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NEOM
Create the City of Tomorrow

Components

CITY CENTRE

CITY CENTRE

CITY CENTRE

CITY CENTRE

CITY CENTRECITY CENTREE

CITY CENTRE

6 City Boards

150 Tiles

1 Scoring Pad

85 Good Tokens

Game Objective

65 Coin Tokens
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CITY CENTRE
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TENEMENTS
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TENEMENTS

00
1

Setup
City board 

Raw Good token
City Center

6 L-Coins (£6) 

general supply

Note: solo game

Preliminary Round

face down 

discard pile

face up

Note: 

Beginner‘s Variant

 

Course of Play
 (Rounds) Preliminary 

Round
seven turns

Note:

1

2

3
4

5

6
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EXCHANGE

094

STEEL FOUNDRY

05
1

TREASURY

BEFORE
FINAL INCOME

06
0
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Requirements  

 

Number of players  

 

Tile number  

Tile type  

Tile name

Victory Points 

Power symbol 

ctory Pointsctory y PointsVicViVic

yyyyyyyyyymbmbmbmbololololPoPoPoPoowewewewerrrr sysysysyyyyyyy

Tile Layout

Playing a Generation

7 turns

A. Select a Tile
B. Take an Action
C. Pick Up Tiles

income 

A. Selecting a Tile

face down
 (unless it is only one 

Note:

 

Note:

ACTION: Placing the Selected Tile

requirements

• An L-Coin cost

• One or more Goods

• 

Examples:
• 

• 

(if any)

• empty space replace

• connected through Roads

Example: 

• may not rotate

B. Taking an Action

• Place the Selected Tile

• Place a Cornerstone Tile

• Sell the Tile for Money

Example:  

Example:  

 

Example:  
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COLONIAL
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GROCERY
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RAINFOREST
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CONDOS &
RESTAURANT

086

CONDOS &
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086

CONDOS &
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CITY CENTREET

LAUNDROMAT
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8

CONCRETE
PLANT

012
LIMESTONE
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9

LIMESTLIMESTONEO

ROW HOUSING

033

CITY CENTREESLUMS

00
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LIMESTONE
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LAUNDROMAT
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MERCHANT 
UNION
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Buying Missing Goods

buy 

base cost type of 
Good

• Transport Fee: increased by £1

Example:

 

• Trade Routes: decreased by £1 
Trade Route

Example:  
In a 4-player game  

• 
• 

• 

The seller may not refuse the payment

Note:
 

replace
(grey)

(See 

Example:

remove

 

Removing Tiles from the City

(by 

does not 

do 
not lose

Establishing a Trade Route

Trade Routes

Example:

(due 

Example: 

Example: 

Note:
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CONDOS &
RESTAURANT

086

APARTEMENTS
& RETAIL
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Tile Types

 (green) 

Neighborhoods

less than two Ghost Towns 

Commercial (blue)
income

monetary boost

Note:

Industrial 
Processed Goods Luxury Goods, 

Public (orange)

Power

Resource (grey)
Raw Goods

Disaster not placed

 

Good Tokens

produces

(grey) 

  

 

 

above

ACTION: Placing a Cornerstone Tile

Reminder:

ACTION: Selling the Tile for Money

5 L-Coins

Reminder:

END OF TURN: Resolving a Disaster

Disasters

all other players 
end of the current turn

Note:

Flood  Fire Crime Spree  

EITHER

(but 

OR
or 

 

EITHER

OR

EITHER

OR
and

Example: 
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MODULAR
FACTORY
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CITY CENTTRREERE
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INNNNGGGINGGG

protect

   

Fire Departments

to 8 surrounding) 

Police Departments

ing)

Game End and Scoring

(VP)
• Tiles:

• Neighborhoods: 

Size 6 8
VP 6

Example:

• Goods: 

C. Picking Up Tiles

Note:

• Money:

• 

Example: 

 

• Ghost Town:

• Power:
 

Paul Grzegorz Hanno

27 12 42

12 + 12 / 6

29 2 15

9 38 7

26 39 22

- 1 / /

/ / /

/ / /

1 14 9 1 92
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Designer:

