


OVERVIEW
The game is played over 4 rounds. Each round consists of 4 turns. Points are scored at the end of the 
game, and the player with the most points wins.

ROUNDS
At the beginning of each round each player takes five tiles from the current Zone tile stack into their 
hand (take the stack with no Bonus tile  on it on the first round). Over four turns in each round, one 
Zone tile is placed each turn, and may activate other already-placed Zone tiles (See Turns, below), 
until four of the five Zone tiles have been placed. The remaining tile is discarded face down to the 
center of the table.
At the beginning of the 2nd, 3rd, and 4th rounds, the Bonus tile on each of those stacks is evaluated 
for all players (see Bonuses, below).

TURNS
Roll the Parcel Die at the beginning of a turn; any player may do this. Each player (simultaneously 
with the other players) places one Zone tile from his hand on an empty parcel (hex) with the same 
color and shape that was rolled on the Parcel die in his subdivision, or onto the center +2 parcel (if it 
does not have a tile on it). Alternatively, each player can spend $2 to place a Zone tile on any parcel.
Zone tiles should always be placed in an orientation that matches the player board, with the icon 
on the left edge.
After placing this Zone tile, all Zone tiles adjacent to the placed Zone tile may be activated (See 
Activating Zone tiles & Placing Improvement tiles, below). 
If a player cannot or chooses not to place a Zone tile on a turn, they may take $2 instead, and discard 
one Zone tile from their hand face down.
Once all players have chosen and placed a tile, they pass their remaining tiles to the player next to 
them (pass to the left on rounds 1 and 3, and pass to the right on rounds 2 and 4). 

ACTIVATING ZONE TILES & PLACING IMPROVEMENT TILES
When a Zone tile is placed adjacent to one or more existing Zone tiles, all existing Zone tiles next 
to the new Zone tile may be activated, resulting the in the placement of specific Improvement tiles. 
Later, when multiple Zone tiles are activated simultaneously, the player chooses the order of the 
Zone tiles to be activated. Activating Zone tiles is always optional. Improvement tiles and Sidewalks 
are not limited by the number of tiles available. If you run out of a tile type, use any suitable replace-
ment, and remember that Roads are on the back side of all Parks, Lakes, and Schools.
The tiles on either side of the Highway on side 2 of the Subdivision player boards are adjacent.
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Park.pdf   1   3/2/14   10:45 AM

When a Civic Zone tile is activated, place a Park Improvement 
tile onto an empty parcel in one of the directions indicated on 
the Civic Zone tile. Parks do not have to be placed adjacent to 
the activated Civic Zone tile. A Park will score 1 point for each 
adjacent Zone tile (of any type), each School (a stack of 1, 2 or 3 
Schools results in just 1 point), Road and Lake Improvement tile.
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Commercial.pdf   1   2/10/14   7:46 PM

