
Game Rules
You have several resources to learn how to play Milton Keynes. Firstly there is this rules booklet to give you 

the full, unadulterated rules. Secondly, the FAQ paper answers your most likely queries. Thirdly, the Flowchart 
gives you a good overview of the flow of the game.

Game Components
•	 1 game board portraying the map of Milton Keynes
•	 32 building permit cards (permits) make the permit deck:
•	 16 simple permits
•	 16 other permits 

•	 5 building submission pouches (the brown envelopes)
•	 80 plot deed cards (deeds) make the deed deck
•	 220 income blocks (44 in each of 5 colours)
•	 70 building blocks:
•	 56 plain
•	 2 red Commons
•	 6 green Allotments
•	 6 brown Dumps

•	 10 circular river tiles
•	 2 square marsh tiles
•	 70 cash tokens:
•	 40 stuffed envelopes of value “1”
•	 30 heavy briefcases of value “5”

•	 1 rules booklet
•	 1 supplementary FAQ and Flowchart

Note: the stuffed envelope cash tokens are unrelated to building submission pouches.

Building blocksIncome blocksRiver tiles

PermitsDeeds

Marsh tile

Heavy briefcasesStuffed envelopes

Introduction
Welcome to Milton Keynes, the site of the latest new town! It’s all fields at the moment, but you, 

along with your fellow property developers, will shortly mutate this mass of marsh, meadow and 
moorland into a modern metropolis. You will compete with your rival tycoons to see who can build 
the most profitable buildings by the time Milton Keynes becomes a proper city.

Bung the biggest bribe to bent bureaucrats in order to get first refusal on the plots of land most 
valuable to you and pay off your peers to get the plum permits. Swap shrewdly and deal deftly to get 
yourself the most propitious permutation of plot-deeds and permits, then with them commission for 
construction compounds to convert your languishing land into profitable property.

Bigger buildings and those placed in proximity to your peers provide principal profit potential 
(though a river-view helps). However, make sure your neighbourhoods are notably nice - develop 
downwind of a dump or close to the commons and you risk reducing revenue rather ruinously. You 
have the possibility of calling in a favour if you pass up a development opportunity: will you demolish 
that problem-neighbour, redevelop your own buildings or perhaps just reconsider that last bribe?

Milton Keynes is the topological strategy boardgame filled with bidding, bribing, bluffing and 
back-stabbing. In the land of roundabouts.
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Game Preparation
Set up the Board

You will notice that the map of Milton Keynes is made up of many 
squares of land (plots). All but one have a label; the one that doesn’t is mid-
way down the map on the right side. It would be called ‘E9’, but since it is a 
rocky outcrop and impossible to build on, the square is not in the game. In 
addition to this “feature”, our fledgling city has a river running through it 
as well as two marsh areas on which you cannot build. The map to the right 
shows you where these are located on the map, so:

Place the river and marsh tiles on the map accordingly.

Assemble the Deeds
Each plot of land you can develop on has a particular label given by a letter (the row) followed by a number 

(the column). Each (labelled) plot on the map has a corresponding deed in the deed deck. If fewer than five 
people are playing, then the game takes place on a smaller map. In particular, if four or fewer people are play-
ing then only rows A through to H are used in the game. For three 
or fewer people column 9 is removed as well, so only 1 through to 8 
are available. In the case of only two players, row H is removed also, 
so only rows A through to G and 1 through to 8 are in the game. All 
plots on which a marsh or the river lies must always be removed, too.

Remove all deeds that are not going to be in the game.

To make this easier, the deeds are marked according to whether they should 
be included in the deed deck for a game with a given amount of players. The table 
to the right shows which combinations of dots are in the deed deck depending 
on the number of players. e.g. for a four player game keep only the deeds with no, 
one or two filled circles in the corner, removing all deeds with three or four filled 
circles.  Note that deeds with four filled cirlces are not used in the normal rules 
(they are used in the advanced rules, mentioned later).

We will need to draw cards at random from the deed deck; each player starts 
with three deeds in their hand. Your hand is secret and you should take care not 
to let any other players see it!

