


WELCOME BACK TO 
MACHI KORO, THE CARD 
GAME THAT IS SWEEPING 
THE WORLD! 
Greetings, Mayor of Machi Koro! Your influence has led to  
explosive growth in this once sleepy town. Skyscrapers pockmark 
the land and nightlife is booming. Our little Machi Koro…the city 
that never sleeps?! One day, perhaps. 

Until then, our darling, temperamental Machians want more. On 
the docket to grow this mid-size city into the bustling metropolis 
they think they deserve—A shiny new airport for red-eyes, swanky 
Member’s Only clubs, wait-list-only sushi bars, and seemingly  
endless extravagance!

For our mayors, Machi Koro: Bright Lights, Big City is 
a profoundly different beast and not just in terms of 
expensive tastes! Get ready for a whole new twist on 
Machi Koro—new cards, new rules and a whole new 
way to play ensure no two games will ever be the  
same. Machi Koro: Bright Lights, Big City is a fun 
twist on the smash hit Machi Koro and a 
must have for new and experienced 
mayors alike!

Are you up for the challenge? Get 
ready to see Machi  Koro in a whole 
new light!
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Establishments (132)

5 Coin (24) 10 Coin (12)

this document

CARD EXPLANATION

Establishments Landmarks
Dice roll needed to  
activate effect

Type and Name

Picture

Effect

Type and Name

Picture

Effect

1-6 7-14

GAME SETUP
Each player should place their two Starting Establishment cards (one Wheat 
Field and one Bakery) face-up in front of their play area, along with their City 
Hall Landmark card. Next, each player should place their six Landmark cards 
facedown (under construction). This is the starting area of each player’s city. 
Lastly each player receives 3 coins from the bank. Any excess Starting cards 
for a game of less than five players (Starting Establishments and Landmarks) 
should be returned to the box as they will not be used in the game.



 REPLENISH THE MARKETPLACE
1) If during the game any of the 

three marketplaces (1-6, 7+, Major 
Establishments) have less than the 
starting number of unique Establishment 
cards (5, 5, and 2), then that marketplace 
is immediately replenished in the same 
manner as described above.

2) If any of the draw decks run out, that marketplace will no longer be refilled 
for the remainder of the game.

Special Note:  If there are ever Major Establishments in 
the marketplace that can no longer be purchased (because 
all players own a copy and therefore may not purchase 
them), remove any available copies from the marketplace 
and replenish the Major Establishment marketplace back 
up to 2 unique cards. When replenishing the marketplace, 
if a Major Establishment that can no longer be purchased 
is drawn from the draw deck, discard it immediately and 
draw a new Major Establishment from the deck.

GAME FLOW
Players take turns in clockwise order. A turn consists of the following 
three phases:

• Roll Dice

• Earn Income

• Construction

Game End: The player to construct all six of their Landmarks first wins the 
game!

Special Note: The City Hall card is considered a pre-
constructed landmark. It is used as a Starting Landmark 
(to be used along with the Starting Establishments—Wheat 
Field and Bakery). Add this card to the player’s Landmark 
section face-up (constructed); its benefit is effective as 
soon as the game begins. The timing for getting 1 coin is 
“precisely before you build” so you can use that coin to 
build something the same turn but are not required to do 
so. The City Hall card may not be demolished.

PREPARE THE MARKETPLACE
1) Shuffle all the 1-6 non-Starting 

Establishments into a single draw 
deck.

2) Shuffle all the 7+ non-Starting 
Establishments into a single draw 
deck.

3) Shuffle all of the Major 
Establishments into a single draw 
deck.

4) Draw cards from the 1-6 deck to form a face-up line of Establishments. 
This will be the 1-6 Marketplace.  (It is suggested that you arrange these 
in order of the die roll from smallest number on the left to largest 
number on the right.)

5) If you draw a copy of a card that is already in the Marketplace, simply 
stack the new card on top of the old one.

6) Once you have 5 unique Establishment cards in the line, stop drawing 
cards. The 1-6 Marketplace is now complete.