In this example, a Commercial Zone tile is placed adjacent 
to a Civic tile, activating it. A Park Improvement tile may be 
placed on any of the 9 highlighted parcels.
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When a Luxury Zone tile is activated,  place a Lake Improve-
ment tile onto an empty parcel in one of the directions indi-
cated on the Luxury Zone tile. Lakes do not have to be placed 
adjacent to the activated Luxury Zone tile. When a Lake 
Improvement tile is placed, immediately receive $1 for each 
adjacent Zone tile (of any type), each Park, Road and School. 
In addition, if any Zone tile, Park, Road, or School Improve-
ment tiles are placed adjacent to an existing Lake Improve-
ment tile, immediately receive $1.
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In this example, a Luxury Zone tile is placed adjacent to an-
other Luxury Zone tile, activating the Luxury Zone tile in the 
center of the board. A Lake Improvement tile may be placed 
on any of the 9 highlighted parcels.
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Road.pdf   1   3/2/14   10:45 AMWhen an Industrial Zone tile is activated, you may place a 
Road Improvement tile on 0, 1, or 2 different empty parcels 
that are within two parcels of the activated Industrial Zone 
tile. Parcels may be counted through other tiles and the +2 
Parcel. When determining whether Zone tiles have Highway 
access, Road Improvement tiles do not block access to ad-
jacent parcels of your subdivision, as all other tiles do. (See 
Highway Access, below).
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In this example, a Residential Zone tile is placed adjacent 
to an Industrial Zone tile, activating it. Up to two Road Im-
provement tiles may be placed on any of the 17 highlighted 
parcels.
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When a Commercial Zone tile is activated, place up to three 
contiguous Sidewalks along the edges between parcels. The 
initial Sidewalk must be placed adjacent to the activated Com-
mercial Zone tile, and all Sidewalks created by that Com-
mercial Zone tile must be connected in some way. If a second 
Commercial Zone tile is activated, a new Sidewalk segment 
may be created (unless an existing Sidewalk already is adja-
cent to the newly-activated Commercial Zone tile, in which 
case you may continue to place Sidewalks connected to that 
Sidewalk). Only one Sidewalk segment will score at the end of 
the game (if you connect two or more Sidewalk segments, they 
become a single Sidewalk segment for scoring). The score for a 
Sidewalk segment is the number of unique Zone tile types (up 
to 5) multiplied times the number of unique Improvement tile 
types (up to 4) adjacent to that Sidewalk segment.
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In this example, an Industrial Zone tile is placed adjacent to 
a Commercial Zone tile, activating it. Up to three Sidewalks 
may be placed between parcels on any of the 24 highlighted 
spots, as long as one of those segments is adjacent to the 
Commercial Zone tile, and the others are connected to it.
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Luxury.pdf   1   2/6/14   1:59 PM In this example, a Luxury Zone is placed adjacent to a Commer-
cial Zone, activating it. The yellow spots show all of the available 
places that Sidewalks may be placed. If the first two Sidewalks 
are placed so that they connect to the existing string of side-
walks, then the third Sidewalk may be placed in any of the red 
spots as well, as it all becomes one big Sidewalk segment.

C

M

Y

CM

MY

CY

CMY

K

Residential.pdf   1   3/2/14   10:48 AM
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School.pdf   1   3/2/14   10:45 AMWhen a Residential Zone tile is activated, place one School 
Improvement tile onto a parcel adjacent to the activated tile 
(either empty or containing one or two other School Im-
provement tiles already). Schools may never be more than 
three stories tall. A School stack of 1 or 2 tiles scores 0 points. 
A School stack of 3 tiles scores 8 points. You may place a 
School Improvement tile on a single parcel from two or more 
Residential Zone tiles if they are adjacent to that parcel.
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In this example, a Luxury Zone tile is placed adjacent to a 
Residential Zone tile, activating it. A School Improvement 
tile may be placed on any of the 5 highlighted parcels, in-
cluding the parcel where there is a School Improvement tile 
in place already.
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HIGHWAY ACCESS
Zone tiles should have access to the Highway which runs around or through your Subdivision. To 
see if a Zone tile has access, trace a line (with your finger, if that helps) from the Zone tile, through 
empty parcels and/or Road tiles to the Highway. You may pass over Sidewalks. Generally, it is a good 
idea to check whether each Zone tile has access when you place it and other tiles. Zone tiles that 
have access to the Highway will score 5 points per tile. 

THE +2 PARCEL
The +2 parcel in each player’s subdivision has special qualities:

•	 If uncovered, Zone tiles may not use this Parcel to gain access to the 
Highway.

•	 It is worth +2 points if it is uncovered at the end of the game.
•	 Any Zone tile can be placed on it, regardless of the die roll (you do not 

pay $2 to place it).
•	 Any Improvement tile can be placed on it when the appropriate Zone 

tile is activated
•	 If a Road tile is placed on it, Zone tiles may use this Parcel to trace ac-

cess to the Highway like any other Road tile.

BONUSES
At the beginning of the 2nd, 3rd, and 4th rounds, the Bonus tile on the next available stack is evalu-
ated. All players who meet the criteria in the center of the tile receive the bonus at the bottom of 
the tile.
To activate earned Bonus tiles, you must have the corresponding Zone tile on your board. A com-
plete list of Bonus tiles is on the back page. 

GAME END
After 4 rounds (16 turns), the game ends.

