
Building luxurious homes is time consuming, but it will intro-
duce you to powerful political allies who will provide extra votes 
if you make them happy.

Note from the designer: Players may add one expansion to the base/
advanced game. It is not recommended to mix several expansions, 
but I’m sure some combinations are feasible. =:)

This expansion adds an entirely new category of tiles: Leisure 
tiles. Happy citizens are very enthusiastic about voting for their 
home candidate… no matter where they have their fun!

• Leisure tiles are an orange/salmon color, and each one is dif-
ferent: Swimming Pool, Cinema, and Stadium.

• A Swimming Pool costs $ 1; a Cinema costs $ 2; a Stadium 
costs $ 4.

• Construction Conditions:
• Leisure tiles must not be Influenced by a Factory, Refin-

ery, Harbor, or Warehouse.
• You can only build one of each Leisure tile.
• Must be influenced by a Residential Zone, a Commercial 

Zone, and a Park (all three!); see examples on left.
• Moving phase: 

• Leisure tiles work like Factories and Commercial Zones: 
a player cannot get the benefit two rounds in a row, but 
must move.

• Only one citizen can occupy each Leisure tile.
• Special Powers:

• You can activate a Leisure tile by moving one citizen or 
tourist to it in Phase III: Move Citizens. You can acti-
vate a Leisure tile on an opponent’s player board.

• Each Leisure tile you activate generates 5 votes for you in 
Phase V: Vote, no matter where it is.

#1: THE PALACES  #2: LEISURE

II BUILD

V VOTE

THE BIG TILES EXPANSION
BY ALBAN VIARD 2016

II BUILD

 END OF GAME AND FINAL SCORING

• Palaces are purple.
• Building a Palace takes 2 of your construction actions.
• Although a Palace occupies 4 spaces, it costs only $ 2 to build.
• When you build a Palace, take 3 Promise (purple) cards — 

an easy, a medium, and a hard — choose 1 to keep, then 
discard the other 2 to the bottom of their respective stacks.

In this expansion, Promise (purple) cards all work differently. 
Rather than the fulfillment reward and failure penalty printed on 
them, each Promise (purple) that you fulfill earns you 5 votes; 
each one you failed to fulfill is worth 0.

Note: As with Cultural buildings, there is 
1 Leisure tile of each size for each player.

COMPONENTS COMPONENTS

SETUP

SETUP

• 9 Palaces (size 4)
• 1 Promise card (#33, purple)

• 4 Swimming Pools (size 1)
• 4 Cinemas (size 2)
• 4 Stadiums (size 4)
• 1 Promise card (#34, purple)

Add the new Promise card (#33) to the easy stack (6 VP).  It 
rewards you for building 3 Palaces in your borough.

Add the new Promise card (#34, pink) to the medium stack 
(12 VP).  It rewards you for building the 3 different Leisure tiles 
in your borough.

Each Leisure tile you activated anywhere earns you 5 votes.

ALL THE RULES OF THE BASE GAME APPLY, WITH THE FOLLOWING 
EXCEPTIONS FOR EACH EXPANSION:.

PALACES

LEISURE

Example 1: You are allowed to 
build any Leisure tile on the 
marked squares, because they 
are influenced by one Resi-
dence, Commerce, and Park.

Example 2: You are not al-
lowed to build a Stadium in 
the marked space, because none 
of the squares are influenced by 
all three required conditions.

Recycling centers can drastically reduce the pollution you gener-
ate. In order for a recycling program to be effective, you need a 
lot of population participating in the program and willing to live 
in front of a giant recycling center...

If you are fed up with the 4 victory conditions from the base 
game (Votes, Economic, Cultural and Citizens), try the Urban 
Sprawler Victory condition instead!

#5: RECYCLING #6: VICTORY CONDITION – URBAN SPRAWLER

COMPONENTS COMPONENTS

SETUP SETUP

• 4 Recycling Centers (size 4)
• 1 Promise card (#37, purple)

• 4 Residential Zones (size 6)

Add the new Promise card (#37) to the easy stack (6  VP). It 
rewards you for building a Recycling Center in your borough.

This can be used with the basic or advanced game (using the 
Votes victory condition), and with either easy or expert boards.

Note: As with the Police Station and Fire Sta-
tion, there is 1 Recycling Center for each player.

II BUILD

• Construction Conditions:
• You must have at least 10 active citizens (i.e. alive and not 

in City Hall) in your borough. Other players’ tourists in 
your borough do not count toward the 10 active citizens 
you need.

• A Recycling Center must not be Influenced by a Residence.
• Your population is allowed to dip below 10 active Citizens 

after building the Recycling Center.
• It costs $ 4.
• Special Powers:

• You can activate the special power of the Recycling 
Center by moving one Citizen from your Borough (but 
neither from City Hall nor the Career Center) to the tile 
in Phase III: Move Citizens.

• If the Recycling Center is activated, it generates −5 pollu-
tion in Phase VI: Measure Pollution (that is to say that 
it reduces your pollution generated by 5, but never lower 
than 0), just like a size-5 Park.

RECYCLING CENTER

 END OF GAME AND FINAL SCORING
Instead of the game ending after 8 rounds (it could be longer or 
shorter), the game ends at the end of the round in which a player 
builds a 6-space Residential Zone. The player who built the R6 
wins. If more than one player built an R6, the one of them with 
the most votes wins. If still tied, the wealthiest of the tied players 
wins.

In case of tied players, do not count the Pollution Level accumu-
lated during the game.

