FREESTYLE TRACKS

Break the rules and design your own!

Starter track (page 4)
1. Replace the double-district tiles shown in the set-up picture with different-colored
districts. DO NOT use the Planning Permission/dark-blue doubile tiles.

2. You must use the same layout, but you can swap the single tiles (GO, Go to Jail etc.)
around. Space the 2 bridges evenily around the track.

Classic track (page 16)
1. You must use the tikes shown in the picture, but'you can swap their positions.

9. Make sure there are 2 double-tiles In between each single tile (GO, Go to Jail, etc.).
This Includes the Planning Permission/dark-blue double tiles.

3. Space the 2 bridges evenly around the track (like in the picture).

Pro track (page 18)

1. Use all of the tiles, but rearrange the double-district tiles however you want. Make sure
there are 3 double-tiles in between each single tile (GO, Go to Jail, etc.)

2. Space the 4 bridges evenly around the track — put one somewhere in between each
single tile.

S
Use the 2 rallroad tiles to make atrack ~ S%Y Vo g 3

that doesn’t join up! 0

Here's how: g
&
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1. Choose the track you want to play: Starter,
Classic or Pro, or one of the options above. f

2. Arrange them in the order theyre shown, butin “
any shape. You can ‘break’ the track anywhere.
For example, after the GO space, next to Jail or
between property tiles.
. Clip a railroad onto each end of the track.

Play as hormal. When you reach a railroad, jump
straight to the other end of the track to continue
your move. (Don't count using the raliroads as a move.)
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CHOOSE

how long to play!
BUILD

a track
to match!

CONTENTS

12 double district tiles, 4 bridges,
4 singte tiles, 2 railroad tiles,

6 movers, 91 buildings,

22 district cards, 17 chance cards,
4 reminder cards, 2 dice, 1 money
pack and track set-up sheet.
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THE GAME &

Read through the booklet before you begin because there are some important differences
from the MONOPOLY you've played before! Try a practice round to get the hang of the game

and play the STARTER track first.
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WHAT’S NEW? <)

Play the way you want to with u-build! MONOPOLY u-build lets you control how

long you play for. Choose a track to suit you!

Move around the track buying districts and building a MONOPOLY metropolis. If you land on
an unowned district, buy it or put it up for atiction. As soon as you own a district, you can
build on it! Choose residential buildings for the cheaper opﬁ%g, w& bunldwg to keep
your rentvalue safe froni nasty hazards! . hﬁ

Choose your track;click your tlles into place and you're reédy to.go!

" MAKE YOUR TRACK OJ

1. Choosi track Stal‘t Classig, Pr | The fi
i vt oo pme e g

play the STAR'I‘
2. Copy the picture to build your track. Clip the tiles together as shown.




PLAYERS 30 MINS (APPROX.)

1. Take these : ,. What you need
tiles: for this game:
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TRACK 1: STARTER & &

2. Arrange them
like this:

Residential blocks
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TIP

It's important to click the tiles | =

together exactly as shown in

the track pictures.

Use the colors and pictures

to work out which way

around they should be.

Find the correct edges on the

tiles and line them up so that
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st ]

AW

o,

they match the pictures,
' THEN click them into place.
m Mastered the Starter track? Want to go crazy with the
E Flip to the Classic track on shape of your track. Add
page 16! railroads! See page 20.
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HERE'S HOW TO PLAY

1. All choose a mover and put it on GO.
Choose who'll be the Banker. The Banker is in charge of money; District cards and buildings:
All roll both dice, or just one for the Starter game. The highest roller starts and play

continues clockwise.

ON YOUR TURN

O

HOW TO WIN

Al

Be the richest player at the end of the game by buying
districts, building on them and charging rent. The game
is over as soon as one player goes bankrupt.

See page 15: Ending the Game.

