Mall or Nothing

2 players - 10 minutes - Ages 8+

Components
18 cards numbered 1-18

Set up
Separate the 9 and the 10 from the rest of the deck. Give one of these to each player.
Shuffle the remaining cards and place them into a face down deck in the center of the
table.

Game play overview
Each round both players draw one card from the top of the deck. You each look at your
malls and simultaneously place your new card over or under other card(s) in your mall
following the placement rules (described below). When the last cards are played, you
each score your mall design and the player with the most points wins.

Card layout
Each card is made of six areas, at least one of which is a hallway (yellow square). Each
card also has a number (1-18) in opposite corners. The other squares all have a type of
store on it. Each store has their own way of scoring listed below.
Stores and Hallways
Stores and hallways work differently.
Whenever a store refers to a group, this
means orthogonality adjacent and is
represented by a � symbol.
Here, the group of three department
stores are adjacent, however the two
restaurants are not considered a group.

Hallways work a little differently. Hallways
can continue diagonally from another
hallway and be considered one
continuous hallway. When scoring, any
store in the eight spaces surrounding a
hallway are valid for scoring.
In this example, the hallway on the left
extends in three directions, but remains
connected. The lone single hallway on the
right is not connected to the main
hallway.

Placement rules
When placing a card, at least one square on the new card must overlap or be covered by
another card. You can never place a card just on its own.
The card on the card you drew must be placed so that it is on top of any cards that have
a smaller number, or underneath any cards with a higher number. Cards can be placed
in between two different cards as long as it is placed both on top of a card with a
smaller number and underneath any cards with a higher number. Any card without a
number visible (due to being covered up) is considered a 0 and can only be covered. In
this way, 18 will always be on the top and 1 will always be on the bottom with all other
cards in between based on numerical order.
While not required, it is recommended to try and keep your hallways connected, as that
allows more stores to score.

Placement example

You start with the 10 as your
starting card and draw the 6. The
new card has to be placed under
the 10. So you place it like this.

On your next turn, you draw the
15. This has to be played on top
of any number lower than itself,
so in this case it could go over
the 10 or the 6. You choose to
play it like this.

Your next card is a 7. You decide
to play it so that is both on top
of the 6 and under the 15 like
this.

Scoring
After the last cards have been played, you’ll finish the game and score your mall. First,
locate your largest hallway. A hallway continues if it is connected on either the side or
corner with another hallway. If two or more hallways are shared for longest, choose only
one to score. Stores in any of the eight spaces surrounding a hallway space score as
follows.
Department
Store
Beauty Shop

Each group of 3+�

is 6 points

4 points if � to

Clothing Store

2 points each

Restaurant

Per group, the number of � to
each other multiplied by itself

Services

2 points per unique service icon

Entertainment

Per each set,1/2/3/4 shapes is
1/3/6/10 points

Any stores not connected to the largest hallway do not score. Whoever has the most
points wins. In case of a tie, whoever has the smaller hallway wins. If still tied, whoever
has fewer unused hallways wins. If still tied, players share the victory.

