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Designed by Edas Matulaitis | edas.matulaitis@gmail.com 

Setting of the game 

In DrawCity, players act as real estate developers, competing to build the most profitable set of 
developments in a newly emerging city. The players will be successful, if they meet the desires of 
city’s inhabitants, as well as zoning and other municipal goals, by carefully positioning their 
developments and adapting to actions of their opponents.   

 

Overview of gameplay 

DrawCity is a combine-and-write city-building game, in which players combine cards in their hands 
to build developments by writing and drawing on a shared game board with an aim to score the 
most victory points. The game offers a unique take on the roll-and-write genre featuring a high level 
of player interaction, as well as a simple ruleset and low-luck strategic gameplay. 

 

During the game, players take turns to choose 1 number card and 1 development card from a hand 
of 4 cards. Then they draw the combined development on any space of the board with a single 
restriction: each development number on a single row (a city street) must go in ascending order 
relating to other developments of the same player on the same street (numbers on other streets 
and numbers on other players’ developments are ignored).  

There are 4 types of developments (houses, shops, factories and parks), each scoring points in 
different ways (e.g., houses score more points, if they are adjacent to each other, thus forming a 
contiguous residential neighborhood).  
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The game is modular and may optionally include a number of additional scoring opportunities (like 
being the first to build a certain combination of developments or having a majority of certain 
buildings on a street), which increase game’s strategic depth and replayability. 

The game ends, when players are unable to build new developments on the game board. 

 

Components 

1x laminated game board, 6x colored dry-erase markers, 48x development cards, 50x number cards, 
20x laminated goal cards, 2x player aid sheets. 
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In-depth rules 

Setup 

 

(The optional steps are only used, if playing with the corresponding game modules. It is 
recommended to use the Municipal goals module for a standard game experience. You may add or 

remove the modules as you prefer to make the game more or less strategically challenging.) 

1. Place the game board in the middle of the table. If playing with less than the maximum number 
of players, draw a straight line (as shown in the image above), separating the streets used in this 
game at the top. For a game with 3-5 players, the recommended number of streets used equals 
twice the number of players minus 1 (e.g., 5 streets for a 3-player game). It is recommended to 
use 4 streets for a 2-player game and 10 streets for a 6-player game. You may change the number 
of used streets in order to increase or decrease the length of the game, as you prefer. 
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2. Shuffle the development and street number card decks and place them face down near the 
game board. Deal 2 development cards and 2 street number cards to each player. This forms 
each player’s secret hand of cards. 

3. Place the player aid sheets near the game board or in front of players. 
4. Pick the first player randomly or according to this rule: the player, who has built something the 

most recently is the first player. 
5. Each player chooses a color by picking a dry-erase marker. 
6. If playing with less than the maximum number of streets, draw an internet access symbol 

(preferably with an unused color or a pencil) near the lower right corner, leaving 1 empty space 
to the right and 1 empty space to the bottom (for reference, look at the lower right corner of the 
game board). 

7. (Optional, Municipal Goals module) Randomly choose 1 municipal goal card for each of the 4 
development types (indicated at the top of each card). If you want more variety and slightly 
higher complexity, also add a random 5th municipal goal card with the type “Other”. 

8. (Optional, Zoning Districts module) Divide the game board into five zoning districts by marking 
their boundaries at the bottom and the top (of the used section) of the game board. Going from 
left to right, the first district occupies the 2 leftmost columns, the second – 2 next columns, the 
third – 3 next columns, the fourth – 2 next columns and the fifth – 2 last columns. To select 
district goals, reveal development cards from the top of the deck one by one. After revealing 
each card, draw the revealed symbol above the game board on each of the 11 game board 
columns, starting from the leftmost column. 

9. (Optional, Popular Demand module) Reveal development cards from the top of the deck one by 
one. After revealing each card, draw the revealed symbol on the right side of each street, starting 
from the topmost street. 

10.  (Optional, Neighborhoods module) Draw 2 rectangular rows (or columns) on any unused space 
of the game board. Divide each of the rectangles into three squares. Reveal development cards 
from the top of the deck one by one. After revealing each card, draw the revealed symbol on 
each of the squares from left to right (or from top to bottom). 

11.  Name your future city! Discuss the choice together. If you are stuck with several options, the last 
player makes the final decision. 

12.  Shuffle any revealed development cards back into the deck. 
 

Game structure 

During the game, players take turns, starting with the first player and proceeding in a clockwise 
order.  

During a turn, the active player reveals 1 number and 1 
development from a hand of 4 cards (comprised of 2 
number and 2 development cards). Then, the player builds 
the chosen development by drawing it on a single space of 
the game board. The chosen cards are discarded to 2 
separate discard piles. Whenever either the number or 
the development deck runs out of cards, shuffle the 
respective discard pile and form a new deck to draw from. 