=
3. OPTIONAL 4. OPTIONAL
BUILD up to 3 residential/ MOVE a hazard
1. ROLL & MOVE 2. WHERE DID industrial blocks on 1 or 2 spaces. 5. ﬂ%“ﬂm._.hwz
st ol a district you own. Cost: #1m per space
See page 8. See page 11. )
WHERE DID YOU LAND? O
*
. 5 s r
[ unownep ) [ oistmcr ) [ oisticr [ pranning ?ﬁ parking | eroee  )[ GoToual
DISTRICT OWNED BY YOU OWN PERMISSION Do nothing. Ifit's UP, pay M1m Go straight to jail!
Buy it from ANOTHER Do nothing. Build a hazard OR You can still: close it & take a Don't collect
the Gm:r .O_N PLAYER (You can still build, a bonus building A Chance. _ money
auction it. Pay the rent. if you want to.) OR move a hazard o Collocr it If it's DOWN, open if you pass GO.
(See page 13.) (See page 12.) two spaces. it & take a Chance. (See page 14.)
(See page 10. (See page 14.) \
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READ ME!

OTHER THINGS TO
DO ON YOUR TURN

Use this as a checklist of
things that can happen
on every turn (as well
as your basic move).

DID YOU:

PASS A BRIDGE?

. Ifit's UP, pay M1m to the bank and close it

g

w

as you pass. If it's DOWN, pass it for free.
(If you land on a bridge, see below left!)

PASS GO?

Collect M2m salary from the bank.

ROLL A DOUBLE?

Take another turn right away.
(If you roll 3 doubles in a row, go to jail')
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Id on district that you own.

e+ s e raeerewy [NAUSTTIAl DlOCks OF @ combination of both.

e type on top of each other.
® You can’t se »ack to the bank or move
them to anom SUICT.

TIP

Protect the residential blocks on
your districts by building bonus
buildings next to them. No one can
build a hazard next to a district
which already has a bonus building
touching it! See page 10.

Building prices
are shown on
| the District cards.

RESIDENTIAL BUILDINGS (GREEN)

1l buildiings are cheaper to buy than industrial buildings.
player builds a hazard next to your district, residential
come worthless and do not count towards its rent value.

/ﬁbcl .
I~ See‘ ~ rds, pase\ﬂ -

INDUSTRIAL BUILDINGS (GRAY)

pwausu i buildings are more expensive to buy than residential buildings.

« Industrial buildings are safe from hazards. If another player builds a hazard

next to your district, all industrial buildings in that district still count towards
s~ ~2nt value.
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” Buythes ~

Build a stadium, skyscraper or the Monopoly Tower!

SKYSCRAPERS — COST: SEE DISTRICT CARD

Build a skyscraper to double the rent value of all the districts in a color

group that you own.

* Once you own all of the districts in one color group, you can build a
skyscraper next to any one of them. (You can’t build residential or industrial
blocks on the same turn.)

* You can build one skyscraper per color group.

* A skyscraper immediately doubles the rent value of all districts in its color group.

* |f you build a skyscraper and it touches another player’s district as well as your own,
it does not affect the rent value of the other player’s district. See page 12: How
to Charge Rent.

im to increase your salary. There’s

so be quick!

* Once you own 2 districts of the same color, you can build the stadium
next to either one of them during your turn. (You can’t build residential or
industrial blocks on the same tum.)

e Collect #3Mm every time you pass GO (instead of #2m), even if the district is mortgaged.
* The stadium does not increase the rent value of a district.
* The stadium is not a bonus building and does not protect your district from hazards.

PP |
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THE MONOPOLY TOWER — COST: M7M

Once you own all of the districts in TWO color groups, you can buy the
Monopoly Towerand build it next to any district in those groups.

* The Monopoly Tower doubles the rent value of every district you own!

* |f the Monopoly Tower touches another player’s district as well as your own, (<~ L
it does not affect the rent value of the other player’s district. %




PLANNING PERMISSION. BONUS
BUILDINGS'& HAZARDS

Wi o you land on a PLANNING PEISMISS]ON ti%take a Chance card that lets you, you can:

. byild a lime green bonus building next to a district you oy@
on A oy l
« build: an grangehza[dnext to anothérglayer:
make thelr residential bulidings wonhlas) 7
oR A
* move, aha,zard byonespace. v
On the Starter track, you canonlybulldha%’d/and \ i
bulidings If you take a Chance card that lets you. .

