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Introduction 

Oversee an entire HDB block, Ensure Residents are 
happy, gather more people to live at your HDB block. 
Work together to make this HDB a great place to live! 

Players needed: 3-4 players 

Components 

X1 Map 
X16 Issue Cards 
X20 Event Cards 
X4 Roles characters 
X4 role cards
X9 Resident Cards 
X20 Red tokens 
X30 Money tokens 
X30 Time Tokens 
X30 Energy Tokens 



Difficulties 

Easy 

Start with 6 Residents + 6 Happiness

Standard  

Start with 4 Residents + 4 Happiness

Hard 

Start with 3 Residents + 3 Happiness

Event Cards

Event cards contain debuffs, Buffs or temporary rule 
changes. These cards will affect the game play of each round.

For the above scenario, If the player has an equal amount of 
resources, they may choose which resource they want to 
spend.



Issue Cards

Issue cards show the type of issue, the resources 
needed to clear the issue and where the issue takes 
place.

Map



Residents
Residents cards raise the happiness meter based on their 
preferences. 
E.g. 
No pests = increase happiness +1, 
pests = Decrease Happiness -1

tokens 
Issue Tokens --> USED TO PIN POINT WHERE EACH ISSUE IS 
Occurring

    Energy Tokens
 

    Time Tokens

    Money Tokens



Roles 
The Money Savvy 
Starts with 3 Money, 1 Time, 1 Energy 

Negative Effect: They can use Time and Energy normally. If using Money, they 
can only use 1 
Special effect: +2 time when solving Maintenance issues 
 
 
The student 

Starts with  2 Time, 1 Money, 2 Energy 

Negative Effect: They will lose 1 time each round

 Special effect: +2 Money when solving Trash issues
 

The Cafe Owner 
Starts with 2 Time, 2 Money,  1 Energy 

Negative Effect: They will lose 1 money each round for tax 

 Special effect: +2 Money when solving Pests issues
 

The Elderly 
Starts with 3 Time, 1 Energy, 1 Money 

Negative Effect: They will lose 1 Energy every round  
Special effect: +2 Energy when solving neighbourliness issues

Negative and Special Effects can only be activated through the 
game. (Check Procedures)
Special effect will apply after the player has solved the 
respective issue
 



Game preparation 

1. Choose a Difficulty

2. Each player must roll the 4 sided dice to get their role

3. Based on the difficulty chosen, take the residents card 
from the pile.

4. Draw Issue cards based on the number of players (3 issue 
cards for 3 players, 4 issue cards for 4 players) and 
place the Issue tokens at the locations indicated on the 
issue cards. Issue cards are to be placed at the top of the 
map where all players can see them 

5. Move the happiness meter according to the residents there

                YOU are ready to start the game now!



Procedure
Week 1-2 (rounds 1-2)

1. Each player Rolls the Dice Twice to get the row and column they spawn in. Then 
place the character Piece on that Space.

2. The order of turns is up to the player, the first player can now move to an issue 
area. the player must spend Resources Based on the week. Players can move 
Horizontally, Vertically or diagonally.

3. Once a player has reached an issue area, they can spend as many resources as 
they want to solve the issue. Players must finish solving the issue card before 
moving onto others. If a player runs out of resources, their turn will be 
skipped. When an issue card is solved, discard that card into a separate pile.

4. Once all players have finished their turn, they enter the trading phase where 
players can trade their resources. players can only trade with players once. 
E.g. Player 1 trades with player 2, both players now cannot trade with player 3

5. once trading has concluded, players will receive resources depending on their 
role. 

6. Once all players have taken their resources, an event card is drawn. This event 
card will affect all players for the next round. Event cards are drawn every 2 
rounds.

7. Check to see if residents increase happiness or decrease at the end of each 
round. Issues solved increase the happiness meter According to the residents' 
preference. receive 1 more resident if the happiness meter is above 5

8. Repeat steps 2 -5. Once round 2 is over, roll the 4 sided dice to see which role 
gets their negative effect activated. That player will face the negative effect 
for the next 2 rounds. This effect must be rolled every 2 rounds.



Procedure
Week 3-6 (rounds 3-6)

for rounds 3- 6, 2 resources are required to move.

Week 7-8 (rounds 7-8)

For rounds 7 -8, 3 resources are needed to move

End Game conditions

The game will end after 8 rounds. If the happiness meter at the end of the 
game is 6 and above, the players have won!

Otherwise, the players have lost the game...

Quick reference

1. Spend resources to move to an issue
2. Resolve issue by spending the required resources
3. Enter trading phase once all players have finished a round
4. Regain resources based on your role
5. Take an event card from the pile, the event will be effective until the 

next round
6. Adjust happiness accordingly at the end of each round 
7. Every 2 rounds, roll the dice to see who gets their negative effects 

activated
8. Repeat Process until 8 rounds are over






