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SHEET 1 - BACK

Contents
Illustrated gameboard with iconic Hasbro brands, 8 die-cast tokens, 
12 Littlest Pet Shop “hotels,” 32 Lincoln Log Cabin “houses,” 
Monopoly money, 16 Chance cards, 16 Community Chest cards,  
28 Title Deed cards, 2 dice, organizer tray.

Set It Up
Locate the Cabins and Pet Shops in the organizer tray. Place the 
money (in value order) in the angled sections in the center of the 
tray. Locate the Title Deed cards and arrange them in the rear slots  
of the organizer tray. Shuffle the Chance and Community Chest  
cards and place face down on the allotted spaces on the gameboard. 
Each player chooses a token and puts it on the GO space.
The Banker
Choose a player to be the Banker who will look after the Bank and 
take charge of auctions. It is important that the Banker keeps their 
personal funds and properties separate from the Bank’s.
The Bank
• Holds all money and Title Deeds not owned by players.
• Pays salaries and bonuses to players.
• Collects taxes and fines from players.
• Sells and auctions properties.
• Sells Cabins and Pet Shops.
• Loans money to players who mortgage their property.
The Bank can never ‘go broke.’ If the Bank runs out of money, the 
Banker may issue as much as needed by writing on ordinary paper.
Each player starts the game with:
2 x a500, 4 x a100, 1 x a50, 1 x a20, 2 x a10, 1 x a5, 5 x a1

How to Play
HOW DO I WIN?
Be the only player left in the game after everyone else has  
gone bankrupt.
Do this by: buying properties and charging other players rent for 
landing on them.
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Collect groups of properties to increase the rent, then add Log 
Cabins and Pet Shops to really boost your income.

Who Goes First?
Each player rolls the two dice. The highest roller takes the first turn.

On Your Turn
1. Roll the two dice.
2.  Move your token clockwise around the board the number of 

spaces shown on the dice.
3.  You will need to take action depending on which space you 

land on. See Where Did You Land? below.
4.  If your move took you onto or past the GO space, collect 

a200 from the Bank.
5.  Doubles: If you roll a double, move your token and complete 

your turn. Then roll the dice again and have another turn. 
Watch out! If you roll doubles 3 times on the same turn, you 
must Go to Jail.

6.  When you finish your move and action, pass the dice to the 
player on your left.

Where Did You Land?
1: AN UNOWNED PROPERTY
There are three types of property: Sites, Companies, and 
Utilities (Lite Brite/Super Soaker).
You can buy the property you land on for the listed price on the 
board space. Pay the Bank, then take the Title Deed card that 
matches the property and place it near you, face up (white side 
up showing RENT).
If you don’t want to pay the listed price, the property goes up  
for auction.
When buying property you should plan to acquire color groups. 
For example: if you buy a green site, you should try to get the 
other two green sites during the game. Owning groups earns you 
more rent when other players land on them and lets you build on 
your sites for even bigger profits.



2: A PROPERTY OWNED BY ANOTHER PLAYER 
If you land on another player’s property you must pay rent to 
them as shown on the Title Deed card. You do not pay rent if the 
property is mortgaged (its Title Deed is face down). Important: 
the owner must ask you for the rent before the player to your left 
rolls the dice. If they forget to ask, you don’t have to pay!
Sites 
The rent for an unimproved site is printed on the matching Title 
Deed card. This is doubled if the owner owns all sites in its color 
group and none of them are mortgaged. If the site is improved 
with Cabins or Pet Shops, the rent will be much higher – as 
shown on the Title Deed card.
Companies (Milton Bradley, Parker Brothers, Wizards of the Coast, 
and Kenner)
Rent depends on how many Companies the other player owns.
Companies owned: 1 2 3 4 
Rent:  a25 a50 a100 a200
Utilities (Lite Brite/Super Soaker) 
Roll the dice and multiply the result by 4 – this is the rent you 
must pay. If the owning player owns both of these, multiply the 
result by 10!
3: CHANCE OR COMMUNITY CHEST 
Take the top card from the appropriate pile, follow the 
instructions on it immediately, then return it face down to the 
bottom of the pile.
If it is a Monkeys Break You Out of Jail! card, keep it until you 
need to use it or sell it to another player.
4: INCOME TAX OR LUXURY TAX 
If you land on one of these spaces, you must pay the Bank the 
amount shown.
5: GO TO JAIL 
If you land on this space, you must move your token to the Jail 
space immediately.
Important: You do not collect a200 for passing GO if you are sent 
to Jail. As soon as you are sent to Jail, your turn ends – pass the dice!
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Other ways to end up in Jail…
•  Draw a Chance or Community Chest card that tells you to  

Go to Jail.
• Roll three doubles in a row on your turn.