7) Complete steps 4-6 for the 7+ card deck stopping once there are 5 
unique 7+ Establishment cards.

8) Complete steps 4-6 for the Major Establishments deck stopping once 
there are 2 unique Major Establishment cards.

City Hall

Tech Startup Tech St

At the end of each of your turns you 
may place 1 coin on this card.  The 

total placed here is your investment.
            When activated, get an amount    
             equal to your investment from    
            all players, on your turn only.

Mackerel Boatckerel Boaoo

Get 1 coin from 
the bank, on 

anyone's turn.
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EARN INCOME (CONTINUED)
• It is possible that multiple types of Establishments are activated by 

the same die roll, in this case the Establishments are activated in the 
following order:

1) Restaurants (Red)

2) Secondary Industry (Green)

3) Primary Industry (Blue)
4) Major Establishments (Purple)

• If a player owns multiple copies of a single Establishment, the effects are 
multiplied by the number of Establishments of that type owned.

• Special Note: The Shopping Mall Landmark card affects each card. 

• Example: a player owning multiple copies of the Bakery card would see 
each copy of that card earn +1 income.

ROLL DICE
• To begin their turn a player rolls the dice. At the start of the game each 

player will roll a single die.

• Once a player has built their Train Station, they may roll one or two dice 
on their turn.

• When rolling two dice, the dice are always summed together.

EARN INCOME
• Players earn income based on the dice 

roll and the effects of the Establishments 
that they own that match the dice roll.

• There are 4 different types of 
Establishments that earn income in different ways:

Get income 
from the bank, 
during your 
turn only.

Get income 
from the bank, 
during anyone’s 
turn.

BLUE: Primary Industry GREEN: Secondary Industry

Get income 
from all other 
players, but 
during your 
turn only.

Take coins 
from the  
person who 
rolled the dice.

RED: Restaurants PURPLE: Major Establishment

ACTIVATION NUMBER

1) 2) 3) 4)

=

=



BUILDING NEW ESTABLISHMENTS AND COMPLETING LANDMARKS
To conclude a player’s turn, he or she may pay to construct one single 
Establishment card or pay to finish construction on a single Landmark by 
paying the cost shown on the lower left-hand corner of the card.

Once constructed, an Establishment is taken from the supply and added to the 
player’s play area. When constructing a Landmark, the Landmark card is turned 
right-side up (full-color side) and the Landmark’s effects are now active.

Landmarks may be constructed in any order the player chooses.

Players may not construct more than one of each type of card with the 
 in their town. A player may construct as many unique  cards as they 

choose, but may never construct a second of the same  card.

Players may construct multiple copies of all other Establishment types as 
described in the Earn Income section of these rules. Stacking cards of the 
same type vertically one on top of another in the player’s area may be a 
useful way to keep track of this.

ENDING THE GAME
Play continues clockwise 
until one player wins the 
game by completing all six 
of their Landmarks first.

COIN TRANSACTIONS BETWEEN PLAYERS
If a player owes another player money and cannot afford to pay it, they pay 
what they can and the rest is exempted (a player’s coin total can never go 
below zero), the receiving player is not compensated for the lost income.

As a reminder, if multiple Establishments are activated on the same die roll, 
Restaurant (Red) Establishments are activated first, followed by Primary/
Secondary Industry (Blue/Green) and finally Major Establishments (Purple). 
So payment to other players is processed prior to earned income from 
other Establishments.

If payment is owed to multiple players at the same time, payment is 
processed in reverse player order (counter clockwise). 

Player A rolls a “3”. Player 
B owns a Cafe in their town, so 
Player A is charged one coin. 
However, Player A has no coins, 
so they do not have to pay 
anything. Afterwards, Player A 
receives two coins from the 
bank for the two Bakeries in 
their town.

