


READ THESE PAGES FIRST! 
MONOPOLY Star WarsTM is a very different game! So what's new? 

AIM OF THE GAME 

• Travel around the galaxy, buying planets to build Bases on. 

• When every planet is owned, the battle is over! Count up the Bases. 

• The player with the most Bases on the winning side is the ultimate winner! 

• May the Force be with you... 

USE THE FORCE CARDS! 

Land on Rebel or Empire spaces to pick up Force cards! 

If you land on a Rebel space ... or an Empire space 

... pick up a matching card and take a closer look... 

..• which action matches your colour? 

CHOOSE YOUR SIDE 

Choose to play as either Rebel (blue) or Empire (red) in this galactic battle for ultimate power. 

Team up to confront your enemy, but remember there c.an be only one winner! 

BASES ANO SYMBOLS 

Once you've picked your character token, p1ck a symbol card of the same colour. 

Rebel players, choose either 

Empire players』 chooseeither 

or 

or 

Take a closet look... 

• Pickup am紺chingcoloured Base. 

• You'll iind your chosen symbol on one side. 
噂

• P|acetheBasethissideupduringthegametoshowyouownaplanetspace! • 

If Ws佑e,tophaIf,
h『s&Force catdl 

Keep a誼~ play as many 
of these powe,rful cards 

as you wish, at ariy 
time, to tum the battle 

in your favc;iur! 

(If yo1.1 play a Fo「cecard 
at the start of your 

tum, just remember to 
roll afterwards.) 

REBEL FORCE 
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But if it's the 
boltomhalf, 
you must take a 
Chance'! 

Read and play 
theac:tion 
immediat-e,ty. 
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PLANET SPACES 
Travel aroLind the galaxy, buying planets to ouild Bases on. 

Charge rent every time players land on your space! 

Owning a whole planet (colour set) means double the rent! 
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OUT OF CASH? 
No one geies bankrupt in MONOPOLY Star Wars, but if you can't pay the rent, 

you will lose your most valuable Base! 
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SET IT UP! 
1 . 「；:：古。？芯言こ：）言は,~:{red)⑭⑭
2. Ensure there is an even number of players on each side. 

For a. three-player game, see the page opposite. 

11 3. Choose your character token and put it on GO. Place your 
chosen symbol card in front of you for everyone to see. 

4. Shuffle the Rebel For竺竺~rds and place them face down 
on this card space: 

5. Shuffle the Empire F~竺竺ards and place them face down 
on this card space: 

6. Rebel players each take three Rebel Force cards, and 
Empire players each take th『eeEmpire Force cards. 

• Look at them now, but'k.eap tliem secret. 
• Keep the cards untll needed, then use them at any time. 

7. Choose a player to be Banker. 
The Banker is in charge of: 

• the Bank's money 

• Rebel and Empire Bases 1 

■ auctions 
名9:9

The Banker can play too, but must keep their money 
separate from the Bank's. 

8.. Give each player: 

躙 躙躙芦 疇
Total = 1500 Credits. 

Keep the-rest of the money in the plastic tray as the Bank. 

9. The youngest Rebel player goes first. 
Play continues to the left. 

PLAY! 
How to win 

• Once every planet on the board has Bases 
built on it, the side with the most Bases 
wlns, Rebel or Empire. 

• The player w1th the most Bases oo the 
winning side is the ultimate winnerl 

• In the case of a draw, the balance of power 
is tipped by the highest-placed Base, 

How to play 

1. Roll both dice. 

2. Move your token forward that number of 
spaces, 

3. Where did you land? Check The Board 
Spaces section of this guide. 

4. If you rolled a double, move, then roll and 
move again, 

Watch out! If you roll a double three times 
in the same turn, you must Go To Jail! 

5. Your turn ls over. The player 011 your left 
goes next 

Start playing! 

That's all you need to know,. so get going! 
Look up the spaces as you land 011 them、

Three叫playergame set-up 

• Th'e.-solo.player,always gpes fi.rst and takes six Rebel or Empire Foriei.cards 
at the,beginning.of the-g~me, depending on tReir・chos・en side. 
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THE BOARD SPACES 

Pay this to buy 

Unowned Planet Spaces 

You must either buy or auction any unowned planet space. 

