


WELCOME, CITY PLANNERS!

Design the best city block using patterns from

the new and exciting Cube Shaker. You'll
place a mix of building files to help grow the
thriving city. The best design wins the game!

i : GAMEPLRY OVERVIEW

Shake That City is played over 15 rounds. Each
reund, the active player will shake the Cube
Shaker and press the slider to drop 8 cubes

in a 3 x 3 pattern, That player will pick one of
the building colors available from the pattern
and place the corresponding Building Tile(s)
onto their player board. The other players then
simultaneously pick any other available building

color except the one that the active player
picked.

At the end of the game, players will earn victory
points for tile placerment combinations and for
the completed Bonus Point Tiles around the
edge of their board. The player with the most
victory points wins!

Credits
Game Design - Mads Flee & Kare Torndahl Kjaer

llustrations - Olga Kim

Director of Projects - Nicolas Bongiu
Production - David Lepore

Development - Kirk W Buckendorf & |osh Wood
Graphic Design - Jay Hernishin

Rules Editaor - Dan Varretie

1 Round Tracker ; ,

Board 1 Round Tracker

Token

h_. | -
X - & . 1-*- "
| Cube Z Score Reference

4 Flayer Boards Shaker Boards I Scerepanl

32 Wooden Cubes
8 Red 7 Blue 6 Black 6 Green 5 Gray
Home Cubes Shop Cubes Factory Cubes Park Cubes Road Cubes

40 Home

40 Factory 40 Park

A0 Shop 40 Road

Tiles Tiles Tiles Tiles Tiles

27 Mini Building Tiles

Playtesting

Elsa Bek Andersen, Cle Jocobsen, Tea Kirshine Koustrup, Erik Andersson
Sunden, |esper Kjser, Christion Keldborg, Lars Wagner Hansen, Magnus
Karlsscn, Dan Haolstad, |osper Kjaersgoard Petersen, Peter Langkjaer
Meller, Morten Mansson, Kosper Lapp, Signe Wittrup, Maila Persson,
Alejandro Combalia, Allan Kirkeby, Rasmus Hervig, Majken Torndahl
Kjeer, Berit Kjaer, Chris Backe, |oe Slack, Kevin Dunkelberger, Christian
Lage, Emily Boisen Bonde, Randi Romvig Pisani, jJergen Holm, Allan
Johansen, the Pitch Project - special thanks to hosts Sen-Foong Lim
and |ay Cormier, the Virtual Playtesting community, Spildesign -
braetspil group @ Focebook, VikingCon, Copenhagen Boord Game
Festival, Lystrup Braetspilscafé, Josh Wood, John Zinser, Pete McPherson,
Niel Kimball, Mark Waoaotton, Kirk W Buckendaort, Jay Hermishin, Adelheid
Zimmerman, Amanda Weng, Ashwin Komath



CUBE SHAKER ASSEMBLY

1. Pop the Cube Shaker pieces out
of the punchboards and punch
out all chads.

2. Place the piece numbered 1 on
the table and fold the four sides
up ot the hinged cuts, then flatten
it out ogain.

3. Loy the piece numbered 2
into the base so the arrows
are facing the same direction
as the base.

4. Slightly fold up the two sides
(as shown) to line up the
tabs with the holes (but not
all the way yet].

5. Face the arrows of the
slider, numbered 3, with the
arrows the same direction
as the arrows of numbers
1and 2, then slip the front
end into the slot all the way
fas shown).

6. Carafully slide the other end of
the slider into the back slot.

Questions?

7.

10.

1.

- Take the top piece (with the Shake

. Fold the remaining two sides up

Please find a video tutorial for assembling the Cube Shaker af alderac.com/shake-that-citfy

Check to make sure the fabs of the
number 2 piece are shill aligned
with their holes, then fold the sides
almest all the way up {as shown).

That City loge) and fit the fabs info
the holes of the two folded-up

sides (as shown). Moke sure the
cube window (the rectangle hole)
of the top is above the number 3
and the arrows of the slider.

carefully ond make sure all tabs
and slots fit nicely.

Place two rubber bands into the
slots of the slider as shown.

Then wrop both rubber bands
around the sides of the whole
assernbly, fithing them into the
four triangular slots.

™
This is a green city, so we used the 27 chads
from the cube holes as Mini Building Tiles.
Keep them in o bag in the box. If you ever
run out of Building Tiles while playing, you
can use these as o backup!
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GAME SETUP

Fut all 32 Weoden Cubes into the Cube Shaker ond ploce i of which way they are facing.