SCORING
Designate one player to tally the scores for each player. Give that player the scorepad and a pen.
Each player should tell that player his scores for each of the lines on the scorepad:

+1 point for each parcel adjacent to a Park that contains a Zone tile, Lake, 
Road, or School (regardless of the number of tiles in the stack).

The number of unique Zone tile types adjacent to one of your sidewalks mul-
tiplied times the number of unique Improvement tile types adjacent to that 
same sidewalk. Only score one sidewalk segment (20 points maximum) per 
player. 
0 points for School Improvement tile stacks that are one or two tiles (stacked 
on each other).
+8 points for each School Improvement tile stack of 3 tiles in one parcel.

+1 point for every $2, rounded down.
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Road.pdf   1   2/6/14   4:40 AM

+5 points for each Zone tile that has access to the Highway through empty 
parcels or Road tiles or a combination of both.

-1 +2-3
-2 -1/-2/-3 points for each uncovered parcel (as designated on the parcel), and 

+2 for an uncovered +2 parcel.

The scorekeeper adds the points for each player. The player with the highest total score wins. In case 
of a tie, the player with the fewest negative points from uncovered parcels wins.

The following is an example of scoring for a finished board (Luke’s board is shown):
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-1 +2-3
-2

=

Luke Dale Ted

12 5 16

12 20 15

8 16 0

3 1 5

65 55 60

-5 -9 -2

95 88 94

SOLO GAME
Subdivision can be played as a solo activity. The object is to score as many points as you can.
Set up the game as you would for a 3 player game. (15 tiles in each stack).
In the first turn, draw 5 tiles from the first stack, roll the die, play a tile. Discard the unplayed tiles. 
In the second turn, draw 4 tiles, roll the die, place a tile. Discard the unplayed tiles. In the third turn, 
draw 3 tiles, roll the die, place a tile. Discard the unplayed tiles. In the fourth turn, draw 2 tiles, roll 
the die, place a tile. Discard the unplayed tile. At the end of the round, there will be one undrawn 
tile in the stack; this is also discarded.
Score the bonus tile at the top of the next stack, and continue through all 4 stacks in the manner.
Score normally, using the following to determine your rank: 140+ : Master Planner, 120-139: Plan-
ner, 100-119: Junior Planner, 80-99: Assistant to the Junior Planner, <80: Assistant to the Junior 
Planner in Training.
You can also play the solo game using the Scenarios (see back page). Each scenario has a target score 
for solo games.

SPECIAL THANKS
To all the playtesters, including:
Annie Aarons-Sawi, Nicola Ally, Carol Alspach, Dakota Alspach, Gage Alspach, Toni Alspach, Ted 
Alspach, Dion Barsuglia, K.C. Beireis, Ric Bretschneider, Kent Bunn, Scott Caputo, Jeff Carey, Caro-
lyn Castagnetto, Chris Castagnetto, David Clunie, Jude Cole-Regis, Jeremy Commandeur, Audrey 
Cueto, Greg Dickson, Stephanie Dickson, Hank Drew, Tim Fiscus, Jonathan Franklin, Doug Garrett, 
Shelley Ganschow, Aldo Ghiozzi, Jim Ginn, Bailey Glen, Brett Hardin, Divya Hedgren, Kevin Hicks, 
Ken Hill, Robin Hill, Dan King, Dean Lizardo, Josh Lubliner, Jim McQuillan, Tim “Malta” Mierze-
jewski, Karen Miller, Melinda Moody, Ian Moore, Richard New, Steve Nix, Joe, Mike, Laura, Tim, 
John Palagyi, Hank Petree, Tom Ramsey, Lyle Rhodebeck, Tom Rosen, Steve Samson, Sir Shuffles-
a-lot, Olivia Sawi, Jim Stith, Kyle Talbert, Martin Tran, Mike To, Tina Marie To, Julien Van Reeth, 
Craig Vollmar, Candy Weber, Chad “Jim Irsay” West, Ray Wisneski, Gene Withington, Chris Wood-
mansee, Karen Woodmansee, Julius Wu, Christopher Yu, Ryan Yu.

GAME DESIGN BY LUCAS HEDGREN
Luke likes playing, studying, designing, developing, explaining, describing, breaking down, un-
derstanding, reading about, writing about, and thinking about boardgames. Subdivision is his first 
published design. He lives with his wife and daughter in Ohio.