Shuffle the deed deck and deal three deeds to each player.

Choose Characters and Permits
You all must now choose which property developer you are going to play. There are six to choose from and 

each has his own personality. Though they do not affect anything once play begins, they will decide which per-
mits you get in your starting hand. You will have an opportunity to trade and buy permits later on in the game 
so don’t worry too much about making a bad choice! 

Choose a character and take into your hand 
the corresponding starting permits (right) 
then select the colour of income blocks most 
befitting of your character. Shuffle the per-
mit deck (i.e. the rest of the permits).

Place Income Markers
You will each collect cash periodically throughout the game. 

Beneath the map of Milton Keynes, on the game board, you will 
see the income rail; a set of positions labelled from ‘10’ to ‘50’. 
The amount of cash you collect is marked by a single income 
block of your colour, placed on the income rail. Each player 
automatically starts at the lowest point on the income rail.

Place an income block of your colour over the space marked 
‘10’ on the income rail.

Character Starting Permits
Scarlet 3x Inquiry, Lobby
Mr. Orange 2x Demolish, Commons, Redevelop
Cllr. Gray Dump, Lobby, Extension, Redevelop
Lord Yellow Nature Reserve, 2x Lobby, Redevelop
Cpt. Blue Air Base, Sewage Reprocessor, Demolish
Dr. Green Lobby, Allotments, Nature Reserve, Redevelop

The first few points on the income rail. Your income 
marker starts in the box marked 10. You never move 
your income marker below a roundabout (at 10, 15, 

&c.) once you have passed it.

The corners of three deeds illustrate  
the dots that let you know whether 
the deed is in your game. The first, 
G9, has two filled dots indicating it 
is in the deed deck of games of four 

or more players.
The second, G8, has no filled dots 
meaning it is always in the deck. 

Finally G6 has four dots meaning it 
is not normally in the deck.

A1

J9

Marsh

River

5-players

3-players or more  

4-players or more  

Players 2 3 4 5

Deeds in 
Deck
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Playing the Game
The game takes place over a number of game years, each year involving five distinct phases. Years are re-

peated until Milton Keynes gains city status, at which point a winner is announced. In order, the phases in the 
year are Cash Collection, Spring Sale, Autumn Sale, Trading and finally Building. Generally, players do not take 
turns - all players play each phase at the same time.
Cash Collection (New Year!)

In this, the first phase of the year, you each collect the cash owed to you from your rent. You collect an 
amount of cash according to where your income marker is on the income rail. In the first year you get a special 
extra “government grant” of 20 stuffed envelopes, so you’ll collect 30 stuffed envelopes in total. In all follow-
ing years, you collect exactly the amount shown on the income rail as 
marked by your income marker. Keep the amount of cash you have 
secret!

If it is the first year, collect 30 stuffed envelopes. In all other years, 
collect an amount of stuffed envelopes equal to where your income 
marker appears on the incomes rail.

Prior to collecting cash, you may choose to play one or more In-
quiry cards (which move your income marker forward); if you do, be 
sure to collect the newer, bigger amount!
Spring and Autumn Sales

Following cash collection, it is time for you all to buy some plots of land on 
which you can build property! In a sale, a number of different lots (i.e. patches of 
land) are up for purchase. The number of lots for sale is equal to the number of 
players in the game, so each of you will get a chance at buying a lot.

Deal from the deeds deck as many deeds as there are players.

In the first year, the lots are always just one deed, so the each of the deeds dealt 
out are up for sale individually. In future years however, any neighbouring deeds 
are sold as a single lot. It is still important for each player to have the chance to 
buy a lot, so deeds are dealt until none of the lots are neighbours, drawing new 
deeds to keep the number of lots equal to the number of players.

If it’s not the first year combine any adjacent deeds and deal more deeds 
until you have enough lots. 

To decide who will have first pick of the lots up for grabs you must fight to 
get the most influence over the politicians. So, you may all attempt to bribe your 
politician to get you first refusal. You may tender a bribe to a politician by placing 
an amount of your cash in your fist above the board (normally between one and 
five stuffed envelopes, but you can use whatever you want). When you all are 
ready, everyone uncovers and discards their bribe into the bank. You each then 
take turns to purchase a single lot (if you want to!) in order from the player who 
bribed the most to the player who bribed the least.

