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Extra Modules

The Heroes is an extra module that can be combined with the base game and with other 
modules. 
At the start of the game, place face up and in the middle of the table 1 Hero per player, 
returning the others to the game’s box. 
Each Hero has a specific scoring condition, that will award you extra points. But you can 
claim only one Hero each game, so choose wisely! You can claim a Hero as a free action at 
any point during your turn, but before the game’s end. Unclaimed Heroes are discarded.

Looking to gain fame and glory, many Heroes 
come to our town in search of monsters to 
defeat. But firstly they must pick up equipment 
and provisions, so make sure you satisfy their 
needs and they will reward you!

— 7 Heroes

Scoring

: Have 3 Shops of the same 
type and 2 Shops of another 
type, in this exact formation.

: Have 9 Shops in this exact 
formation. Each row must have 
a single, different type.

: Have 4 Shops of the same 
type diagonally adjacent to a 
Potion.

: Have at least 6 Shops of the 
same type, anywhere in your 
Mall.

: Have 5 Shops: 3 Pubs and 2 
Blacksmiths, alternating in a 
row.

: Have 5 Shops: 3 Taverns and 
2 Libraries in a Γ shape.

Heroes



The Monsters is an extra module that can be combined with the base game and with the 
other modules. At the start of the game, place face up and in the middle of the table 1 
Monster, returning the others to the game’s box. 
Each Monster has a specific rule that applies to all players. Make sure you follow that rule, 
otherwise you will lose points or Shops at the end of the game.

These scary and dangerous Monsters have 
plagued us for years, destroying our crops, 
houses and infrastructure. If we manage to keep 
them at bay or simply avoid them we might 
survive long enough to be saved by the heroes!

— 7 Monsters

Rule

Monsters

The Wizards is an extra module that can be combined with the base game and with the other 
modules. At the start of the game, reveal 1 Wizard per player plus one, and accompany 
them with a purple meeple each, returning the others to the game’s box.  
During your turn, you can win a Wizard if you meet their condition. When you win a Wizard, 
discard their card, take the accompanying purple meeple and place it in your Entrance. You 
can win only one Wizard per turn. From now on, every turn you can move 1 purple meeple to 
an orthogonally adjacent Shop.  
At the end of the game, each purple meeple will allow you to score the Shop (not Entrance) 
they ended up on again. You can have only one purple meeple on each Shop.

Crazy and reclusive, we rarely see 
Wizards come into our city. Nonetheless, 
they are great customers and their magic 
is extremely useful, so we must try to 
entice them and get them in our Malls…

— 6 Wizards

Condition

Wizards

The Fountains is an extra module that will allow you to add a 5th player to your game and 
can be combined with all other modules. At the start of the game, shuffle all the Fountains 
with the rest of the Shops. All rules of the game remain the same, except that each turn you 
will create a 5x3 grid in the middle of the table, instead.  
At the end of the game, each Fountain will give 1 point per Fountain you have in your Mall.

Fountains will be a wonderful addition to your 
Mall. They can brighten up your space and bring 
in more guests. And remember, the more you 
have the better!

— 10 Fountains5th player - Fountains