Intie contdr of the 1atis, 6. Whoever was the last person to shake sormething is the

2. Place the Round Tracker Board cbove the Cube Shaker first active player. That player shuffles their remaining
with the Round Tracker Token placed on the 1. Bonus Point Tiles facedown.
3. Place the Building Tiles within reach of all players. 7. The active player randomly places 3 files along the north

side and the other 3 tiles along the west side of their

4, Pl Player Beard in front of each pl . All gl
ace a Player Beard in front of each player. All players Player Beard and flips them faceup.

should play on the same side of their board for each
game. (For your first game, use the Landlocked side. 8. All other ployers place theirr Bonus Point Tiles along the north
Scoring for the Beachfront side is on page 8.) and west sides of their own Player Boards to match the

= 5. Give each player o set of 7 different Bonus Point Tiles. Sanye cioer i the ks ol the it plper.

(The tile sets are numbered 1 fo 4 on the yellow side.) 9. Place the Score Reference Boards in close reach of oll
Each player places their corner tile on the northwest players. Use the visual examples on these boards when
corner of their Player Board. i1 is essenfial thot all players teaching how tiles score to new players, as they will refer fo
use the same cardinal directions on the fable regardiess thern often while playing.

Remember to keep all Bonus Point Tiles
facing the some cardinaol directions

regardless of each player's orientation:

SHARE o omy




ROUND OVERVIEW

1. Shake the Cubes - The active player uses the Cube
Shaker to deposit a set of 9 cubes onto the table.

2. Choose Building Colors - The active player chooses one
building color from the cubes. The other players each
choose any ether building color.

3. Place Building Tiles - All players grab Building Tiles
corresponding to the color they chose and place
them on their Player Boards, matching the pattern
ond orientation set in the cube pattern.

4. End of Round - Move the disk forward one space on
the Round Tracker Board. Put the cubes back into the
Cube Shaker and pass it clockwise to the next player.

1. Shake the Cubes

The active player puts all the cubes into the Cube
Shoker through the top window, then sets it on the table
and shakes it around for a good mix. (Do not pick up the
shaker from the fable to shake it! You may lose

some cubes!)

After a good shake, keep the Cube Shaker on the table
and push its slider all the way in until you hear the cubes
drop out the bottomn, then fully release the slider. Carefully
lift the Cube Shaker from the table. Set the Cube Shoker off
to the side. If you do not have 9 cubes left behind in a

3 x 3 pattern, put all the cubes back into the Cube Shaker
and try again.

The active player for each round will shake the cubes
in the Cube Shaker to set a 3 x 3 paftern of cubes in the
center of the table. Be sure to align the square pattern
with the player boards and not ot on ongle.

2. Choose Building Colors

The active player will pick one building coler from the
pattern of cubes that enly they con use for thot round.
(Note: You are just picking a color from the patfern,

not the cubes themselves.) The other players will then
simultanecusly pick any ether building color from the
pattern. Mon-octive players are free to choose the same
building color as each other as long as it's not the building
color the active player chose.

To expedite play, once the active player has chosen J

a building color, all other players are free to choose
theirs at the same fime.

For example:

If player 1, the active
player, chooses blue,
plavers 2 and 3 may

both choose gray,
and player 4 may
choose green.




3. Place Building Tiles

Each cube color corresponds to a Building Tile
with the same color border:

Gray cubes are Roads.

Green cubes are Parks.

Black cubes are Factories.

Blue cubes are Shops.

Red cubes are Homes.

When you choose a building color, you must take the same
number of Building Tiles in the same color and place thermn
== onyour Player Board, with the following restrichons:

« You must place each tile in an empty space on your
Player Board.

« You must place your pattern of tiles in the exact same
configuration and orientation as the cube pattern. You

may not rotate or reconfigure the tiles into a new pattern.

= You must place all tiles from the building color ond
L pattern you have chosen. If you cannot fit all the tiles, you
o must choose a different building color that will fit. You
! cannot skip placing tiles.

—

o If there is no building color in the paottern of cubes that
will fit on your Player Board, you will not place any tiles
for that turn.

Once you have placed tiles, you eannet mave them,
remaove thern, or cover them with other tiles.

Blue is the building color chosen from the pattern of cubes:

Incorrect
{no rofation)

Incorrect
{ne reconfiguring)

4. End of Round

When oll players have finished placing their Building Tiles,
the active player moves the Round Tracker Token forward
one space on the Round Tracker Board. They put the cubes
fram the center of the table back into the Cube Shaker and
pass it clockwise to the next player, who will then become
the active player for the next round.

ROUNDS 13, 14, AND 15

The game lasts for 15 rounds as tracked on the Round Tracker
Board. The first 12 rounds proceed as described above.

Rounds 13, 14, and 15 are played with a slight change to the
Choose Building Celors step. During these last 3 rounds, all
building colors in the pattern of cubes are available to all
players. Whichever building color the active player chooses
i not blocked to everyone else.



The Score Reference Boards are double-sided. They hove
scoring reminders on each side that correspond with the
Landlocked ond Beachfront sides of the Player Boards.

s : N _ll:ll ll‘i'.l'l! l:::l

The cubes shown on the Score Reference Boords represent
the number of cubes of each color inside the Cube Shaker.