Place a bribe in your hand and uncover them all together.

If some players are tied, then the player of them with the fewest cards in their hand gets first choice; if there 
is still no clear winner, players play rock/scissors/paper until a winner emerges. The price of a lot is one heavy 
briefcase for each deed in it. If there are any lots still for sale after all players have had a chance at buying one, it 
continues around again, restarting with the player who made with the highest bribe, until all players pass. If any 
still remain, they are placed on the bottom of the deeds deck.

Take your turn to purchase a remaining lot for sale, not forgetting to pay for it!

This process is repeated twice each year - one for the Spring sale and one for the Autumn sale - so you will 
get a chance to buy at least two lots each year. Other than the name, the two sale seasons are identical. 
Trading

Throughout the trade phase, you may each trade cards and cash with each other in a liberal manner. Trades 
must be one-off exchanges of cash and/or deeds/permits in hand, and cannot include buildings that have al-

In the example above, a three-player 
game, three deeds are dealt. If this 
were the first year, they would be 

left alone as the three lots.
However, this is the second year, so 
the two lots that would be adjacent 
to each other (G8 & G7) are com-

bined into a single lot (of price two 
heavy briefcases) and a replacement 

deed is dealt (F6).
F6 isn’t adjacent to any other lots so 

no futher combining is done. We 
are left with three lots: G7 & G8, H1 

and F6.

If you are unable to collect 
the amount owed to you 
because there is no more 

cash left, a Credit Crunch occurs 
and all players must put back a 
heavy briefcase (or reduce what 
they are owed by a heavy briefcase) 
until there is enough for all players 
to collect what they are owed.

!
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ready been built or obligations restricting the later play of either of you.
You each also get the chance to buy up to two new permits. You each will have a permit between you and the 

player to your left for you two to share. You will have another to share between you and the player to your right. 
Either you or the player to your left will take the permit on your left, and similarly for the right side. The player 
that doesn’t take the permit will gain some cash from the player that does take it.

To decide who gets the permit, the players on either side make a sealed bid by putting some cash in their fist 
above it.  The player who bids the most pays their bid to the other player and takes the permit - the player bid-
ding the least for the permit keeps both bids.

To make it fair, all permits are bidded over at the same time. You each must therefore tender two bids, one in 
either fist, each fist above the permit its bid is for.

Make two sealed bids for the two permits to either side of you.

When you’re all ready and the bids are uncovered, the transactions can be completed. In the case of a tie 
between players’ offerings, you may repeat the process between you, providing you never offer less than the 
original offer and you do not use cash that is used for or gained from the permit on the other side. If neither of 
you offer more (and you cannot come to some other amicable agreement), the permit is replaced at the bottom 
of the permit deck and you both keep your bids.

When you win a bid, pay it to the other player and take the permit.

You are free to offer as much as you want to the other player when you make your bid, but permits are usu-
ally worth bidding between three and ten stuffed envelopes for, depending on how much you want the permit 
and how much cash you have to spare. Make sure you kept your cash secret or the other players will know how 
much you can possibly spend and compensate appropriately!
Building

Following from the Trade phase, you can each commission some buildings. You can build up to two distinct 
buildings each year. Each building must occupy no more than six plots, and the plots must form a single 
joined-up area. To build a building, you must have ready (in your hand) one permit and one or more deeds. 
The permit determines what type of building it will be, whereas the deeds specify which plots the building will 
occupy on the map.

 Everyone commissions their buildings at the same time. To keep things fair, you will place in your building 
commission pouches (i.e. the big brown envelopes) your permit(s) and deed(s) for the building(s) you wish to 
build. There are five pouches so each player can have their own.

If you want to build any buildings or extensions place the corresponding permit and deed(s) into your 
building commission pouch.

