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Components 

- 1 Main Board 

- 139 cards 
- 72 Shop cards 
- 60 Facilities cards 
- 6 Entrances card 
- 1 Player Aid card 

- 40 Time Tokens (gems) 

- 24 player disks (4 of each color) 

- These Rules

Our town needs a new shopping Mall! A big, 
friendly space where people can spend many hours 
searching for their next purchase. The lot is already 
designated, the only thing missing is the plans for the 
new Mall. So the Mayor tasked us, the best 
contractors in town, to build a mockup of a new Mall, 
complete with shops and facilities. The person that 
does the best job will take up the contract, so let’s not 
waste any more time and start building our Malls!
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Your Goal 

In The Mall you will draft shops and facilities in 
order to build the best Mall you can. By combining 
the different elements of the shops, or by focusing 
in useful facilities, you will earn Fame. After twelve 
rounds the player with the most famous Mall will be 
the winner. 

Types of Cards
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Entrance 
Every Mall needs an 
Entrance! This card 
denotes your color and 
gives you some 
starting Target groups. 
Lastly, each Entrance 
have parts of Gardens 
in each of their four 
corners.



 

Shops 
These are the main 
cards of the game, the 
shops you will use to 
build your mall. Each 
shop has multiple 
elements like a Type, 
Target groups, Fame, 
parts of Gardens and 
goals that can earn you 
more Fame.
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Facilties 
These cards represent 
extra functions of your 
mall, and will earn you 
Fame, Time or useful 
abilities. All of them 
have a cost in Target 
groups that you must 
pay immediately. If 
you can’t or don’t 
want to, the facility 
will be discarded.
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Player Aid 
This card reminds you 
the extra Fame you will 
earn at the end of the 
game for every 
completed Garden, and 
leftover Time tokens.

Main Board 
In the main board, you 
will keep track of your 
Target groups. Always 
remember to update your 
tracks whenever you add 
a Shop in your Mall, and 
also keep in mind that 
you will get 2 extra Time 
when you reach the fifth 
spot on a track. But only 
once for each track.
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Setup 

1. Main Board 
Place the Main board within easy reach of every player.  
  
2. Shops row 
Shuffle thoroughly the Shops and make a face down deck. Remove 
cards from the deck, according to the number of players: 
- 2 players = keep 34 cards, remove 38 cards 
- 3 players = keep 46 cards, remove 26 cards  
- 4 players = keep 58 cards, remove 14 cards  
- 5 players = keep 70 cards, remove 2 cards  
Then reveal and lay five cards in a face up row at the centre of the 
table. 

3. Facilities row 
Shuffle thoroughly the Facilities and make a face down deck. Reveal 
five cards and lay them in a face up row at the centre of the table 
and bellow the Shop’s row. 

4. Entrance and starting Shop 
Each player chooses a color and takes the corresponding Entrance 
and player disks. Then, each player draws two Shops and chooses 
one to keep. Return the other Shop to the deck and shuffle it again.  
Place the chosen Shop adjacent to your Entrance. Keep in mind that 
during the game players will place many cards in front of them, so 
mind the organisation of your space. Finally, use one disk per Target 
group and adjust your current total in each of the four tracks on the 
Main board. 

5. Time 
Each player takes 4 Time tokens. Put the rest on a pile, near the 
main board. 

6. Player Aid  
Place the Player Aid near the main board.  

7. 1st Player  
The last player to visit an actual Mall will begin the game. Proceed in 
clockwise order until the end of the game. 

You are now ready to begin!
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Game Overview 

The game lasts until the Shop’s deck runs out, 
which means that you will build 12 new Shop. 
Thusly, you will end the game with 14 cards. You 
will earn Fame by combining the different 
elements of the Shops and Facilities and the player 
with the most Fame will win the game.  

Elements on the Shops 

Men

Women

Children

Seniors

Wild

Target Groups 
Most Shops will have specific 
Target groups. As soon as you 
build a new Shop, adjust the 
corresponding track(s) in the 
main board. You can spend 
these to acquire Facilities or 
combine them with the 
corresponding goals to earn 
extra Fame. Also, you will get 
2 extra Time when you reach 
the fifth spot on a track. But 
only once for each track.