The game ends on the 15™ round after all players have placed

their Building Tiles. Players may now add up their scores.

The back of this book lists scoring details for both sides of
the Player Board. Here are some general things to keep
in mind:

» Roads need to be connected out of town to a concrete

edge of the Player Board. (Nofe: The Beachfront has only
fwo concrefe eages!)

» Parks help beautify neighborhoods when near Homes. On
the Landlocked side, they also score next to Factories. On
the Beachfront side, they score next to the beach instead.

» Factories do better next to other Factories ond need to be
next to Roads for their operations.

» Shops do better in centralized locations (gray and brown
zanes) but must rely on connected Roads to bring in
commerce from out of town.

+» Homes do well on their own but don't score extra for
crowded neighborhoods. All Home values go down if

they are orthogonally adjocent to Factories.

FAMILY VARIANT

This variant is great for teaching spatial awareness of
shapes! Ignore all scoring rules for individual tiles and
score only the Bonus Point Tiles around the sides of the
player boards.

CONSTRUCTION VARIANT

Everyone sets up their Ployer Board just like the reqular game.
Give each player a set of 4 different Construction Variant Tiles.
(The file sets are numbered | to 4 on the yellow side.) The active
player places their tiles focedown on the table and shuffles themn.
They then place the tiles in a diogonal pattern on the board and
flip them faceup, as shown.
The rest of the players match
the placement of those files,
keeping the orientation the
same. Players cannot place
Building Tiles on spoces with
Construction Vanant Tiles
until they are removed.

Objective 1: Remove all of
the Construction Variant Tiles
from your Player Board.

To remove a blocking file,
create on orthogonally adjocent Building Tile pairing anywhere
on your Player Board that matches any paoiring printed on the
Construction Variant Tiles. For example,
if you ploce o Read orthogonolly
adjocent fo a Home, you may remove

the Road/Home Construction Variant
Tife.

Objective 2: Score the highest among the
players who succeed in removing all of their Construction Vanant
Tiles. Only the players who succeed in the first objective may score
in this variant, if no players succeed in removing their Construction
Variant Tiles, there is no winner. Reset and try again!
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(You can play this variant on either the Landiocked side or the
Beachfront side of the Player Board.)

S0L0 VARIANT

Setup: Set up your Player Board with variant files as described
above in the Construction Variant gome.

Choose Building Color: You cannot pick the color with the highest
number of cubes in the pottern, unless there is o tie for highest.
This restriction is lifted in rounds 13, 14, and 15.

Objective 1: Remove all of the Construction Variant Tiles by
creating orthogonaolly adjocent building pairings anywhere on
your Player Board as described in the Construction Variant game.

Objective 2: Score 55 points or more at the end of the
game to win.



Landlocked
Scoring

e
Adjacent
ahways rafiers
fo artrogandally
odigcent;
there are no
conmechions
ar acorirng for
diaganally
adjacent fies

 S—

Beachfront
Scoring

Players add up their scores based on their Building Tile
placements and combinations and the Bonus Point Tiles
they were able to flip. You will find scoring details below.

The player with the most points wins.

Bonus Tile Scoring:

When you fulfill either half of a Bonus Point Tile, flip it over to score 3 points. {You don'f need fo fulfill both

requirements.)

Hiave al
leas=l

fiess iy
ihis row. |

Roods score | point
per road thal lsads
fo the edge of

the board. Connections
between roads must

be odjocent. Single
Road tiles on the edge
will scora.

In the case of a tie, the player with the most flipped Bonus
Point Tiles wins. If there is sfill a tie, the player with the
least amount of empty spaces on their Player Board wins.

If there is still a tie, all tied players share the victory!

Corner TiI-n_EL:uring

They earn 1 point if
adjacent to any number
of Factories and 1 point if
adjocent to any number
of Homes.

B
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| Parks score up Factories score up
to 2 points each. to 2 points aach.

They earn 1 paint if
odjacent to any number
of Foctories and 1 point if

adjocent to ony number
of Roads.

Dirversity Bonws:
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Shapa score onby if
connected ta fhe
edge of the board,
either by being adjocent

fo the edge or by bei
odjoceni fo roads that lead
to the edge. Connected
Shops score occording to

the zone they ore in.

Homes score 2 poinds
for ench single Home
or eoch group of
adjacent Homes. Any Home
or group of Homes adjacent
1o o Foctorny will score zero

(5%

Roads score the
same as above,
bul they must
connect fo a concrale edge.

| Parks score up

to 2 poants each:
They earn 1 paint if
adjocent to any number
of Homes and 1 point

if adjacent fo the

beach edge.

P
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Factories score

the same as obova.

Shops score the
sarme as above, bt

the zores are lod out
differertly on the Beachfront
side of the board. Shops
rnaed o connecttaihe

Hemes scare the
some g5 above but
get an odditional
point if the Home or group
of Homes is adiocent ta the
becch edge.