You are free to build a building wherever you want on the map (providing you have the corresponding 
deeds), however if you build a building that borders yourself, the new building will count as a separate building 
to the old one and as such probably not generate a lot of income (you’ll see why in the scoring rules). However, 
in addition to building new buildings, a special type of permit exists that allows you to extend an already exist-
ing building. This doesn’t count toward your limit of two buildings though the resulting building must still be 
six or fewer plots in size.

Once everyone is ready, you can almost get to the building. There are however two permits that need an 
additional step - the Air Base and the Sewage Reprocessor (both explained later) require you to nominate 
a free plot that you wish to requisition. If you are building either of these, you will need to tell everyone which 
plots you intend to take.

When all are ready, nominate any requisitions.

Finally, you can place your new buildings and extensions on the map; see the section labelled Scoring to see 
how to score the new buildings.

Uncover any permit(s) and deed(s), update the board and income rail, then place any permits on the bot-
tom of the permit deck and any deeds face up in front of you.

Once the buildings are built and scored, you’ll need to update the income rail to your new incomes. Count 
the total number of income blocks you have on the map. Add ten to this number and move your income mark-
er to this point on the income rail. If, perhaps as a result of playing an Inquiry, you now have a lower income 
that in the previous year, worry not, you need never move your income marker back below one of the rounda-
bouts marked on the scoring rail - simply leave it at the most recent roundabout that you passed on the way up. 
If you happen to be on a roundabout already then you need never move your income marker any lower.PR
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Furthermore, if you pass a roundabout while moving up the 
income rail at this point, you may collect a free heavy briefcase!
Game End and the Winner

The game finishes once the deed deck is empty at the end of 
the build phase. Milton Keynes has achieved city status and the 
winner can be announced: this is the developer with the greatest 
number of income blocks on the map. If there is a tie, then the 
tied player with the greatest amount of cash in their hand wins.

Building and Scoring
Once you have all shown each other the contents of your 

building commission pouch, you’re going to want to update the 
map with your new buildings! You should place a building block 
(one of the coloured ones for the Allotments, Dump or Com-
mons, a plain one otherwise) over the plots of each deed in the 
building. Most (though not all) buildings will score you one or 
more income blocks when they are built. These income blocks 
are placed on the map and left alone until either the game ends 
or the neighbourhood changes.

Scoring buildings is simple; each building gets income blocks 
on it for two reasons: internal walls and neighbouring walls. 
Income blocks always go on walls - i.e. the sides of the build-
ing blocks. You will notice that when two building blocks are 
on plots next to each other, then the notches in the blocks allow 
either one income block to lie flat between them or two income 
blocks to stand up.
Neighbouring Walls

A neighbouring wall is where your building is next to either 
the river or another player’s building on the map. If your build-
ing is roughly the same size as the other player’s - i.e. the number 
of plots they occupy differs by no more than one - then you get 
a single income block on that side. If your building is at least 
two plots bigger, then you get two. If your building is at least 
two plots smaller, then you get nothing. These income blocks 
are placed on their small side standing up in the notches of the 
building blocks on the side that they share.

If your building borders the river, then it is considered a 
neighbouring wall and gets a building block (stood up) in any 
notch that is next to the river. By getting income blocks on 
neighbouring walls, it makes sense to neighbour the river and as 
many other players’ buildings as possible, as long as your build-
ing isn’t much smaller. Be careful though - if your opponents 
build extensions to their buildings later on then you might find 
yourself denied the extra points!
Internal Walls

Internals walls happen when you have a building that oc-
cupies more than one plot. An internal wall is wherever one of 
your building blocks is directly next to another of your building 
blocks from the same building. If you have two separate buildings 
(i.e. commissioned with different permits, perhaps in different 
years) then they do not have internal walls between them.

In this small example we can see Scarlett (the red 
player) place a Chav Estate (the simplest building 
in the game as it has no special rules) at the corner 
of this river (plot G7). The two sides of the estate 
with nice river views bring her an income block 

each (circled in the top right). Since they are con-
sidered neighbouring walls, the income blocks are 
stood up and placed in the building block’s notch.
Some time later, Cpt. Blue (the blue player) com-

missions a slightly bigger Chav Estate, using two 
deeds H6 & H7, next to Scarlett’s. Since Scarlett’s 

Chav Estate now has a neighbour of roughly the 
same size, it gets another income block on the newly 

neighbouring wall.
Cpt. Blue’s building has two walls with neighbours 
(one of which is Scarlett’s building, the other is the 

river). Since it occupies two plots, it also has a single 
internal wall (circled in the lower right picture). 