Gardens 
Most Shops will have scenery 
around them. By completing 
Gardens between Shops, players 
can earn extra Fame. Also, as 
soon as you complete a Garden 
you will get 2 extra Time.
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Turn Order 
The game isn’t broken in rounds. Instead the 1st 
player will start the game, taking their turn and play 
will continue in clockwise order until the Shop’s 
deck runs out. 
During your turn you will obtain a new Shop and the 
Facility underneath it. There are always 5 available 
pairs of Shops-Facilities for the taking. The first 
pair, the one furthest away from the decks, is 
always free to take. The next pair costs 1 
Time, the third costs 2, the fourth costs 3 and 
the last one cost 4 Time.  
As soon as you obtained a new Shop, you must 
place it somewhere in your Mall. 

Objectives 
Some Shops will have a goal 
for you to complete, for extra 
Fame.

Type 
All Shops belong to one of the 
six types. These combined with 
the corresponding goals will 
earn players extra Fame.

/+1

+
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The new Shop must be placed adjacent to 
an existing Shop or your Entrance, either 
horizontally or vertically. Don’t forget to adjust your 
tracks in the Main board. 
All Facilities have a cost printed on the top part of 
the card. You must immediately pay that cost 
in order to keep and use the Facility. If you 
can’t or don’t want to, you must discard the Facility. 
Pay their cost by adjusting the corresponding track 
on the Main board. 
Pay the Time, if any, immediately and then refill 
both rows by sliding the cards to the right in order 
to cover the empty spots left by the pair you 
obtained. Then, draw new cards from their 
corresponding decks. If the Shop’s deck doesn’t 
have any more cards, then the game ends 
immediately. Proceed to final scoring. 

Note: If the Facilities deck ever runs out, shuffle the 
discard pile to make a new deck. 

Time 
These tokens will help you choose what Shop you 
will build, so manage them wisely. You start the 
game with four of them, and during the game you 
will spend them to ignore Shops and take the ones 
you truly want.  
Also, during the game you will earn 2 extra 
Time: 
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- the first time you reach the “5” spot in 
each of the Target groups on the Main board  
- every time you complete a Garden (4 parts) 

At the end of the game these tokens have two more 
uses: 
- they work as tie breakers, for every tie in the 
game 
- every 3 Time are 1 extra Fame for you! 

End of Game 

When the Shop’s deck runs out the game 
immediately ends and players proceed to the end 
scoring.  

Each player counts their Fame separately and 
simultaneously. You might want to use pen and 
paper in order to mark your Fame. Firstly, count any 
Fame printed on Shops, then add Fame from 
completed Gardens as shown in the Player Aid 
card. Calculate and add Fame from completed 
goals and lastly convert your Time to Fame, as 
shown in the Player Aid card.  

The player with highest total wins and will be the 
one tasked with building the new Mall in our town! 
In case of a tie, the player with the most Time is the 
winner.  
Congratulations, the only thing now left is to actually 

build the Mall!
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Goal examples 

You will earn 2 extra Fame 
for every Coffee Shop(red) 
adjacent to this Shop.

If at the end of the game you 
have build at least two Pharmacies 
(yellow) and two Furniture Shops 
(white), get 5 Fame.

If at the end of the game you have 
the most unspent Seniors Target 
groups, you will earn 5 Fame.

For every two yellow parts in 
completed Gardens you have at 
the end of the game, earn 1 Fame.

For every pair of unspent Men and 
Children Target Groups you have at 
the end of the game, earn 1 Fame.

For every completed Garden 
that contains exactly two 
colors, earn 2 Fame.

/+2

/+2

/+1

+

/+1
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Facility examples 

Spend Women target groups, 
and gain a special ability. Use 
the ability at any point during 
the game, but only once.
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Spend Men target groups. There 
are three different types (artwork) 
of this Facility. If at the end of the 
game you have three same or 
three different types you will earn 
extra fame.

Spend Seniors target groups, and 
immediately earn other types of 
target groups and/or Time tokens 

… : choose how many to spend.

You have to spend Children 
target groups and also meet 
the specified requirements 
to immediately earn extra 
Fame. Spend only Children 
target groups, not the other 
requirements.
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You have to immediately 
spend two Children target 
groups, and at the same 
time have the most Seniors 
target groups, in oder to get 
extra Fame. 

+

Swap position of 
two of your Shops

Shuffle back in the 
deck up to three 
Shops and draw 

new ones

You can use this ability only 
during your turn, and before 
choosing a Shop. Don’t 
change the facilities. 

Swap any two Shops you 
have built. You don’t receive 
extra Time by completing 
gardens this way, though. 

This counts as a Garden, of 
a wild color.  