BONUS BUILDINGS

* Put bonus buildings next to your districts to prevent other players
from building hazards on them. ~o
* A bonus building protects the rent value of every district it touches.

WIND FARM

SCHOOL

PARK

Protected districts

10

_
‘ANT

* YOU CANNOT BUILD A BONUS BUILDING NEXT
TO A DISTRICT WHICH HAS A HAZARD
TOUCHING IT.

* YOU CANNOT BUILD OR MOVE A HAZARD
NEXT TO A DISTRICT WHICH HAS A BONUS
BUILDING TOUCHING IT.

For example, if you have a school touching your

district, another player can't build a power

station next to it, and vice versa.

o

YOU CAN'T LAND ON BONUS =1
BUILDINGS OR HAZARDS!

Toe L N _Ea

HAZARDS

* When you build a hazard, it affects every district it touches |
" * All residential buildings on those districts immediately 3

become worthless and do not count towards the rent
¢ value of that district. (Leave them on the track.)

* Industrial blocks are not affected.

-~
&5 POWER STATION
&)
G PRISON
e f
A SEWAGE WORKS

Affected districts

1
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MOVING HAZARDS

* You can move hazards away
from your districts by paying
#1m per move to the bank
during your turn.

* You can move a hazard by up to
2 moves per turn.

* |t's okay to move a hazard so
that it’s touching a non-district tile,
e.g. Go to Jail or Free Parking.

One move
looks like this:

You can also move a hazard for
free (by up to 2 moves only) when
you land on a Planning Permission
tile, instead of building a new

. hazard or a bonus building.



HOW DO I CHARGERENT? () () DEALS

nother player lands on one of your districts, check the following to work out Make deals with other players on your turn or in between other players’ turns to raise
now much they oweyous- =~ . funds or get the districts you need. If you swap or sell a district during adeal, any
No bulldings? Charge ‘Land R ené’ e buildings already there must stay there.

» bl ; s Tradiing districts which have special buildings on them

g:u‘ﬂil‘:»:ln:an y/ :;:cb there are. an:Igcsha rge the matching * If you trade a district which has stadium, you can no longer collect M3m when you pass
rent value shown on the district card. GodlHihe.new opiiiincon.

N » * |f you trade a district which has a skyscraper, it still applies to all districts in that color
Hazard? Coun u: blocks only.

group (rather than to the player who bought it). Both you and the new owner can charge
_~~ Do you own a skyscraper (on a district in that color group) T double rent on districts you own in that color group.

OR the Monopoly Tower? Double the rent!(lfyou have a skyscraper S e * If you trade a district which has the Monopoly Tower next to it, the new owner can

AND the Monopoly Tower, you cannot double the rent twice.)

charge double rent onall districts they own, but you can’tt
If the paying player cannot aﬂ'ord the rent, they must mortgage

~ _.-adistrict or do a deal with you o' raise tht:moﬁw ~ ~ -
O AUCTIONS

*If you land on a district and deqt want te buy it, put LW auction.

* The player who landed there must make the first bid. The minimum bid is #10K, so any
district could be a bargain!

s All players can bid (gven the player who dldnprant to buy it for the asking pric :).
e There's N0 time lifit. Keep shenﬁng olitbids ntil M wa{ts tobid anyhighe
* The person who bids the highest wins the district and pays the price they offered to

RENT

dther play . _ds on Central Quay:
s o
~ — ‘reare: m /\ ~ /\ /\
2 resiciential blocks, which don't count because the hazard
(power staﬂon) makes them worthiess. Value = M0

the bank.
“Therés a sks%apéron Ha Hﬂhts whichis ln the same color
group, so double the rent. .
S O MORTGAGES
TOTAL RENT VALUE: M7TM Mortgaging districts 1 Repaying a mortgage

The mortgage value is the same as the
district’s current rent value. Only count
- /msidznﬂal | andlinclustrial blocks, not

™ 7 skyscrapers or the Monopoly Tower.
Coliect that amount from the banker
and turn the District card facedown
in front:&f: YOu. Any, bulldmss on the ™
dlistrict stay there.
You can't collect renton
mortgaged districts.

