, advancing your player token on a - :
the score track.

W% Some buildings scare uariahie@.
These buildings are deseribed on page 11,

# You also gain any meeple(s) depicted an the tile
from the supply. If a single depicted meeple has
2 different colors, you choose | meeple of either
of those 2 calors to gain. Meeples gained this way
are non-active and are set to the side of your player
area. They may be used on your ﬁ.lturatﬂma

mnlmirnn!uﬂmﬁ_:'ﬁ;_; | 1




MISCELLAMEOUS CUBES

When the supply of cubes of 1 or more ecolors runs out, immediately add to the supply all the miseellaneous ﬂ eubes
that were set aside at the beginning of the game. These ran be used as substitutes for cubes of any eolor that has run
out and ean now be gained by any plaver.

# These cubes represent only the color of the cubethe & Miscellaneous e cubes are not finite, [f you run
player otherwise would have gained. These cubes do put, substitute another marker to keep track.

NOT function as a wild color or Wild Token (B . & |tispossible that you will return cubes to the supply
during your turn and then they would be available

to gain, so carefully consider the order in which you
choose to gain and pay cubes, as it may affeet the
timing of when the miseellaneous eubes come into
the game and, possibly, the trigger of game end.

& Miscellaneous e cubes ran be used to construet
buildings, but anly if all eubes of that eolor have
already been added to buildings. You must construet
with actual cubes of the indicated color first.

& [fyou spend cubes in commodity trades or buying
new building plan tiles, you must spend the
miscellaneous ﬁ cubes first.

GCAME END

When all eubes of 1 or more colors have been construeted in buildings on the board, game end is triggered.
(This will often, but not always, oeeur on the same turn the miseellaneous ﬁ eubes are added to the game.)

Finish the eurrent round until the last player in turn arder (the player to the right of the start player) has comploted
their turn. Then complete 1 more round of turns. All players should have an equal number of turns.

SPECIAL THATMKS

Thank you to the playtesters:

Lean Blight, Harrison Boppell, Christapher Buckley,
Chris Buskirk, Csilla Clair, Eric Elder, A] Harris, lan
Ingo ldsby, Mara Kenyon, Neil Kimball, Michael
 Maners, Eric Martinez, Andy MieGuire, David Mines,
Sam Nazarian, Viadimir Orellana, Shea Parke Eﬂ'ﬁﬂ
Short, Taylor Shuss, Dwight Stone,

SCORING

First, score the 3 fid tiles on the score board. Each
plﬂgEr seores for all 3 of these aduamﬂug their player
token on the tﬂﬂmtmkangrdlug!y.
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BUILDIMNG CLARIFICATIONS

For Publie Figure £3 scoring
abilities, ecaleulate €43 according
to the current state of the board.

(FAIRGROUMNDS |

& fan 2 por
wiithin 3 spaces.

¢y

FAIRGROUMDS:
When counting ynurﬁ within
J spaces, r.*nunturthngnnal@

(not diagonal) spaces.

MAYOR'S HDUS&
Gain1or 2 Wild Tokens ; N —
PRITZKER ZOO
You may diseard the Wild Tokens s RS
ﬂimmediately for cubes. * o 4 per oo

% | Gaina §¥.

& | Popvert ayintoa

== - =

(HAUNTEDHOUSE

e )

_?—F [

[ Sacrificea A

PRITZKER Z0O:

When eonverting, take 1 of your
Construetion Worker #& meeples
from anywhere in your play area
(aetive or non-aetive, activated

~ ornotyet activated), return it to

- the supply, and take 1 Executive
@ meeple from the supply. This

¢ Noeffeet. I

" | Thig turn eubes may
be placed on spaces

nfar.l palor. |

HAUNTED HOUSE:
The meeple you sacrifice canbe

non-active meeple, anditean bea % e mmﬂy the saﬁiifmam {anmr
meeple whose aﬁﬂﬂy you already

activated that turn, ineluding the i ,
Puhlin Fimareﬁs mﬂplnltseif th;ta

= T

afany color. It can be an active or yulh: 3 ‘new meeple should be piac-ad]n 3

 activated or not yet anﬂwatnd}

Variable UP: Some building plan tiles have variable @ indicated by the 1%
ieon. The building plan will explain how to caleulate thE@ seored immediately

when the tile is completed.

T ——
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g Gami ol per completed
bl 01 jowrs,
*
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TUMBLE PARK:
For Publie Figure £3 meeple
seoring, innnmplﬂteﬂand other
players’ ™ don't count.

IGGIE 5 BﬂLLPﬂRK‘}

oe

& (i 3 pecsdemi |
B | Camp B

P | Conwert a & 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 @i meeple
from the supply. This new meeple
should be placed in exactly the
same state (active or non-active, A

En L perworking hard #.
v [ Do 20 perworking hard .

. r.‘*;‘

5 Y

*:?'—'"

BOTAMNICAL GARDENS:
For Public Figure £3 meeple
abilities, srznre@ ur@fur each
of your Working Hard Architect £3
meeples. Do not count Architect £33
meeples that are Working Steady
or Exhausted.

u;thngnﬁa < (not diagonal) -
s ce next to this building. Thus,
»is the most that ean be snnmd‘_’?

fmm this huﬂdlﬂgln a!um
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AD CLARIFICATIONS

@) means arthogonally (not diagonally) adjaeent.

| Fach 7Y, @ and-thatis@)myuurﬂ

causes you to lose €. Each ™ is seored

individually, so if you have 2 "M that are € PARK Civic
to the same ou would lose RESIDENTIAL COMMERCIAL  IMDUSTRY
@y e 9  Count all of your owned building plan tiles, not

2 Each of your rompleted @ buildings scores @ just completed buildings. If there is a tie for Weeples

for each @ building that is any of the 3 indicated the neighborhood with the most ﬂ all tied
types (53, C™, [E) neighborhoods will Lose €% for players. Q * *

3 Each nfyuurnnmpletedﬁ’huildingssnnreso 10 If there is a tie for the neighborhood with the most ARCHITECT CARPEATER RIVETER
for each €3 building that is any of the 2 indicated £33, players ean re-seore | of their buildings in ¢ PLEAR 3 BRow £ sLue
types (£8, &), plus each () space. each of the tied neighborhoods.

4 [ contiguous group of @‘ s orthogonally {}) i1 |If players are tied in a neighborhood for the most Q . ‘
adjacent to each other. completed buildings, they all receive @

7 When re-seoring, add up the@ from all your 12 If players are tied in a neighborhood for the tallest FEEEH EDF::L“&?LIDH Eﬁ::ﬂ;::i
£8, divide in half, and round down. completed building, they all receive @,- e 55 A NAVY CRAY

TA RG ET &> moans orthogonally (not diagonally) adjacent. | E"‘ELE‘:- _city PUBLIC

'FIGURE PLANMER SERVAMT

CLARIFICATIONS o A B

Targets that score @- for meeples count ALL of your — 1,
meeples (active and non-active, activated and not !Blllﬂa

activated).

TARGET

3.1 Each of your completed (3 buildings scores €
 for each €3 building that is any of the 3 indicated

m@@)

i ? kgrasl,_:ﬂ'e|:mnl.=1|~!;l=u:1j:vl|illimg~Ia* @m morethan
0y _Eted htﬂrdingnfany opponent, Itati[l nnh;
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