Player A Player BBank1) Player A rolls dice

4) Player A’s Bakeries activates,
Player A gets 2 coins from the bank

3) Player A has no coins to 
take, Player B gets no coins

2) Player B’s Cafe activates

Player A rolls a “3”. Player B owns 
3 Cafes, and Player C owns 2 
Cafes. Player B charges 3 coins 
and Player C charges 2 coins, but 
Player A only has 3 coins.  
Payment is processed in  
counter-clockwise order.  
Player A first pays Player C two 
coins. He has one coin left, which 
he pays Player B. The remaining 
two coins Player A owes Player B 
are exempted.

Player A

Player B

Player C

1) Player A rolls dice

3) Player B’s 3 Cafes  
activate, gets the 1 coin 
leftover.

2) Player C’s 2 Cafes activate, 
gets the full 2 coins owed.

Airport Harbor

(REMEMBER: Landmarks can be completed in any order!)
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Moving Company
When the Moving Company activates, you have to give another 
player one of your non  Establishments. Which Establishment 
you choose to give and to whom is up to you.

Note: The Moving Company can be given to other players.

Tech Startup
At the end of every turn (after you’ve constructed the Tech 
Startup) you may place 1 coin from your supply onto this card. 
When this card is activated, all players must pay you coins equal to 
the number of coins on this card. Activating the Tech Startup card 
does not remove any coins from it.

Note: You can never retrieve money that has been placed on the Tech 
Startup. Once you’ve invested it you cannot use the money to buy 
Establishments or pay other players if you owe them money.

NOTES ON THE ESTABLISHMENTS
Harbor 
If the dice total 10 or more, you have the option 
to add 2 to the total die roll if you choose. You 
cannot add just 1. This will affect the total of the 
die roll for all players and their Establishments, 
as well as your own. You can only choose to apply the effects of the Harbor 
on your turn; you cannot raise the value of another player’s die roll.

Tax Office
You get half the amount rounded down. Which 
means the player who gives you money retains 
half rounded up.

Example: A player who has 21 coins pays 10 and keeps 11.

Flower Shop
With the effect of the Shopping Mall, the Flower 
Shop causes you to get 2 coins per Flower 
Orchard you have.

Example: If you have a constructed Shopping Mall, 3 Flower Orchards and 2 
Flower Shops, you would receive 12 coins from the bank because your Flower 
Shops receive 2 coins for each Flower Orchard due to the Shopping Mall.

Tuna Boat
The dice rolled to determine income for the Tuna 
Boat do not affect and are not affected by any 
other Landmark or Establishment. The roll does 
not activate anything, including the Amusement 
Park on a roll of doubles. You only make this roll once, even if you have 
several Tuna Boats.

Example: You have 3 Tuna Boats. If the income roll was 8, you will gain 24 
coins (8x3). Other players who have a finished Harbor will also get 8 coins 
per Tuna Boat.

=10

IF YOU MAY
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Tax OfficeTaTT x Offic

Take half (rounded down) 
of the coins from each 

player who has 10 
coins or more, on
your turn only.

Player A Player B

Player A Final

Flower Shop

Get 1 coin from the bank 
for each Flower Orchard 

you own, on your 
turn only.

Flower Shop

Get 1 coin from the bank 
for each Flower Orchard 

you own, on your 
turn only.

Flower Orchard

Get 1 coin from 
the bank, on 

anyone's turn.

Each of your |||||and   ||||| 
establishments earn 

+1 coin.

Flower Orchard

Get 1 coin from 
the bank, on 

anyone's turn.

Flower Orchard

Get 1 coin from 
the bank, on 

anyone's turn.

=

Tuna Boat

On anyone's Turn: The 
current player rolls 2 dice. 
If you have a harbor you 

get as many coins
as the dice total.

Tuna Boat

On anyone's Turn: The 
current player rolls 2 dice. 
If you have a harbor you 

get as many coins
as the dice total.

Tuna Boat

On anyone's Turn: The 
current player rolls 2 dice. 
If you have a harbor you 

get as many coins
as the dice total.
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company
Moving 

Tech Startup Tech St

At the end of each of your turns you 
may place 1 coin on this card.  The 

total placed here is your investment.
            When activated, get an amount    
             equal to your investment from    
            all players, on your turn only.
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