12

| Turn the District card over

~ | and pay the banker its

| | current rent value. You can
| start charging rent on the

| district and building on it

again right away.

13



JA". G010 (o) RUNNING OUT OF MONEY

If you are low on funds, you can raise more money by:

Going to jail - to get out of jail  Mortgaging districts
You willbe Sent to Jailif: P 5 ln]alLfot 3 turns, but I * Selling districts to other players
« You get a Chance card which tells you st roll the ciice when It

o "Go o jail” comes to your tum.

ft : e There are 2 ways to get out of jail < l
You land on the ‘Go to Jail’ tile o caldillh B AN KRU PTCY

¢ You roll a double three times in a row

on your tum. 1. Wait until your nexttum, then pay a
#M500k fine before you roll the dice. If you owe more money than you can raise from selling what you own, you are declared
. Z’doou:e tum el::: Yalhle;hy?t:;:om to;ail Then roll and move as normal. bankrupt and the game is over. See below.
MRIEYSU pass GO ! Q.Rouadwbhonyourma\dmmat
While In jail you can bid in auctioris and (LT S A (B T O OWING THE BANKER

collect rent on unmortgaged districts, Starter track, youre cut of jallIf you roll 8 6.

Give the other player any money you have left and any District cards that are™ot
mortgaged. They can count what you give them towards their final total.

but you can't build or move hazards. If you haven't rolled a double (or a 6 inthe If you owe money to the bank when you go bankrupt, return your District cards to
Starter game) after three turns, at the start of the banker.
your next tum pay the banker 500k, then pE—
move according to what you rolled. Q OWING ANOTHER PLAYER
. s o Ny P, P e
S TN P B ..,/v’:‘.'-/ ~ / \ \ e

CHANCE CARDS 7t
* If you land on a bricige, open it (if it's down) or pay Mimto 1\ 9\-7 z O ENDING THE GAME

close it (if it's up) andl take a Chance card.

e Mostcirdshave twa Chia /me”forlgmcbnd%élsupandm
for If its DOWN. Follow the Chancé which matches the néw position

The game ends as soon as the first player goes bankrupt. As soon as this happens, all other
players add up how much they’re worth by following these steps:

of the bridge. 1. Count your cash.
* If you can't follow the instruction, e.g. if it's a FREE BUILD but you don’t own 2. Work out the rent value of all the districts you own and add them together. The rent value
any districts, return the card to the bottom of the pile. Too bad! is the amount another player would pay you if they landed on that space. (See page 12.)

Mortgaged districts do not count towards your total.
3. Add your cashi'total to your-district total. This'is your final amount.

LECT >
PASSING GO TWICE IN ONE TURN ﬁz‘j}mﬁ . The richest player wins!
You can collect M2m wages twice in one turn. For example, if you get n
a Chance card immediately after passing GO that tells you to
‘Advance to GO”. e oy
/'/ \ / S //
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1. ...mra these
tiles:

Gée

BOENL L

2. Arrange them
like this:

Mastered the Classic track?
Flip to the Pro track on
page 18!

. Put the Chance
cards next to
the track.

It's no problem if your track
doesn'’t join up - just add
stations! See page 20.
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1. Take ALL of

thctﬂcscxccpt1,
for the railroads.

. X5
i
| x2
\ |
Mastered the Pro track? : ! i
. It's no problem if your track £
F'I:p to tEe Free?tyle tracks on . dloesn’t join up — just add : X2 b o
the back cover! stations! See page 20. !

2. Arrange them Use ALL of
like this: the buildings
for this game.
‘. T T— )
.

Put the Chance |
cards next to
the track. I

e




