
1 iitsrter track (page 4) 
I 

1. Replace the double-district tiles shown In the set-up picture wth dlfferent-colored 
dlstrlcts. W NOT use the Planning Permission/dark-blue double tiles. 

9. You must use the same layout, but you can swap the single tiles (GO, Go to Jarl etc.) 
around Space the P bndges evenly around the track 

Usuk track(- 16) 
I. You must use the tiles shown In the picture, but you can swap therr positions. 

9. Make sure there are P double-tiles In between each single ble (GO, Go to Jail, etc.). 
This includes the Plannlng Permisslon/dark-blue double tiles. 

3. Space the P 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 slngle tile (GO. Go to Jail, etc.) 

2. Swce the 4 bndqes evenly around the track - put one somewhere in between each - 
s~ngle tile. 

Use the 9 railroad tiles to make a track 
that doesn't join up! 
Hm's how: 
I. Choose the track you want to play: Starter, 

Classic or Pro, or one of the options above. 

2. Arrange them fn the order they're shown, but in 
any shape. You can 'break' the track anywhere. 
For e x a m ,  after the GO space, next to Jall or 
between property tiles. 

4. Clip a railroad onfo each end of the track 

5. Play as normal. When you reach a railroad, jump 
straight to the other end of the track to continue 
your move. (Don't count using the rallroads as a move.) -@i# CONTENTS 

12 double district Ules, 4 brldses. 
4 slngle riles, Q rallroad tlles. 
6 movers, 91 bu~klrngs, 
IS!  district cards, 1 7 chance cards. 
4 rern~nder cards. P dice, 1 money 
pack and track set-up sheet 
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an unowned dlstrM. buy It ar put it up tor auctlon. As scan as you own a district, you can 
build on it! Choose residential bullding for the cheaper option nr inrl~retrinl Iw~ilrllnoc tn ban 

your re$vaiue safe froni n a p  hazards! ', /- - 
~'koseywr tr&k,zfkk your tlles Into place and you're ready to go! 
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BUILDINGS OWN I+ DISTRICTS OF THE SAME COLOR? 

- .  
As soon as y w  own a district, you can Wkl on it! 

' 

You dm't wto_gwm a -re youtaqbyibef. + 
Build up to  8 Mocks on each dlstrlct to increase its r&va 

On each turn, you can buy up to 3 blocks to bui 

,, . s t i @ e & , ~ ~ ~ < ~ ~  &%: :you c IIM r e e ~ h d h l n r k c  

Stack U p s  of the s a h  

11 -a$ ~UUQ!  - 

11 buihings are cheaper to bq h Industrit 
p l w r  builds a h w r d  next to yaur diict, lentia 

,&bcl c o ~ w ~ k s  and do not count towards its rent value. 

, < 

Buy the 8-  - Im to lncrt%e your salGr~here's '6ne in the 
so be qu~eld 

b 
industfial Mocks on the same turn.) 

- '  ' 
" ' See ' '" rds', page?'l f 

IND;U&TR@L BUILDINGS (GRA' 
- - 

ur*lwulol buildings are more expensive to buy than reuurmm 

&- -tnt value. 

. i i {-.,a 
. A/'. 
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IMPORT 
MOVING 1 1 J A R D S  BUILDINGS'& HAZARDS 

wK~ L d  on a PLANNING PI&~ISSION ti& 

OU CANNOT BUILD A BONUS BUILDIN4 
TO A DISTRICT WHICH HAS A HAZARD 
TOUCHING IT. 

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

For example. if you hiwe a KM touching your 
distrkt, another player can't build a power 
*-UonnexttoMandvkevrrv 

. ,U CAN'T LAND 0.. ,,..,, 
BUILDINGS OR HAZARDS! 

_rL J &. -C/ a .  

-7.. -: -*-- 
I 

. 
, value of €ha& dlstrict (Leave them on the back.) 

-/'- 

pn move h 
' 

lour distri~ ! 
lk bpWd a lime green bonus building next to a district yau o y  I 

O R  

bUib.aQ qrange&ddnext to. 
make their residential buildings 

O R  

a - f w a ~ d b y y ~ c e .  A ,,A. 
~h the starter tf.&you can on$'hild &&and . . 
bulldings If you take a Chance card that lets yau. .< 7 

e.3. Go to Jail or Free Parking 

One move 
looks like this: 

f 
istrtcts to prevent other p 

",/ \/ 
value of awry district It touches. 