At the end of each turn, the active player draws 1 new number and 1 new development card. This 
fills the hand back to 4 cards and allows the player to begin planning the next turn.  
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If the active player is unable to build a development following the ascending order restriction, the 
player skips a turn and may discard 1 number card, 1 development card or both, and then draw new 
cards to have a hand of 2 number and 2 development cards. 

The gameplay continues until all players have finished playing. A player finishes playing, when that 
player skips 2 turns in a row. This means that different players may finish playing at different times 
(although this usually happens around the same time for all players). 

Every action in the game is mandatory and must be completed fully. I.e., players can’t choose to skip 
building a development each turn, fulfilling a municipal goal, drawing internet access on their 
developments, etc.  

Before playing, all players should be informed about the unequal distribution of the number cards in 
the game. The numbers range from 1 to 9 with 5 being the most common and 1 and 9 – the rarest. 
Knowing this information is important for proper strategic planning and not locking yourself out of 
possible actions. 

 

Building of developments 

When building a development, the active player must draw the symbol of the chosen development 
and the chosen number on a single space. Additionally, the player may have to mark other elements 
like the internet access symbol on this space or a checkmark on a goal card. 

To build a development, the player chooses any previously unoccupied space on the game board 
with one restriction: all of this player’s developments on the same street (a row of spaces on the 
game board) must have numbers, which are in ascending order (e.g., after building a development 
with the number 5, the player may not build any 
developments with numbers 1-5 on the left side 
of the just-built development on the same 
street). Note that numbers on other streets and 
numbers on other players’ developments are 
ignored for this rule. On the image to the right, 
you can see an example of spaces, where the 
blue player could and couldn’t build a park 5. 

It is recommended to draw developments as simply as possible in order to reduce gameplay time. 
However, if you like to draw more detailed developments, you may do so, just make sure that all 
other players agree to wait longer while you draw. 
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Scoring of developments 

There are 4 types of developments in the game: houses, shops, factories and parks. Each of them 
scores victory points at the end of the game in a different way according to the needs of city’s 
inhabitants, often by being adjacent to certain other developments. Developments in this game are 
considered to be adjacent only if they touch sides, i.e., are orthogonally adjacent. 

 

  

 
Houses score more points, if they form a large contiguous residential 

neighborhood and if the neighborhood features better transport access.  
Each group of adjacent houses (built by the same player) scores points 

according to the group's size: 
 

1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 
1 3 5 8 11 14 18 22 27 32 38 44 51 58 66 

 
Additionally, each group scores 1 point for each different street it is on. 

 

  

 
Shops score more points, if they form a long single shopping street, where 

people can visit multiple shops in one go. 
Each street with shops scores points according to the number of shops (built 

by the same player) on it: 
 

1 2 3 4 5 6 7 8 9    
2 4 7 11 15 20 25 32 40     

 

 
 

 

 
Factories score more points, if they are near different types of developments, 
providing workers shorter commute time, an ability to shop for groceries on 

the way back home, a park to eat lunch and access to other businesses. 
Each factory scores 1 point for each adjacent development of a different type 

(including other factories). 

 
 

 

 
Parks, as public spaces, score more points, if they are easily accessible by 

many different communities. 
Each park scores 1 point for each adjacent development built by another 

player. Parks can't get internet access.  
In a game with 2-3 players, all parks score 1 additional point. 
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In the example below, the blue player scores (11+3)+(1+1)=16 points for houses, the pink player 
scores 15 points for shops, the blue player scores 2+1=3 points for factories and the green player 
scores 3+4+2+3=12 points for parks (the last 3 points are added, because it is a 3-player game). 

  

Internet access 

Building a new development is less expensive, if infrastructure is built at the time of constructing the 
development, instead of afterwards. Therefore, players may score more victory points by adding 
internet access to their developments, if the internet is already connected to the location of the 
development being built.  

Players must draw the internet access symbol on their new developments, except parks, if there 
already is a development with internet access adjacent to the new development, or if the new 
development is built on top of 1 of the 2 starting internet access spaces (near the upper left and 
lower right corners of the game board).  

All developments with internet access score 1 additional point at the end of the game (for the 
players, who have built them). 

In the image above, the blue player scores 4 points for developments with internet access, the green 
player – 3 points and the pink player – 1 point. The blue player’s house 6 doesn’t have internet 
access, because it was built before house 5 and therefore wasn’t connected to the internet at the 
time it was built. 