The income block for the internal wall, as with all 
internal walls, is laid flat.

In the above example, the marsh is in the top left 
of the area. Scarlett places a rather useless Chav 

Estate in H2, which generates nothing (the marsh 
has no value as a neighbour). Dr. Green then takes 
advantage of Scarlett’s small building by commis-

sioning a much larger Chav Estate next door, 
generating two income blocks from its internal walls 

(the blocks laid flat) and a further two from the 
neighbouring wall by the much smaller building.

Above, you can see the diagram of the previous 
situation. Though the plots are not labelled, you can 

see the relative position of the river and buildings 
remains unchanged.

Note that the intention to build is shown by a hollow 
coloured square over the plots to be occupied, and 
that neighbouring wall income blocks are shown as 

filled coloured squares, whereas internal wall income 
blocks are filled coloured rectangles.

Above you can see the diagrammatic version of the 
situation described to the right.

neighbouring walls

internal wall
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Above is an example of what not to do. Scarlett already 
has a Chav Estate taking up a plot when Cpt. Blue 

takes the opportunity to build next to it with his Chav 
Estate, generating him two income blocks. Scarlett 

then builds a second Chav Estate which, despite hav-
ing two neighbours and an internal wall, generates only 
two income blocks. This is due to one of her neighbour-

ing walls (circled) being between her own buildings.

Building Next to Your Own Building
It is important to remember that under normal circumstances 

(i.e. with the exception of the Allotments permit, following), 
building next to yourself generates you no extra income blocks. It is 
something you generally don’t want to do in the game.

This is because income blocks are rewarded only between adja-
cent blocks within the same building, or adjacent blocks between 
buildings owned by different players.  You are still allowed to build 
next to one of your own buildings, but they will be two different 
buildings. If you wish to extend your already existing building, 
you may wish to use the special Extension permit.

Permits
Milton Keynes has several different buildings that can be built. 

Chav Estates are most common, but several others exist; four of 
them have different rules attached for the scoring, either generating 
you more income blocks (the Commons and the Nature Re-
serve), reducing your neighbours’ income blocks (the Dump) or distributing income blocks to all neighbours, 
even the owner (the Allotments). Two of the others (the Air Base and the Sewage Reprocessor) allow you 
to choose and take (for free!) an unused deed of your choice as long as it’s going to be used within the building.

The Simple Permit: Chav Estate
The Chav Estate is known as the simple permit, since it has no special rules attached to 

the scoring of the building regarding the income blocks. As such they can generally be consid-
ered worse than the various other building permits.

They do have one saving grace though - rather than being used as a permit, they can be used to take a one-off 
action in the game. You will notice that turning a Chav Estate permit upside-down will reveal an action card. 
Played correctly, you can use this action to do something to outwit your opponents and gain an advantage. Once 
you use a Chav Estate for its action, you must immediately discard it to the bottom of the permit deck. There 
are four different actions on the various Chav Estates:

Action: Inquiry
Make some extra cash! With Inquiry you can push your income marker up by five whole 

points! The movement is only temporary, so after the following build phase, you’ll have to put 
it back to normal, however if you are clever, you will play it so that you pass a roundabout: 

once past a roundabout, your income will never go below it!
If you choose to play your Inquiry, play it just before you collect your cash at the start of the year. Push your 

income marker up by five points and collect the new, bigger, amount.
Action: Lobby

Change your mind! Perhaps in response to somebody else’s change of mind! With Lobby 
you can alter your bribe (in the deed sales) or bid (in the Trade phase) after you’ve seen what 
the other players have in their hands.

If you choose to play Lobby, do so directly after you all have revealed your bribes/bids. You get to change 
what you put in your hand and therefore how much you pay and whether you win the first choice/card.