Q: How do I get out of Jail?  
A:  You’ve got 3 options…
i.  Pay a50 at the start of your next turn, then roll and move  

as normal.
ii.  Use a Monkeys Break You Out of Jail! card if you have one or 

buy one from another player. Put the card to the bottom of 
the appropriate pile, then roll and move.

iii.  Wait there for three turns, rolling the dice on each turn to try 
to roll a double. If you roll a double on any turn, move out of 
Jail using this dice roll. After you have waited three turns, you 
must move out of Jail and pay a50 before moving your token 
according to your dice roll.

6: JAIL (JUST VISITING) 
Don’t worry! If you finish your normal move on the Jail space, 
nothing happens. Make sure you put your token on the JUST 
VISITING section.
7: FREE PARKING 
Relax! Nothing bad (or good) happens. 
8: A PROPERTY THAT YOU OWN 
Nothing happens. But you’re not making any money!

Between Rolls
You can do the following even when it isn’t your turn – even if 
you’re in Jail!
1: COLLECT RENT 
If another player lands on one of your unmortgaged properties, 
you can demand rent from them as shown on the Title Deed – 
see A Property Owned by Another Player on page 4.
2: AUCTION 
The Banker holds an auction when…
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•  A player lands on an unowned property and decides not to buy  
it for the listed price.

•  A player goes bankrupt and turns over all their mortgaged 
properties to the Bank, which are auctioned unmortgaged (face up).

•  There is a building shortage and more than one player wants to 
buy the same building(s).

Auction bids can only be made in cash. Any player can start the 
bidding for as little as a1. If no one makes a higher bid, the last 
player to bid must buy the property.
3: BUILD
When you own all the sites in a color group, you can buy Cabins 
from the Bank and put them on any of those sites.
i.  The listed price of each Cabin is shown on the site’s Title Deed.
ii.  You must build evenly. You cannot build a second Cabin on a  

site until you have built one on each site of its color group.
iii. You can have a maximum of 4 Cabins on a single site.
iv.  When you have 4 Cabins on a site, you can exchange them  

for a Pet Shop by paying the listed price on the Title Deed.  
You can only have one Pet Shop per site and cannot build 
additional Cabins on a site with a Pet Shop.

Important: you cannot build on a site if any site in its color group  
is mortgaged.
Building shortage? If there are no buildings left in the Bank, you 
must wait for other players to sell theirs before you can buy any.  
If buildings are limited and two or more players wish to buy them, 
the Banker must auction them off to the highest bidder.
4: SELL BUILDINGS
Buildings can be sold back to the Bank at half the listed price. 
Cabins must be sold evenly in the same way that they were 
bought. Pet Shops are sold for half the listed price and immediately 
exchanged for 4 Cabins.
5: MORTGAGE PROPERTIES
If you’re low on cash or don’t have enough to pay a debt, you can 
mortgage any of your unimproved properties. You must sell all 
buildings on a color group to the Bank before you can mortgage 
one of its sites.
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To mortgage a property, turn its Title Deed card face down and 
collect the listed value (shown on the back of the card) from the 
Bank. To repay a mortgage, pay the listed value plus 10% to the 
Bank then turn the card face up. Rent cannot be collected on 
mortgaged properties.
6: DO A DEAL
You can do a deal with another player to buy or sell unimproved 
property. You must sell all buildings on a color group to the Bank 
before you can sell one of its sites.
Property can be traded for any combination of cash, other 
property or Monkeys Break You Out of Jail! cards. The amount is 
decided by the players making the deal.
Mortgaged property can be sold to another player at any agreed 
price. After buying a mortgaged property, you must either repay 
it immediately or just pay 10% of the listed value and keep the 
card face down; if you later decide to repay to the Bank the 
mortgage, you will have to pay the 10% fee again.
Remember: your aim is not just to get rich. To win you must make 
every other player BANKRUPT!

Help! I’m in Debt!
If you ever owe the Bank or another player more cash than 
you have, try to raise the money by selling buildings and/or 
mortgaging properties. 
If you still owe more than you have, you are BANKRUPT and out 
of the game!
• Pay whatever money you were able to raise.
•  If the debt is to another player – give them all your mortgaged 

properties and any Monkeys Break You Out of Jail! cards. The 
player must pay 10% interest on each mortgaged property, even 
if they don’t want to pay off the mortgage yet.