Small City: The Big Tile Expan-
sions instructions belong to the 
author Alban Viard and are re-
served for personal uses. Small 
City © Alban Viard 2016. The 
author would like to thank Corinne Viard, Jean-Claude Viard, 
Sylvain and Damien Nocquard, David Glantenay, Teddy Pas-
quier, Brice Cornilly, and all the gamers of the AoS team, Sampo 
Sikiö, Nathan Morse, for their patience and their help during all 
the years of development of this expansion.
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String parks together to form beautiful gardens, suitable for 
erecting statues. Statues are culturally enriching, making it easier 
to make your residential zones larger and larger. With all this 
new housing, you may need to build a tramway station in your 
borough, to help bring in new citizens.

#3: THE GARDENS AND THE TRAMWAY STATION II BUILD

III MOVE CITIZENS

III MOVE CITIZENS

IV INCOME

VI MEASURE POLLUTION

• Any contiguous area of orthogonally connected Parks that 
covers at least 6 spaces is called a Garden.

• Warning: Connecting two Gardens combines them into a 
single Garden.

After Step C, there is a new Step D: Move 1 of your citizens from 
the common pool to the Tramway Station in your borough.

• Only one citizen can occupy the Bank.
• You cannot get the benefit of the Bank two rounds in a row; 

you must move.

• If you have an Airport in your borough:
• Each citizen in a Factory that is in the Influence Area of 

the Airport produces double, but still generates pollution 
as if he had only produced one building material.

• Each tourist in a Factory that is in the Influence Area 
of the Airport produces double, but still generates pol-
lution as if he had only produced one building material; 
however, one building material goes to the tourist’s home 
borough, as usual, and the other goes to you, the player 
who built the Airport.

• A citizen or tourist that moved to a Bank this turn earns $ 2.

• The noise pollution from the Airport generates 1 pollution 
for each space (square) of Residential Zone and Commercial 
Zone in the Airport’s Influence Area (which could be 0 if you 
plan your borough well!).

• Statues are red, surrounded by green
• A statue counts as both a Cultural building (red) and a Park 

(light green)!
• You can have more than one Statue in your borough.
• Construction Conditions:

• Must be orthogonally adjacent to a Garden.
• Each Garden can only host one Statue.
• The Statue extends the Garden and is considered to be 

part of it. Thus, no part of the Garden-with-a-Statue can 
be orthogonally adjacent to another Garden-with-a-Stat-
ue.

• A Statue costs $ 1.
• Example: You can add a Statue to the leftmost Garden (1), 

in any of the places marked with a plus sign. The Statue in 
the other Garden (2) does not belong to this Garden.

• Tramway Stations are grey. They cost $ 2.
• Special Powers:

• A Tramway Station in your borough brings one of your 
citizens from the common pool onto it at the end of 
Phase III: Move Citizens.

• There is no limit to the number of Citizens on your Tramway 
Station.

• A Tramway Station does not need to be activated.
• It is useless to occupy the Station with a Tourist, but it is 

possible.

COMPONENTS

SETUP

• 12 Statues (size 1)
• 4 Tramway Stations (size 5)
• 1 Promise card (#35, purple)

Add the new Promise card (#35) to the difficult stack (18 VP). It 
rewards you for building 3 Statues in your borough.

GARDENS

STATUES

TRAMWAY STATION

Note: As with the Police Station and Fire Sta-
tion, there is 1 Tramway Station for each player.

The Tramway station was built for the Universal 
Exposition in 1921 by the talented Greek archi-
tect, Okapi Misos.

The municipality of Small City organized a con-
test for the Tramway Station and the most famous 
Art Deco urban planners took part, including the 
likes of Vanda Brail, Homer Tannas, Gari Driva-
ble, and Panel Aula...

The station reveals the style of life in this period. 
With the Art Deco emphasis on geometric forms 
with sunburst motifs, most of the architecture has 
been arranged in symmetrical patterns, and large 
spaces have been created so the circulating pas-
sengers can literally look upward to the economic 
development of the city.

The big station is world famous for the giant 
octagonal rose window, 12 meters in diameter, 
which bathes the passenger lobby in sunlight.

See Tramways, the next game in the series, to get 
more informations about the Tramway Station...

Note: As with the Police Station and Fire Station, 
there are 1 Airport and 1 Bank for each player.

Airports increase your factories’ production, and banks help 
commercial zones grow more easily, with fewer residences near-
by. …and they earn a little money, too!

#4: AIRPORT AND BANK

COMPONENTS

SETUP

• 4 Airports (2x size 8, 2x size 9)
• 4 Banks (size 4)
• 1 Promise card (#36, purple)

Add the new Promise card (#36) to the medium stack (12 VP). 
It rewards you for building both an Airport and a Bank in your 
borough.

II BUILD

• Airports are yellow and have two sizes, but both sizes work 
the same.

• Airports cost $ 3 + 5 votes + 1 white + 1 grey + 1 black.
• Construction Conditions:

• Must be Influenced by a Factory.
• You must build a Warehouse in this tile’s Influence Area 

(free action, and for $ 0), unless it is impossible to do so.

• Banks are blue, and make it easier to build Commercial 
Zones. 

• You now need 0 Residences to build a Commerce of Level 
1, 1 Residence to build a Commerce of Level 2, 2 different 
Residences to build a Commerce of Level 3 and 3 different 
Residences to build a Commerce of Level 4. You automati-
cally get a bonus of $ 1 when you build a Commerce of any 
size. This bonus can be combined with the Mediator (mini-
mum is now $ 0). You do not need to occupy the Bank to get 
its ability.

• You do not need to activate the Bank to get the special abili-
ties.

• Although a Bank occupies 4 spaces, it costs only $ 2 to build.
• Construction Conditions:

• Must be Influenced by City Hall.

AIRPORT

BANK
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