
 

 

SOCIOPOLIS: GAME RULES 
BASIC INFORMATION 
Number of players: 2-4  
Playing Time: up to 60 min 
Ages: 10+ 
  

OBJECTIVE 
The aim of the game is to earn as many ‘happiness points’ as possible. Happiness points represent your 
social impact on society. The player who collects the most happiness points after the final fifth turn 
wins. 

Each player owns and runs a restaurant. During the game, you make decisions to develop your 
business: hire employees, take care of the conditions at work, build a good reputation, earn money 
and get the ingredients needed to meet your customers’ demands. The key to the game to grow your 
business while creating as much social impact as you can.  

SETUP 
Each player gets: 

 A player board. Move the markers on the player board to track your resources (vegetables, 
meat, water and money) and attributes (Reputation, Workplace and Income). <Insert 
image> 

 Four cube markers to track resources, each in one colour – yellow for money, green for 
vegetables, red for meat and blue for water. Place these on your player board. You start 
with 1 of each ingredient (water, meat, vegetables) and $3. <Insert image> 

 Three attribute markers to mark the level of Reputation, Income, and Workplace. Place 
these on your player board. You start at Level 0 of each attribute. <Insert image> 

 Choose one colour for your meeples. <Insert image> The number of meeples depends on 
the number of players as shown in below table:  

 
 

 
 

 Choose one of the players to be the Game Master whose role is to take care of the proper 
course of a game as well as of writing down happiness points so that players know who is 
currently on the lead. 

 
<Insert image of complete setup> 

 
 

Initial Setup: 
 

1. Place the Game Board – MARKET PLACE so that every player can see it.  
 

2. The player who has been in a restaurant most recently gets the ‘First Player Token’. If several 
players went together, the token goes to the person who paid the bill or the bigger amount. 
When the round is over, the First Player Token will be passed to another player, clockwise.  

Number of players 2 3 4 

Meeples per player 5 4 3 



 

 

3. Divide the Customer Order cards into two piles – “easy” and “difficult”, respectively. Shuffle 
both piles and place faced down next to the Game Master. 

4. Shuffle Employee Cards and place them faced down next to the Customer Order Cards.  

 

Attributes 
 
There are three attributes you can level up during the game.  
 
Reputation – Focus on levelling up Reputation if you want to be the first to choose and serve 
customer cards. The attribute affects the order in which players serve customers in the Customer 
Phase.  
 
Income – Although the aim of the game is gaining happiness points, money makes running a 
restaurant easier. Don’t forget to level up Income, so you can have extra money at the end of each 
round. 
 
Workplace – Your Workplace represent working condition for your employees. Its level is important, 
as for example at Level 2 on this tracks grants you an extra ingredient at the end of each Evening 
Phase. 
 
When you level up your attributes, you gain the rewards listed on the attribute track. The rewards 
are cumulative, meaning that at the end of each round, you collect the rewards from the level you 
are on as well as the rewards from each of the previous levels you have passed through. 

Collecting rewards 
 
The levels of attributes are represented on a track. Some spaces on the track provide 
additional rewards. 
 

Please note, that the rewards – (always) positive – yielded by spaces are cumulative and will remain 
active till the end of the game . Exception: a) Level 2 of Income grants a single-use reward. b) two 
stars spaces **.  
 
Here some practical examples: 
 
Level 4 of Income – „Whenever you put a meeple on the Green Market space, you gain an extra 
ingredient”. The effect is active when the Income is at level 4 or 5.  
 
Level 2 of Workplace – “-1$ when hiring employees”. If the Level of this attribute is 2 or higher you 
get 1$ discount when hiring employees. So they cost you 1$ instead of 2$.  
 
Level 2 of Income – “Get 1$”. This is an immediate, single-use reward. Normally, at the end of every 
Evening Phase (4) you receive the amount of money corresponding to your Income Level.  
 
Sometimes you will be able to level up your attribute by 2. You still get the reward from the levels you 

‘missed’, as the rewards are cumulative. Example: Your Income Level is at 3, which gives you 3$ and 3 

happiness points. If you level up by 2 and gain level 5, you still gain reward from level 4 (which 

enables you to get 1 additional ingredient every time you place your meeple on the Green Market 

space).  

 



 

 

Resources 
 
1) Water, vegetables, and meat constitute Ingredients that are necessary to prepare meals for 
customers.  
 
2) The other category is money which is used to hire employees and to buy ingredients.  

Resources can be gained in the Town Phase (2) (which is main focus of the game), by putting meeples 
on various spaces on the Game Board.  
 
Each customer card indicates which ingredients are required to serve this person a meal. When you 
fulfil a customer’s order you will need to move back your markers for each ingredient on the 
resources tracks, as many boxes back as the amount used per ingredient.  

 
You cannot hold more than 9 pieces of any resources. Do not ‘hoard’ resources, but use 
them efficiently. Keep your business moving on!  
 

LET’S PLAY! GATES GAME PHASES 

Each game consists of five rounds which are divided into four phases: Morning (1), Town (2), 

Customer (3) and Evening (4) Phase.  

1: Morning Phase 
 

1. The Game Master shuffles the customer’s order cards and randomly lays face up as many as 
cards as there are players. This will be repeated each round. Some customer cards may still 
be on the table from previous rounds. 