Action: Demolish
Take the smile off your opponent’s face and the shine off their new building! With Demol-

ish, you can remove one block from any building on the map, making it that much smaller. 
If it’s only one block big to start with, then it is removed entirely! You even get the option to 

purchase the deed of the demolished block from the owning player!
Demolish can only be played on a block that is on the edge of a building, i.e. a block that has at most one 

internal wall. If playing demolish on a block would mean that the building it belongs to splits in two, then you 

6 AS001/MK/RU/SAVE-FERRIS

PR
OM

OT
IO

NA
L 

US
E 

ON
LY



Above is a simple example of the Ex-
tension in use. Scarlett uses it to ‘fill 

in’ her five-block building of some 
type (which we don’t know, hence 

the ‘?’s), changing it into a six-block 
building, and allowing it to generate 
a rich amount of income from the 

neighbouring building of Cpt. Blue. 
He isn’t best pleased.
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definitely can’t play it! If you want to play Demolish, you must do so directly before you collect cash at the 
start of the year. You have the option of paying two heavy briefcases to the owner of the building for the right 
to take the demolished plot’s deed into your hand. If you don’t then they get to keep it in their hand. After play-
ing Demolish, update all the income blocks on the map, but don’t alter the income markers until the end of 
the next build phase: you all still receive the cash you were expecting this year.

Note that you can’t take a river deed into your hand; if the demolished block happened to be a part of the 
river, then the deed goes back out of the game and the river tile goes back on that square.

Action: Redevelop
Reclaim the land you already built on for new, bigger, better developments! Redevelop 

allows you to remove the whole of a building you already built (along with any income 
blocks it was generating).

If you choose to play Redevelop, do so directly after you collect cash at the start of the year. Pick up one 
of your (already built) building’s deeds which should be face up in front of you and put them back into your 
hand. Then clear away the building from the map, updating the income blocks on it accordingly. Don’t alter the 
income markers until the end of the next build phase though: you all still receive the cash you were expecting 
this year. As with Demolish, you can’t take a river deed into your hand; if the building happened to have one 
in the river just replace the river tile back on that square.

The Special Permit: Extension
Generate some extra income from your neighbours by making a small building bigger! 

With the Extension and some deeds that neighbour your al-
ready-built building you can make it that much bigger, perhaps 
generating some extra income from your now-smaller neigh-
bours. It doesn’t need any other permit to be used and it doesn’t 
count towards your two-building per year limit either!

To use it, simply place it in your building commission pouch 
(along with anything else to build) in the build phase. When everyone is ready, 
discard the Extension to the bottom of the permit deck (along with the other 
permits) and put the building blocks on the corresponding plots. When you score 
them for the income blocks, consider them as being part of the original building, 
taking after the permit you originally played for it.

The Sewage Reprocessor
Grab a plot for free! And here’s the thing: the free plot must 

be on the river! The Sewage Reprocessor gives you the oppor-
tunity to have a building that occupies an extra plot, in addition 
to the deeds you already submitted. You still have to use at least 
one deed when you build it, and the free (river) plot must form 
part of the final building. You’re allowed to use it to bridge up 
two plots on either side of the river though.

To remind you of its function, it has “take one river” written on it, and a little 
note telling you it must be next to the river. If you’re building the Sewage Repro-
cessor, then after everyone is ready with their building commission pouches, tell 
everyone which river plot you want. If someone else is building another Sewage 
Reprocessor and you cannot agree to use different plots. You both must put the 
permit and the corresponding deed(s) back in your hand.

The Air Base
Grab a plot for free! The Air Base lets you requisition any 

usused plot on the map! You have to use the plot in the Air 
Base building, and you must still use at least one deed to build 
it. You are allowed to join up otherwise disperate deeds though.

To remind you of this, the permit has the text “take one 
empty plot”. If you’re building the Air Base, then tell everyone 
which plot you want to requisition once all the cards are in the 

building commission pouches. If another player is building on it this 
turn, then you must put the Air Base and any corresponding deeds 
back in your hand. Do likewise if another player builds the Air Base 
and you two cannot agree to take different plots.

