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Introduction

Setup

The Franchises Expansion Set brings the
excitement of building corporate conglom-
erates to Urban Insanity.

You start of f with a lowly Storekeeper that
can become powerful enough to rival the
Mob Boss for control of a city block.

Place your Storekeeper on a city block and,
as you build stores in that city block, your
Storekeeper gains power and influence.

But don't just focus on your own areas. You
can close UF shop in an opponent's city block
and gain valuable stock in various enterpris-
es.

Hold onto your investments for big points
or cash them in now for a sure thing. How
much of a risk taker are you?

Wall Street has arrived and Urban Insanity
is getting down to business!
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Give each player a Storekeeper

% that matches their color.

Assign one player to

=~ manage the 32 Franchise
Tokens and place them
off to one side.

Shuffle the 4 Drug Store
tiles and the 4 Toy Store

tiles in with the other city
tiles. [ Fro?

[

Note: There are no action cards included in
the Franchises Expansion Set.




There are 4 Toy Store tiles and
4 Drug Store tiles included in
the Franchises Expansion Set.

These tiles play exactly like the
store tiles in the Cities & Sub-
urbs base game.

Completed city blocks score 1
additional point for each store
icon in the city block.

No points are scored for store icons that
are part of incomplete city blocks at the end
of the game.

When a city block is completed, the player
completing the city block (regardless of who
controls the city block) receives a Franchise
Token corresponding to each store icon in the
completed city block.

Franchise Token sets may be redeemed for
points on any turn that a player receives a
token. If aplayer chooses not to redeem a
set on their turn, they must wait until they
receive another token to redeem a set.

Redemption value of Franchise Token sets:

e Three different stores 15 points
e Three of the same store 25 points
e All four of the same store..... 50 points

Each token not redeemed is worth 2 points at
the end of the game.




Storekeepers

Storekeepers may only be played
on buildings. Storekeepers may
not be played on roads, stadiums,
or suburbs.

When competing for control of a city block,
a Storekeeper counts as one Urbanite for
each store symbol in the city block.

A Storekeeper may control a city block
with no stores, but counts as zero Urban-
ites if competing for control of a city block
with no store icons.

In the example above, BLUE places the tile to
complete the city block. YELLOW's Storekeeper
now outnumbers BLUE's Big Dude 3-2 and scores
19 points, but BLUE receives three Franchise To-
kens for completing the city block.

Remember that you must redeem Franchise
Tokens on a turn where you receive at least
one Franchise Token. You cannot redeem
Franchise Tokens at any other time.

Unredeemed Franchise Tokens score one
point each at the end of the game.

Aliens

Aliens cannot abduct Storekeepers.
Mobsters

Mob Cars remove opponents' Storekeepers.

Storekeepers cannot be captured with a
Jail Tile.

Skyscrapers
Storekeepers cannot operate Bulldozers.
Gas & Go

Storekeepers cannot be placed using a Hel-
icopter Card.
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