2. During first three rounds the Game Master will use players will use only “easy” customer’s 
order cards. In the last two rounds only “hard” customer’s order cards will be used. 

3. Each round the Game Master will repeat this action and add new cards. Some customer 
cards may still be on the table from previous rounds.    

4. The Game master two Employee Cards and lays two of them face up on the right side of the 
board, next to the Job Centre.  

2: Town Phase 
 

1. Players take turns to place their meeples on the Game Board, one at a time. The person with 
the First Player Token begins.  
 

2. Once a meeple is placed on a chosen spot, a player follows up the actions displayed in this 
particular space. 
 

3. Players continue deploying meeples until all meeples are on the board. 
 



 

 

4. You are not allowed to put two meeples on the same space, with the exception of the Green 
Market spot which can be selected by players as many times as they want.  

 

3: Customer Phase 
 

1. In this phase all players will be fulfilling customer order cards. 

2. The player with the highest level of Reputation goes first in choosing one of the customer’s 
order cards drawn in the Morning Phase.  

 
3. A player chooses a customer order card with requirements she can meet and fulfils the order 

by subtracting the resources on the player board that have been used to serve the customer. 
 

 The player then collects the rewards indicated on the order card, marking the happiness 
points and attributes they have gained on the player board and happiness track. The card is 
then placed next to the player board. 

.   
 

Think in picking an order you can fulfil. Pay attention to the customer’s order cards 
during the previous two phases and play strategically when you make decisions where 
to put your meeples so you ensure you will be able to fulfil later the customer’s orders 
by getting the right ingredients. Do not forget about your social impact and make sure 

you get as many happiness points as you can.   
A player updates her resources track by subtracting the ingredients that have been used to serve the 
customer. Then the card is placed next to the player board.  
 

4. Once a player has served the customer, play passes to the next player with the highest level 
of Reputation. The cycle continues until there are no customer order cards available or until 
none of players can fulfil any order.   

 
If you acquired the customer card from the Local Newspaper in the Town Phase (2), 
you may serve the customer at this point. If it cannot be done, you may keep the 
card to fulfil at a later point.  

4: Evening Phase 
 

1. Players, one by one, review the actions achieved  during  the day. They look at gains from the 
customer’s order cards and proceed with the actions in them. 

a. Players move the marker on their attribute tracks and the yellow resource ‘money’ 
track. 

b. The Game Master take notes of the happiness points of each player. He puts aside 
the used customer’s order cards as they will not be used again.  

2. Players gain money corresponding to their Income Level and mark it on the Money resource 
track. 



 

 

   
Remember the maximum amount of money you can have is 9 – as with the other resources. 
Keep this in mind in the previous phases. You could have spent any income over 9 in buying 
ingredients, for example.  
 

 
3. Players take the employee cards that have not been acquired this round and puts them 

aside. They will not be used in the current game. 
 

4. The First Player Token is given to the next person clockwise. Another round starts. When the 
5th round passes, the game ends.   

END OF GAME AND VICTORY 
 
The game ends when the Evening Phase (4) of the 5th round passes.  
 

1. When this happens, all the happiness points gained by players are summed up.  
 

2. Remember to add additional happiness points gained from your attribute levels (spaces on 
the Attribute track marked with two stars **).  

 
3. The player with the most happiness points wins! (they were the one with the greatest social 

impact) In case of the tie, player share victory. 

FREQUENTLY ASKED QUESTIONS 
How to get happiness points? 

There are 4 ways to earn happiness points in the game.  

1. From serving customers, as each of them provides a certain number of happiness points. The 

harder the customer card order, the more points you can get. This is the most effective way. 

2. On the Game Board (Market Place), for example at the Local Manufacturer and the Courses 

for Employees. 

3. From hiring employees as each of them rewards you with happiness. What’s more, each 

employee has an extra ‘power’ described in their ‘benefits’, some of them also provide 

additional happiness points. 

4. From levelling up your attributes. Points are granted at Level 3 and 5.   

What is the difference between income and money? 

Money is the resource that you have at your disposal. You can exchange it for other ingredients use it 

to activate effects on various spaces on the Game Board. The income, on the other hand, indicates 

how much money you will get at the end of each round in the Evening Phase (4).  

What is the difference between the Green Market and the rest of spots? 

During the Town Phase (2) a player (or players) may place any number of meeples there. The Green 

Market is unique, because the other places only allow one single meeple – when one player places a 

meeple on a place, no one else can do it.  

It is my turn in the Customer Phase (3). Can I serve two customers at the same time? I meet the 

requirements on both cards. 

No, during the Customer Phase (3), each player can serve only one customer. This rule does not apply 



 

 

to the customer order card acquired on the space Local Newspaper. In such a case, a player may 

serve both customers – the one she has already acquired in the Town Phase (2) and the one available 

to everybody in the Customer Phase (3). 

I have collected a customer card on the space Local Newspaper. Is it necessary to use it right away?  

No, you can do this throughout the game during the Town Phase (2) or Customer Phase (3). 

Do I have to pay for my employees every round? 
No! You pay their whole salary for the duration of the game when you hire them. If you have good 
enough workplace they will have more incentives to work for you and are willing to do that for 1$ 
cheaper. 