Graphic design:
 

  
© 2018 Lookout GmbH

Credits

The Two-Player Game

Preliminary Round: 

The Solo Game

Preliminary Round:

• 
• 
• 

8 packs of equal size 

• 
• 
• 
• 

Disasters:

Buying Missing Goods:

(You do not

Trade Routes:

Example: 

Pack

Tiles 6 6

Disasters:

may not
will happen

Buying Missing Goods:

• 
• 
• 

Trade Routes:

Intern Fellow Foreman Master Boss

1+

4+

5+

Note:
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Appendix
Part I: Glossary of Game-Related Terms
City Center:

(if you 

Cluster:
Neighborhoods

)

Connected:

Crime Spree: 

, 

Deck:

Directly connected:

Disaster:
 ,   

Final income: 
Fire:

Flood:

Preliminary Round)

Ghost Town:

Good:

Income:

(See 

L-Coin:

Luxury Goods

Money:  
Nearby:

Neighborhood: 
Pack:

Power

Processed Goods

Protected:

Raw Goods

Roads:

be)

Space:

Trade Route:

Turn:  

Unprotected:

Victory Points (VP) (or lost)

 (instead of a number)

Part II: Common Symbols

Example:

Example: 

Example: 
,

x
Example: 
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Clothing Storethhihiinng Storee

(VP)

lothing Store

 

 

(in bold font)

Example: 

Example: 

: 
Example: 

Example: 

Example: 

+
Example: 

Part III: Generation and Cornerstone Tile Index

Apartments & Retail

Automobile Plant
Automobile Plant

Bank

Brick Houses

Bungalows

Bus Depot

Example: 

Car Dealership
Car Dealership

Casino

Castle

Chamber of Commerce

City Council

City Hall

 (In 

Civic Center

Clothing Store

Coal Bed 

Coal Mine

Coal Seam

Colonial Houses

Combined Cycle Plant
Combined Cycle Plant

• 

• 

Abandoned Quarry

Air Quality Department

Apartments
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Community Center

Computer Store
Computer Store

Concrete Houses

Concrete Plant

Condominiums

Condos & Restaurant

Crime Spree

Deep Quarry

Department Store

Electronics Factory
Electronics Factory

Finance Department

Fire

Fire Department
Fire Department
Fire Department
Fire Department

Flood

Food Court 

Forum

Fossil Fuel Plant

Gas Turbine Plant

Glassblower

Gold Extractor
Gold Extractor

Grocery Store

Highrise Apartments

Highrise Luxury Condos

Hospital

Hotel

Hydroelectric Power

Investment Firm

Jewelry Manufacturer
Jewelry Manufacturer 

Jewelry Store
Jewelry Store

Laundromat

Limestone

Log Cabins

Log Houses
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Lumber Mill
Lumber Mill
Lumber Mill

Mansion

Merchant Union 

Mineral Vein

Modern Factory

Modern Foundry

Modern Housing

Modular Factory

Motel

Natural Gas Field

Night Club

Nuclear Power Plant

Nursing Home

Oil Fields

Oil Well

Park

Parking Authority

 

Pawn Shop

Peat Bog

Penthouse

Pharmacy

Plumbing Supplies

Police Department
Police Department
Police Department
Police Department

Postal Service

Prefab Housing

Pressure Boiler
Pressure Boiler

Pressure Foundry

Prison

Public Safety Department

Rainforest

Ranch

Resource Agency

Restaurant

Row Housing

Shopping Center

Slums

Smelter
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Acknowledgments

Stadium

Steam Turbine Plant

Steel Foundry

Stock Exchange

Stone Crusher

Suburbs

Swamp

Tavern

Tenements

Tiny Houses

Tour Operator

Tourism Board

Townhouses

Toy Store

Tract Housing ;

Example:

Trading Post

Treasury
excluding

Triplexes

Truck Stop

University

Victorian Houses

Warehouse

Watch Store

Windmills

Zoning Authority

Example: 

Part IV: Good Dependencies

Part V: Strategy Tips
• 

• 

• 

• 

• 

• 

AR
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+

+ +

+ +

+ +
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