Or this: 



nother player l a d  on one of yc 
na m ~ c h t h c y o w t y ~ ~ :  . . , , I -, . 
No kmelngs? Charge 'Land Rent' only: 

Rcrklentlal and/or indurbbl buildings? 
Count how many b b b  there are and cham the matching' 
rent value shown on the dl- card. -. . 
Haurd? Count the industrial Mocks only. 

p. Do you am, a skyscraper (en a district In that cdor#roup) .- -, 
OR tk Momtk4y Tower? Double the rentlilf you have a sk-ykraper " / 
AND the Monopoly Tower, you cannot doubk the rent twice.) 

If the pagng playr  cannot afford the rent, t?y must mortgage 
-. , .-s dlstrict or do a dkal wi+& & rake t!wmoiiqr 1- - ,  / 

EXAMPLE 

r ow, Nu,, wV Town and Harbor Height. 

ather play I &  on Central Quay. 
/ , ,,- m am: P\/' /" 

Q nskkntld bkcb, which don't countbecause the hezard 
(power statkn) makes them worthless. Ww = mO 

-,I IndUF[blocka V - Y3 .M  .A 

T h d h  a &&/on%d&&HihI~h 
group, so double the rent 

P x M3.5m = Y7M 

Make deals wEth o 

Wading dirWI wMch haw special buildings on them 

charge double rent on all dlswicts they own, but you can't! 

and dQcl't want bo buy it, pot &,uT 
\ / '  

there mud make the flrst bid.   he rnir 
dlttrlct could be a bargaln! 
All W/I can bid ( w n  the pl- who didn't want to buy it for the asking @c 

\ w e s s  nixtlme~i  ~ n s  At W~&I hone- kZhki mfilg~.= 
*ThepemnwhobkktheMghestwl ys the price they offe 

the bank. 
/---.- A 

The mftsage value is the same as the 
disWcYs current rent value. Only count 12, pzstdmia1jy-d industrial WQ&S, not -. . skyscm$xis or the &nq& Towet . 
Cdlect that a m t  from the banker 
and tum the District card facedown 
in frmtbfyou. Any buk lh~s  on me'%- ,, 
di-stay &ere. .-. ,,-' 
You can't collect rant on 
mortgaged dirtrlcts. 



MONE' 
. . 

Colng to jail vtogcto 

You get a Chance card which tells you roll the when It 

ta "Go to jail* comes to your turn. 

1. Wait until your nextturn. then pay a on your turn 
M500k fine kforr you roll the dice. 

Your turn ends when you are sent to jail. Then roll and m , a s  normqi. ! 1s over. S elow. 
' -. ~ o ~ ~ ~ ~ ~ a i l ~ a d - &  ncpdikt, , 

- d ~ d l a ' ~ ~ o n y o u ~ t w m ~ ~ t h b i  M M ~  pasi~0, 
W h i i  In jail you can Md in auctims and m r  oispces.. If you're playing the VlNG THE BANKER 

Starter track, rpu're mt ofjail if you roll a 6. 
oney to the bank wh2n go bankrupt, return your I 

your next turn pay the banker M500k, then I 

P 

move according tc t you rdled. 
, . - f' . ' 2 OWING ANOTHER PLAYEI 

% \ .  ,/ -\ ,' ;\, <<L ' .- \ G n r  the other player any money you have M and any Distnct cards that are- 
mortgaged. They can count what you give them towards thew final total. 

Wyoulandonabrklge,openk(IfKsdown)orpayMlMto i 
close it (if it's up) and take a Chance card. 

.--, t ~ & h p v e  s pn-kIf~r.ythe & i ~  VP and&.- 
forrr ~ . ~ ~ t h e % a ~ w M c h  m & k t h e  new- 

1. Count yaur cash. &the W g e .  

3. Add your casH'tutd toy our^ total. This R your final amount. 

a Chance card lmmcdlately after paalng GO tfiat tells you to 

/ , a. , ,y--\..,. ,, 





1. Take ALL of 
#he t8+s except 
fortfwrcdlrosdt, 

fin up -lust ad 
See page PO. 

Ust ALL of 
the buildings ~ * ~ ~ - ~ ,  - : - - . d 

-;a 
- I- 

I cards w-- 

31VE EACH PLAYEI 