The Sewage Processor was used 
in the above example by Scarlett. 
Though her original three deeds 

did not form a single building, she 
requisitioned the missing (river) plot 
to join them up and make a complete 
building occupying four plots, scor-
ing a great income from the smaller 

neighbours.

The Air Base was used, as shown above, by Scarlett. 
Her original two deeds did not form a single building, 
so she requisitioned the missing plot to join them up 

and make a complete three-plot building.PR
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The Nature Reserve
Exploit the wild marshlands to generate some extra income! 

Normally the marsh generates no income for its neighbours. For 
a Nature Reserve however, the marsh is a gem!

Any side of the Nature Reserve that borders the marsh gets 
two bonus income blocks! You can put them stood up in the 
notch as you would when bordering a much smaller 
building.
The Commons

The dreaded Commons; it can only ever be one 
plot big, but it’s a nasty plot for any neighbours! 
Here’s the thing: any neighbours (that aren’t the Dump or Com-
mons - see next), generate two income blocks for you. Their size 
(even if they’re bigger) doesn’t matter! Don’t extend the Com-
mons: you’re not allowed. It has a couple of helpful notes on the 
permit about the income scoring and size restriction. Note that 

any walls bordering the river score normally.
Use the red-coloured building blocks for the Commons.

The Dump
A Dump. As in rubbish, not as in “what a...”. The 

Dump can only occupy a maximum of three plots on 
the map (even if it has been extended), restricting 
how many income blocks it can generate from its neighbours.

But here’s the thing: nobody wants to live next to the Dump 
- the neighbours (even the Commons!) generate no income 
blocks from neighbouring walls with the Dump. It still generates 

one or two income blocks for you in the normal way though.
Use the brown-coloured blocks for the Dump.

The Allotments
Be kind! Be selfless! Build an Allotments in 

Milton Keynes! Allotments will generate two 
neighbouring wall income blocks for all neighbour-
ing buildings. The size and even the owner of the 
neighbouring building is irrelevant! It won’t generate any inter-
nal wall income blocks for you though, nor anything for being 
next to the river, so be sure you build your buildings next door 

to reap the benefits!
Use the green-coloured blocks for the Allotments.

Advanced Rules
Once you’ve become used to playing the basic game rules, 

you should try the advanced rules; they’re no more difficult 
but they will open up new strategies and possibilities. In the 
advanced rules, you set the game up differently, but actually 
playing the game is unchanged.

To start, take the deeds from the deed deck according to the number of players in the game as normal. How-
ever, do not use the prescribed river and marsh positions: the player with the most recent birthday should place 
a river tile on one of the edges. Clockwise around the table, you each should place a river tile. It should connect 
with the last tile either on an edge or diagonally, however no corners are allowed and it should take the river 
no closer to its starting edge(s). It stops when it reaches an edge on which it didn’t start. At this point, continue 
around, placing the two marshes. Each must border an edge of the board. Finally, remove the river and marsh 
deeds from the deed deck.

Shuffle the deed and permit deck, dealing three deeds to each player as normal, but do not choose a character, 
instead deal out four permits in addition to the deeds. The game continues from here as normal.

Above, Scarlett demonstrates an optimal use of the 
Nature Reserve by neighbouring the marsh with 

four sides, generating eight extra income blocks 
for her! Being two blocks bigger than Cpt. Blue’s 
adjacent building, it also generates a further six 

neighbouring wall income blocks!

Above, Scarlett commissioned her Commons right 
in the middle of everything! None of the other 
players are pleased. She scores an optimal eight 

income blocks from it, and gives the other players 
a healthy target for a Demolish action!

In this small example, Scarlett commissioned 
her Dump to take advantage of neighbouring the 

small buildings of Dr. Green and Cpt. Blue without 
generating Dr. Green any income for his large 

building below.

In this final example, Scarlett builds a huge Allotments for 
the residents of Milton Keynes. Although its internal walls 
generate no income for her, she built it so it neighbours her 

other buildings on four walls, generating eight income blocks 
for her. She unfortunately generates for Cpt. Blue two extra 

income blocks. Not such a great price to pay though!
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