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/\  WARNING:

CHOKING HAZARD-Small parts. ‘

Not for ch||dren under 3 years

Jmn ‘shmk lmna, D(mk; and Puss in Boots as
they make their way through Far Far Away.

Along the w::ia you'll see many things:When

Jyou land on a Far Far Away landmark you

could buy it. Any other player landing on that

. space then has to pay you to visit, The more
Jlandmarks you buy, the more money you could

collect and the better your chances are of
winning the game!

( ollect the most money. by traveling dround
the bmrd Dbuyi mg as many landmarks as
possible and collecting money from your
friends edch time they visit. The game cnds
when one player runs out of money. The
remaining plavers then add up their money.
The player with the most money wins!

Gameboard = Deck of 24 Chance (427 Cards
«48 Plastic Houses (4 sets of 12) = Pack of
Monopoly Junior Money ¢ Di¢ ¢ 4 Cardboard
Pawns » 4 Plastic Pawn Stands

Carefully pop out the pawns from the cardboard

parts sheet and placeeach in a plastic pawn
stand. Discard the cardboard waste.

» Each player chooses a pawn and plaees it on
 the "GO space, Place any extra 4 W chk
inthe box. :

same color. Place the extra houses back in
the box.

Shuffle the deck of Chance cards (with the

7" on the back) and place them facedown

. on the matching gameboard space.

Choose a player to be the Banker. The

Banker separates the money into different

denominations and gives each player the

following: five $1s, four $2s, three $3s, one

$4 and one 55.The Banker also plays the

] : [ ¢ps the Bank's monu*
separate from his/her own!

Roll the die. The player 1ollmg highest goes
first.

.

Roll the die and move your pawn that many
spaces, then... .

« Follow any instrictions on the space you
land on.

An Unowned Landmark: You must pay the
Banker the amount shown on the space, then

p]acc one of vour houses there. Now it's up
to you to keep track of this landmark — make
sure you ¢ollect the amount shown on the
landmark’s space from any player who lands
here, NOTE: If you do not have the amount
shown on the landmark’s space, stay where
vou are. You can’t buy this landmark. Play

passes to the next plwcr

An Owned Landmark: Time to p'l}' Pay the
player who owns this landmark (the person

- whose house is on the space) the amount

shown, If that person also owns another

landmatk of the samé color, you must pay

double the amount shown on the space.

PARTS STORED BELOW

“Roll Again- Roll agam maove, and follow thi

Each player takes a set of 1() hnuqeq a[t the - instructions on the space you land on.

- Go to Lunch: You must put SS on the :

Go: Every time you pass GO, collect $2 in
allowance from the bank. Make surc you
rementher— or you may miss out on your $2!

Happily Ever After Potion: Pay $2 to dunk
the Happily Ever After Potion. Put' the money
on the space marked “Mr. Monopoly's Loose
Change.”

Mr. Monopoly’s Loose Change: If you land
here and there’s money on the space, you get
to take it all! ;

Lunch: If you land here bv ml]mg the die,

you're “just waiting.” Wait until your next turn
Lo moye again,

Monopoly’s Loose Chmge space, then 1 Ve

your pawn immediately to Lunch. If you pass

GO do NOT collect $2.0n your next turn,
roll the die and moye as usual.

Chance (?):; Draw the top Chance card,
follow its instructions, then return it to the
bottom of the pile

il

Go to ... or Pay... Move your pawn
immediately to the spice indicated, then

_follow the space’s instructions. Don't forg,et
1o collect $Z Lf you, pass ‘GO7 on ﬂ'lﬂ Way

Free House: Do NOT move vour pawn.

Look at the color on the card and find the
landmarks on the matching colored spaces.
Can you place one of your houses there?

» If either landmark is unowned, place one of
your unused houses onto the space (if both
are unowned, choose the one vou want).

If both landmarks already have two
different color houses on them, you may
remove either one and rcp] 1ce it with ymn
own house.

.

If both landmarks lun_fc'tl1é'-'sai}_1€.g_cr:il0i’__ '
houses already on them. you're out of fiick
— you cannot replace either of them. In this
case only, you may discard the Chance card
and draw a new one, Follow its instructions.

1o have two of your 11011€C€ on landmarks f
* the same color so they cannot be taken' away

: m(mLy wins!

.\VL will be hnppv to hiear:

W

Strategy Hint: When you draw a *Fiee House”
Chance card and get to replace a player's
house, choose the player who is furthest
ahead in the: gamc Also, it's to you' dv:mt’tgc

when another player draws a " Free House”
card. Also, owning both means that you
collect double the money when someorne

lands on either one. i

As soon as one player runs out of money, the
game ends, and all of the other players count
up their money, The ph\cr With fim most

about this game, Wrilc b Hasbro C’amca mmsumcrAffmrs
Dept., RO, Box 200, Pawrucker, RTO2862 1ol S45836-7025
(roll free), Canadian consumers please write {0; 1
Canada Corporation, 2350 de la Provinee, Longuetil, QC
Canada, J4G 162,
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Shrek is a registered trademark of DreamWor
Shrek 2, Shrek Ears and bhrLk “57 Design™ and ©
DreamWorks LEC.
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