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Tool.
Before you take cards,
discard this card to switch
1room card on your home
board with 1 room card
on the game board.

STORAGE ROOM
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BATHROOM

Dé
Place the canopy bed token
on a bedroom card.
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Helper.
Atthe end of the gay
[

before scoring, you may
vitch 1 room card on your
m card
in the discard pile.
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PLAYING THE GAME

LIVING ROOM

SAUNA

NORMAL ROOM CARDS - These cards represent the main rooms in your home.
They are placed on any of the ten spaces which make up the top two floors of
your home board.

UNIQUE ROOM CARDS - These cards represent non-essential rooms you can

add to your home (after all, it is your dream home, isn't it?). Like normal rooms,
unique rooms are placed on the top two floors of your home board. Be sure to
read the card'’s text, as some unique rooms have special scoring requirements!

BASEMENT ROOM CARDS - These cards represent the basement rooms in your
home and can be placed only on the two spaces on the bottom floor of your
home board. You can tell basement cards apart from other room cards by their
dark border and their name and point value are placed at the top of the card.




ROOF CARDS - Roof cards are stacked facedown on the roof space of your home
board. Once you have placed a roof card on your stack, you cannot look at it again until
the end of the game. There are four different types of roof cards.

DECOR CARDS - When you take a décor card from the game board, you place its
corresponding token on one of your rooms. You must place the token on a room that
does not already have a décor token and matches the room type indicated on the décor
card, and then discard the card. If all of your rooms of the indicated type already have

a décor token or if you do not have a room of the indicated type, you cannot place the
token, and you simply discard the card. Placing a décor token on a room card finishes
that room (see “Placing Room Cards” on page 6).

TOOL CARDS - Tool cards are placed faceup near your home board. The text on each
tool card explains when and how it is played.

HELPER CARDS - Helper cards are placed faceup near your home board. Helper cards
are used at the end of the game during scoring, except for the Interior Designer, which
is also used during the game.

To make it easier to score certain helper cards, we recommend keeping the discarded room cards and the
discarded resource cards separate.
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PLACING ROOM CARDS
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If you cannot place a room card, or if you do not want to place a particular room card, place
it facedown on an empty space of your home board. This creates an empty room, which is
worth 0 points at the end of the game. An empty room, like all rooms, cannot have an empty

space directly below it. Empty rooms can be placed adjacent to each other, but they do not
expand.
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The bedroom has a limit of
two cards, so you cannot

place a third bedroom card
beside them.

Nofte: Rooms thet ars vertically acjacent are hot on the same floor, so they are considered to
separafe rooms anc score polints separately-

Susan has taken a bathroom card from the
game board. A bathroom has a maximum
size of only one card. If Susan places her
new bathroom card on the indicated
space, which happens to be beside her
existing bathroom, then it must be placed
facedown as an empty room.

William has taken a kitchen card and has only two
possible spaces for it. He could place it beside

his existing living room (which would prevent
further expansion of that living room), or he could
place it facedown as an empty room adjacent to
his existing kitchen because the kitchen has its
maximum of two cards and is already finished.




William decides to add a piano to his living room (which only has one card so far). Placing the piano
token finishes the room, preventing it from being expanded further. (A piano is a very delicate
instrument, so you can't just freely renovate around it!)

GAME END AND SCORING

When scoring, rememler to use the of the Supplier, Hancymenmn,

and Roofter.
Bolints

A two-card bedroom
is worth 4 points.
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William’s home has a one-card bedroom. During his turn, he takes a cat house décor card
and decides to put the cat house token on this bedroom. This finishes the bedroom, so he
cannot place another bedroom card adjacent to it. During his next turn, he takes the Canopy

Bed décor card and token, which can only be placed on a bedroom. If William does not have
a second bedroom on his home board, he must discard the canopy bed card because a room

can have only one décor token.
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RointsiforllRoof

A roof card is
placed facedown
on a home board.
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DETAILED DESCRIPTION OF RESOURCE CARDS
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SUpPPLIER

ARCHITECT

HANDYMAN

Helpers

Note: You must use the Reoffer befors you look &t your ewn facedewn rfoef cards.

Susan uses the Handyman to
switch the living room card

on the second floor with the
playroom card on the first floor
to expand her living room.




INTERIOR DESIGNER

Teclls

Switching a study card

to get a third living room
card.




STORAGE ROOM
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In the image above, William is the second player in the round, and he has four columns to choose from.
He wants the living room card and the red roof card with a window which are not in the same column,

so he discards his Concrete Mixer to switch places between the living room and pantry. Now that the two
cards he wants are in the same column, he chooses that pair of cards and adds them to his home board.

In the image above, William has just taken his pair of cards for the turn: his third living room card and
a Scaffolding card. He first places the Scaffolding on the empty space of his basement which allows
him to then place his third living room card and expand the living room above it.. William knows he
must take another basement room card before the end of the game...or he'll be forced to replace the
Scaffolding with an empty room!







SCORING EXAMPLE

Rooms

18 pofints

DEGEER

HomeJRunctionality

Roof:

POINTS