GAME DEVELOPMENT & SCENARIO DESIGN BY DALE YU
Dale Yu has been involved with game development since 2001. Previous projects include Dominion 
and Suburbia. He was also involved with refining the solo game for Agricola. He has co-designed 
a few games (Gib Gas, Start Frei and Flizz&Miez) as well as two expansions for Agricola (The X-
Deck and the Legen*Dairy Forest Deck). Since 2010, he has also served as the editor-in-chief for the 
Opinionated Gamers blog. When he is not working on games, he is a physician in a Midwestern 
university town. He lives at home with his wife (who never plays games) and his two teenaged boys 
(who serve as constant playtesters).
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SCENARIOS
You can also play Subdivision using scenarios. Each scenario has its own board setup. All normal 
rules are in effect, except where noted. Many of these scenarios can be played competitively, and 
all can be played with the solo game rules. When played competitively, the player with the highest 
score (that meets the scenario criteria) wins. If playing solo, a target score must be achieved to be 
successful.

A River Runs Through your Board
Place Lakes across the board as shown. Remove all Luxury Zone tiles from 
the Zone tile stacks, and then create four stacks that are 16/12/8 tiles each for 
4/3/2 players. Start with a hand of 4 tiles, placing only 3 over the course of 
each round. (In solo, draw 5, then 4, then 3 in each round, from stacks of 12). 
Solo Target Score: 100

Central Parks
Place Parks on the board as shown. Remove all Civic Zone tiles from the Zone 
tile stacks, and then create four stacks that are 16/12/8 tiles each for 4/3/2 
players. Start with a hand of 4 tiles, placing only 3 over the course of each 
round. (In solo, draw 5, then 4, then 3 in each round, from stacks of 12). Solo 
Target Score: 100

School District
Place Schools on the board as shown. Remove all Residential Zone tiles from 
the Zone tile stacks, and then create four stacks that are 16/12/8 tiles each for 
4/3/2 players. Start with a hand of 4 tiles, placing only 3 over the course of 
each round. (In solo, draw 5, then 4, then 3 in each round, from stacks of 12). 
Solo Target Score: 100

Walk the Sidewalk
Place Sidewalks on the board as shown. Remove all Commercial Zone tiles 
from the Zone tile stacks, and then create four stacks that are 16/12/8 tiles 
each for 4/3/2 players. Start with a hand of 4 tiles, placing only 3 over the 
course of each round. (In solo, draw 5, then 4, then 3 in each round, from 
stacks of 12). Solo Target Score: 100

Road Runner
Place Roads on the board as shown. Remove all Industrial Zone tiles from 
the Zone tile stacks, and then create four stacks that are 16/12/8 tiles each for 
4/3/2 players. Start with a hand of 4 tiles, placing only 3 over the course of 
each round. (In solo, draw 5, then 4, then 3 in each round, from stacks of 12). 
Solo Target Score: 100

Highway Construction (1-3 players)
Flip over extra Zone tiles over and place them on the board as shown. The 
covered spaces may not be played on. Access to the Highway is limited to the 
five spots available. Solo Target Score: 120

Historical Sites
Place 3 $5 coins on the spots as shown. These Parcels are treated like the +2 
Parcel: you can place a tile on them, removing the $5 (and placing it back in 
the supply), but they interrupt access to the highway (unless a Road is placed 
on them). At the end of the game, each $5 coin still on the board is worth 5 
points. Solo Target Score: 120
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Bonus tile 2-01 2parks.pdf   1   2/6/14   5:15 AM

If you have at least two Parks, 
you get $2.
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Bonus tile 2-02 2lakes.pdf   1   2/6/14   5:16 AM

If you have at least two Lakes, you 
get $2.
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Bonus tile 2-03 2schools.pdf   1   2/6/14   5:16 AM

If you have at least two Schools 
(stacked or on separate par-
cels), you get $2.
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Bonus tile 2-04 6sidewalks.pdf   1   2/6/14   5:16 AM

If you have at least six Sidewalks, 
you get $2.
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Bonus tile 2-06 line pattern.pdf   1   2/6/14   5:15 AM