• To buy it, pay the price shown on the outer board space, then put one 
of your Bases on to the linked hexagonal space on the planet itself. Make 
sure the Base has your symbol face up to show you own itl 

• If you don't want to buy it, the Banker must auction It Bidding starts at 
10 Credits. Anyone can increase the bid (even the player who originally 
landed on the space)、Thewinning bid is pald to the Bank. 

• If no one wants it, that's fine. Leave the planet space empty. 

Owned Planet Spaces 

You must pay the owner rent. Rent is shown on the planet itself next to 
the owned hexagonal Base space, but the amount you have to pay 
depends on which side the owr,er is on. 

• If the owner is an enemy, you must pay the full rent. 
• If an ally, you only pay half the rent! 
• Out of money to pay the rerit? Turn to page 9 for instructions. 

Watch out! The owner must ask for the rent before the next player rolls 
the dice; you snooze, you lose! 

Colour set = double the r,erit! 

If yo1,1, eithf3r'"()n,your ow11・or as炉irt・of ~he Reb,el/Emf,).ire:side,,own alf the 
Bases on a pJ;anet, the rent o¼ed Is dousledl 

GO 
Every time you land on or pass the GO space, collect 200 Credits (except 
when engaged ln Hyperdrive). 

Force Card Spaces 

Land on Rebel or Empire spaces to pick up Force cards! 

If you land on a Rebel space ... or an Empire space 

... pick up a matching card and take a closer look… 

…which action matches your colour? 

H It's the fop halt, 
it!s a Force card! 

Keep and play as many 
of "these powerful cards 

as you wish, at any 
time, to turn the battle 

in your favour! 

(If you play a Force card 
at the st:art of your 

turn, just remember to 
roll afterwards.) 

Remember! 

B直 ifit's the 
bottom half, 
yoU'must take a 
Chance! 

Read and play 
t蒋aotion
tmmediatoly. 

Don't forget the cards in you『handf『omthe start of the gam.e! 

Just say no! c',;i.rds can be played at any tf,me;toc町i9el~ny p lay~r's 
action ag:ainst you! If that player !igsanother J1ust say no! card, they can 

l!.ISe It to c~ncel ypurs:; sop;yl 

Discard used Force and Chance cards face up. If you run out of cards, 
shuffle the discard piles to create new Rebel and Empire decks. 



Hyperdrive 
Move to any unowned planet space between you and t:he next 
Hyperdrive space. 

If all the spaces are owned in that zone, you can make a bigger leap to any 
unowned space in the next zone, and the next if nece.S堕 ry.

If you pa.Ss GO while in Hyperdrive, do not collect 200 Credits. 

Bounty Hunter 
Make any planet space your own! 
Take one of your Bases from the Bank and use it to either: 

• take over an unowned planet space; or 

• replace any existing Base on the boa『d,returning that player's Base 
to the Bank. 

Just Visiting 
If you land here, do nothing. Pop your token on the Just Visiting section 

Free Parking 
Do nothing. Take a load off and recharge your power couplings. 

Go To Jail 
Move your token to the In Jail space immediately. Do not pass GO、

Do not collect 200 Credits. Your turn is over. You cannot collect any rent or 
1ake part in auctions while you're In Jail. 

So, how do you get out of Jail? 

• Pay 100 Credits to the Bank at the start of your next turn, then roll and 
move as normal. 

• Use a Get Out of Jail Free card. 

• Roll a double on your next tum. If you do, you're free! Use the roll to 
move. You can use up to three turns to try for a double. If yo1:.1 don't 
roll a double by your third turn In Jail, pay 100 Credits and use your last 
roll to move as normal. 

Trade Federation Tax 
Pay 200 Credits to the Bank. 

Are you out of money? 

• If you owe the BanK, keep any cash you do have and remove your highest-placed Base. 

• If you owe another playe『,keepyour cash and remove your highest-placed Base from the 
board. The player owed puts one of their Bases in Its place! 

• If you have no money or Bases, do nothfng; you've got it bad enough] 

WIN! 
・知 soonas every planet space has a Base on it, the game ends. The side wlth the 

most Bases on the board wins! 

• The player with the most Bas蕊 onthe winning side is the ultima1e winnerl 

• In the case of a draw, the winner is the player who owns the hlghest,placed Base. 
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