•  If your debt is to the Bank – all your mortgaged properties must 
be put up for auction. These are sold unmortgaged (face up). 
Return any Monkeys Break You Out of Jail! cards to the bottom 
of the appropriate piles.
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Play It Right
Many players like to devise their own ‘house’ Monopoly rules. 
This is fine, but such rules often make the game last longer. In the 
official rules players may never loan each other money or trade 
‘promises’ not to charge rent in the future, etc. All tax and penalty 
fees are payable to the Bank and should not be stored under the 
Free Parking space or anywhere else!

MONOPOLY and all related trademarks and logos, as well as the MR. MONOPOLY name and character are 
trademarks of Hasbro. ©1935, 2023 Hasbro. Hasbro and all other brands shown are trademarks of Hasbro  
or its associated entities. ©2023 Hasbro.
HASBRO, KENNER, PARKER BROTHERS, MILTON BRADLEY, ACTION MAN, AXIS & ALLIES, AGGRAVATION, 
ANTS IN THE PANTS, BABY ALIVE, BARREL OF MONKEYS, BATTLESHIP, BETRAYAL AT HOUSE ON THE HILL, 
BLYTHE, BOGGLE, BOP IT, CANDY LAND, CATCH PHRASE, CHUTES & LADDERS, CLUE, CONNECT 4, COOTIE, 
CROCODILE DENTIST, DON’T BREAK THE ICE, EASY-BAKE, ELEFUN, FURBY, FURREAL, G.I. JOE, THE GAME 
OF LIFE, GIRL TALK, GLO WORM, GUESS WHO?, GUESSTURES, HANAZUKI, HEROQUEST, HI-HO! CHERRY-O!, 
HUNGRY HUNGRY HIPPOS, LINCOLN LOGS, LITE BRITE, LITTLEST PET SHOP, JEM AND THE HOLOGRAMS, 
MALL MADNESS, MICRO MACHINES, MOUSE TRAP, MY LITTLE PONY, NERF, OPERATION, OUIJA, PAY DAY, 
PERFECTION, PICTUREKA, PIT, PLAY-DOH, POTATO HEAD AND MRS. POTATO HEAD, POUND PUPPIES, PRETTY 
PRETTY PRINCESS, RISK, ROBO RALLY, ROM THE SPACE KNIGHT, ROOK, SCATTERGORIES, SCRABBLE, SIMON,  
SIT ‘N SPIN, SORRY!, SPEAK OUT, SPIROGRAPH, STRETCH ARMSTRONG, SUBBUTEO, SUPER SOAKER, 
TINKERTOY, TONKA, TRANSFORMERS, TRIVIAL PURSUIT, TROUBLE, TWISTER, WEEBLES, YAHTZEE, and  
their respective logos are trademarks of Hasbro. ©2023 Hasbro. 
DUNGEONS & DRAGONS, MAGIC: THE GATHERING, WIZARDS OF THE COAST and all related trademarks and 
logos are trademarks of Wizards of the Coast. ©2023 Wizards of the Coast.
CRANIUM, HOOPLA and HULLABALOO and distinctive elements of the game are trademarks of Cranium, Inc. 
©2023 Cranium, Inc. 
BEN & HOLLY’S LITTLE KINGDOM: ©2023 The Elf Factory Ltd/Ent. One UK Ltd/Hasbro.
PEPPA PIG and all related trademarks and characters TM & ©2003 Astley Baker Davies Ltd/Entertainment 
One UK Limited. 
PJ MASKS and all related trademarks and characters TM & ©2016 Frog Box & Entertainment One UK Limited.
KOOSH and all related trademarks and logos are trademarks of Oddzon, Inc. ©2023 Oddzon and/or Hasbro.
MY PET MONSTER and POPPLES TM & ©2023 SCG Characters LLC and Hasbro. 
POWER RANGERS TM & ©2023 SCG Power Rangers LLC and Hasbro. Power Rangers and all related logos, 
characters, names, and distinctive likenesses thereof are the exclusive property of SCG Power Rangers LLC. 
Winning Solutions and WS Game Company are registered trademarks of Winning Solutions, Inc.  
Manufactured by Winning Solutions, Inc., 66 Summer Street, Manchester, MA 01944 USA.
MADE IN CHINA. FABRIQUÉ EN CHINE.  I-0228  43100

CUSTOMER SERVICE CONTACT INFORMATION: 
Phone: (978) 525-2816  Email: service@wsgamecompany.com