 

Municipal Goals (module) 

DrawCity’s municipality has published a set of development goals, outlining development locations 
and configurations, which are the most beneficial to the city’s wellbeing. The goals are described on 
the municipal goal cards. Players who complete these goals first, score additional victory points at 
the end of the game.  
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With the Municipal Goals module, the 
player who completes a goal, draws a 
checkmark with their dry-erase marker 
in the leftmost empty scoring space on 
the municipal card. At the end of the 
game, the player scores the number of 
points, shown above the space. The 
number of scoring spaces available on 
each card depends on the number of 
players in the game, as indicated at the 
bottom of each card (e.g., use the two 
leftmost spaces in a 3-4 player game).  

A single player may not complete the 
same goal twice. 

If several players complete the same 
goal on the same round (after taking the 
same number of turns), all of them score the maximum available points, each drawing checkmarks 
on the leftmost empty scoring space. If two players do this, the middle scoring space is also 
considered to be checked, possibly leaving only the rightmost space for other players. If more than 2 
players do this, all other scoring spaces are considered to be checked and no more players are able 
to complete this goal, even when playing with the maximum number of players. 

 

Zoning Districts (module) 

DrawCity’s municipality has divided the city into different 
zoning districts, introducing additional development goals, 
specific to each district.  

With the Zoning Districts module, all players, who have 
completed the district goals, score 3 victory points at the end 
of the game for each such a district (up to the maximum of 
15 points). Note that more than 1 player may complete a 
single district goal.  

A district goal is considered to be completed, when a player 
has at least 1 development in this district, matching the type 
of each development shown above of this district (if a goal 
shows several developments of the same type, a player must 
build several developments of this type to complete it).  

In the example to the right, the green player scores 3 points for completing the district goal, which 
requires a park and a factory. Meanwhile the blue and pink players still need to build a park in this 
district to complete the goal.  
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Popular Demand (module) 

The people of DrawCity have a range of preferences for places to live, work, shop and relax. Be the 
one, who best serves the popular demand on each street to raise value of your real estate! 

With the Popular Demand module, the symbol to the right of each street indicates, which type of 
developments are the most desirable on this street. The player or players, who have built the most 
of such developments on each street, score 5 victory points at the end of the game. The player or 
players in the 2nd place score 2 points. If there are more than 1 player, who tied for the 1st place, skip 
the 2nd place scoring for this street. 

In the example below, the topmost street provides 5 points to the blue player, the second street – 5 
points to both green and pink players, the third street – 5 points to the pink player and 2 points to 
the blue player, the fourth street – 5 points to the green player and the fifth street – 5 points to the 
pink player and 2 points to the green player. 

 

Special Locations (module) 

Some DrawCity’s locations offer unique perks like a great view from a hill or a place near a lake with 
fresh air. If you offer a wide variety of such special locations, you’ll always find a buyer for your real 
estate! 

With the Special Locations module, payers score victory points at the end of the game for sets of 
different-colored special locations, where they have built developments during the game. Special 
locations are marked by different-colored triangles at the corners on some of the game board 
spaces. Whenever a player builds a development on a special location, the player must draw a 
vertical line next to the corresponding triangle on the left side of the game board. This allows all 
players to easily track, which special locations are currently valuable for each player and makes it 
easy to score them at the end of the game. If a player has built multiple developments on several 
same-color special locations, this player will score multiple sets of special locations at the end of the 
game.  
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The amount of points scored for each set of special locations depends on the number of locations in 
the set: 

Number of locations: 1 2 3 4 5     
Victory points: 1 2 4 6 8   

 

In the example below, the blue and green players both have two sets of special locations – one 
worth 4 points (with 3 different locations) and one worth 1 point (1 location), meanwhile the pink 
player has one set worth 4 points (3 locations). 

 

Neighborhoods (module) 

Some combinations of developments fit together better than others. Did you know that there’s a 
jogging craze spreading in DrawCity? Build two parks next to a house and your developments will sell 
in no time. But you don’t have to do this on your own. If other developers have already built the 
parks, construct a house nearby and reap the benefits!  

With the Neighborhoods module, players score victory points by building specific combinations of 3 
adjacent developments, as indicated in the rectangles drawn as a part of the setup. In order for a 
neighborhood to score points, the 3 developments have to be adjacent to each other and follow a 
straight line (either vertically or horizontally). However, their order may be reversed, i.e., the same 
combination may go from left to right, from right to left, from top to bottom or from bottom to top 
to score points. 

Whenever such a combination is built, draw a rectangle around the 3 developments to indicate that 
this neighborhood is complete and will be scored. Each player who has contributed to the 
neighborhood (by building any number of developments in it) scores 2 points at the end of the 
game. Any number of neighborhoods may be completed during the course of the game; however, 
each development may be a part of just a single neighborhood.  
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In the example below, there are 3 completed neighborhoods. The blue and pink players have 
contributed to all of them and thus score 6 points each, while the green player has contributed to 2 
neighborhoods and thus scores 4 points. 

 

 
