If you cover parcels in the 
pattern shown (in any orienta-
tion), you get $2.
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Bonus tile 2-08 zig pattern.pdf   1   2/6/14   5:15 AM

If you cover parcels in the pattern 
shown (in any orientation), you 
get $2.
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Bonus tile 2-07 diamond pattern.pdf   1   2/6/14   5:15 AM

If you cover parcels in the 
pattern shown (in any orienta-
tion), you get $2.
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Bonus tile 2-05 4roads.pdf   1   2/6/14   5:16 AM

If you have at least four Roads, 
you get $2.
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Bonus tile 3-07 arch pattern.pdf   1   2/6/14   10:05 AM

If you cover parcels in the pat-
tern shown (in any orientation), 
activate one of your Luxury or 
Commercial Zone tiles. /
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Bonus tile 3-08 mountain pattern.pdf   1   2/6/14   10:04 AM

If you cover parcels in the pat-
tern shown (in any orientation), 
activate one of your Luxury or 
Commercial Zone tiles.
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Bonus tile 3-09 w pattern.pdf   1   2/6/14   10:04 AM

If you cover parcels in the pat-
tern shown (in any orientation), 
activate one of your Luxury or 
Commercial Zone tiles. /
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Bonus tile 3-06 3different.pdf   1   2/6/14   10:05 AM

If you have at least one Lake, one 
park and one School, activate one 
of your Luxury or Commercial 
Zone tiles.
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Bonus tile 3-02 3lakes.pdf   1   2/6/14   10:06 AM

If you have at least three Lakes, 
activate one of your Luxury or 
Commercial Zone tiles. /
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Bonus tile 3-01 3parks.pdf   1   2/6/14   10:04 AM

If you have at least three Parks, 
activate one of your Luxury or 
Commercial Zone tiles.
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Bonus tile 3-03 2schoolstacked.pdf   1   2/6/14   10:05 AM

If you have at least one stack 
of two Schools, activate one of 
your Luxury or Commercial 
Zone tiles. /
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Bonus tile 3-04 9sidewalks.pdf   1   2/6/14   10:05 AM

If you have at least nine Side-
walks, activate one of your Luxury 
or Commercial Zone tiles.
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Bonus tile 3-05 6roads.pdf   1   2/6/14   10:05 AM

If you have at least six Roads, 
activate one of your Luxury or 
Commercial Zone tiles. / /
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Bonus tile 4-05 8roads.pdf   1   2/6/14   10:02 AM

If you have at least eight Roads, 
activate one of your Industrial, 
Civic, or Residential Zone tiles.
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Bonus tile 4-04 12sidewalks.pdf   1   2/6/14   10:03 AM

If you have at least twelve 
Sidewalks, activate one of your 
Industrial, Civic, or Residential 
Zone tiles. / /
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Bonus tile 4-02 4lakes.pdf   1   2/6/14   10:02 AM

If you have at least four Lakes, 
activate one of your Industrial, 
Civic, or Residential Zone tiles.
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Bonus tile 4-01 4parks.pdf   1   2/6/14   10:01 AM

If you have at least four Parks, 
activate one of your Industrial, 
Civic, or Residential Zone tiles. / /
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Bonus tile 4-03 3schoolstacked.pdf   1   2/6/14   10:03 AM

If you have at least one stack of 
three Schools, activate one of your 
Industrial, Civic, or Residential 
Zone tiles.
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Bonus tile 4-06 circle pattern.pdf   1   2/6/14   10:02 AMIf you cover parcels in the 
pattern shown,  activate one of 
your Industrial, Civic, or Resi-
dential Zone tiles. The center 
tile does not have to be empty.
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Bonus tile 4-08 cover -3s.pdf   1   2/6/14   10:02 AM

If you have covered all of your 
-3 parcels, activate one of your 
Industrial, Civic, or Residential 
Zone tiles.

/ /

-1

C

M

Y

CM

MY

CY

CMY

K

Bonus tile 4-07 cover -1s.pdf   1   2/6/14   10:02 AM

If you have covered all of your 
-1 parcels, activate one of your 
Industrial, Civic, or Residential 
Zone tiles.
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