TIPS ABOUT THE TIMER

These four red lights mark which round
you are in. At the start of each round, one
will light up. When all four lights are on,
you’ll know you're in the final round!

The timer face is a button. Press it
to start or pause the game!

Note: If you keep the game paused

for longer than 3 minutes, the timer
will turn off, and your progress will

be erased.

To reset your game, press and hold
this button for 3 seconds.

This symbol means you’re
in the buying stage.

This symbol means you're
in the trading stage.

The timer will count down
the last 10 seconds of each
stage. Use your time wisely!
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Retain this information for future reference.

The HASBRO GAMING and MONOPOLY names and logos, the distinctive design of the gameboard, the four corner squares, the MR. MONOPOLY
name and character, as well as each of the distinctive elements of the board and playing pieces are trademarks of Hasbro for its property trading
game and game equipment.

© 1935, 2018 Hasbro, Pawtucket, Rl 02861-1059 USA. TM & ® denote U.S. Trademarks.

Consumer contact:

US/Canada: Hasbro Games, Consumer Affairs Dept., P.0. Box 200, Pawtucket, Rl 02861-1059 USA. TEL. 1-800-255-5516.
Australia consumer service: auconsumercare@ap.hasbro.com

New Zealand consumer service: nzconsumercare@hasbro.com

PARENTS:
www.monopoly.com
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Object of the Game
Buy and trade before time runs out. At
the end of the game, the player with the
most money wins!
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WHAT’S DIFFERENT ABOUT SET IT UP! Shuffle tr:le ICommPunityh Chest (;arhds,dan(li( gealk U 4P . The Tradina St THE END OF THE GAME
D) . 3 to each player. Put the rest of the deck bac I nowned Properties e Trading Stage . :
| MONOPOLY SPEED? 1 There's no Banker! Each player takes 5 in the box. Take a look at your cards so you = e PLAY! If you land on an unowned property and want to buy Everybody does the following at the AT G 7 oI 0T ST TR 1)

horn and then applause, meaning the game is over.

How to win . :
All players stop trading and count up their cash!

Buy and trade as fast as you can! The player with
the most money at the end of the game wins!

it, throw #1000 into the Bank, and take the Title Deed
card! Then keep rolling and moving! You don’t have to
buy every unowned property you land on.

know which properties you need to collect to
get bonuses at the end of the game.

same time and continues to do so until
the timer makes a horn sound, marking
the end of the stage.

5X

To add up your cash:
1. Count any 1000 bills you have left.
1. Flip over your top Chance card, and 2
read it to yourself. :

This game is played in four rounds. Each
round has a buying stage followed by a
trading stage. The timer will signal the
start of each stage, count down when
there are 10 seconds left, and then signal
the end of that stage. There is no break
between stages. At the end of the fourth

ToraL= 5000

Who goes first?
There are no turns in MONOPOLY Speed!
Just dive into the first buying stage.

Owned Properties
If you land on an owned property, roll again!
You don’t need to pay rent!

Collect the amount shown on each of your
Title Deeds. Remember to collect double rent
when you own a set.

Keep the rest of the money here.
This is the Bank!

e |f the card says to do something

immediately, you must announce 3. Add any Community Chest bonuses you have.

;rr?gigges‘}\?ﬁ:h xg;ut’rl]lea:lngg?‘nt up your cash The Buying Stage what the card says and complete - o
! Everybody does the following at the 0 that action, then discard that card. ere’s an example:
same time and continues to do so until If you pass or land on a GO space, take e |f the card says you may keep it
e EW;F;Y‘(\)TNSI\?&HLS AND the timer makes a horn sound, marking Q #41000. Then keep rolling and moving! until you're ready to use it, you may #2000
& U I the end of the stage. use that card at any time during any
«,‘ You never have to wait yourturn.! Eac.h Place the timer here. You'll trading stage, keeping it secret until
i player gets a token and a matching die. RIHE A uluielr e, 0L = you do. After you use it, discard it.
& During the buying stages, all players roll p;?ﬁ: gr?(?ceo?’ts;zgc}he 1. Roll your die.
P 2 wi
and buy at the same time. 1o press ft again unless 2. Move your token clockwise that 2. All players may buy, sell, or trade M10000
0 (R, number gf spaces. Where did If you land here, move to the Jail space. any properties, Chance cards that
_ you |a”d-dF0”0Yg ﬂc}ebnljles of that Then keep rolling and moving! they've already flipped over, or — —
e Durina the trading st Il have th Space as gescribed below. Community Chest cards as they’d st e
unn% _ti rta ing %r?ges, youd tavre]: I e 3. When the horn sounds, the stage is like. Try to make deals that will get o e
- = o;;]porI un|d yd 0 Ius&a ance_)tc%rhs t0 edp ymf[ over! Get ready, because as soon you complete property sets or earn
3 wi eg £ eat.thomn:junfl#] est cards ge as you hear the trading bell, the you Community Chest bonuses. U
you bonuses at the end ot the game. trading stage will begin! Jail
If you land here, keep rolling and 3. When the horn sounds, the stage is
THERE I-\_RE TWO GO SPACES : moving. Jail is unlocked! over! Get ready, because as soon e
Free Parking has become a GO space! 3 Place the Title Deed cards next to THE BUYING STAGE GETS SHORTER AS as you hear the zoom sound, the e #4000
At the beginning of the game, you their matching board spaces. THE GAME CONTINUES! buying stage will begin! "
choose which GO space you’ll start at.
=== Fach line you pass a G0 space, you 1*Round  2“Round 37Round _4"Round
: 30 second 20 second 20 second 10 second THE TRADING STAGE GETS LONGERAS | = 007 21000

GET OUT OF JAIL

FREE—EVERY TIME!

When you land on the Go to Jail space,
zoom over to Jail, but keep on rolling. Jail is
unlocked! You don’t have to pay anything or
roll anything special to get out.

Shuffle the Chance cards,
and deal 4 to each player.

‘ Don’t look at yours! Keep

them in a pile, facedown in
front of you. Put the rest of
the deck back in the box.

S

D |

Each player takes a token and
the matching die. Choose one
of the two GO spaces, and
place your token there. Then
get ready to roll your die!

If this is your first time playing, read the rest
of these rules before you start; otherwise, the
youngest player may hit the button on the
timer to start the game! The timer will count
down from 3 seconds, and then you will hear
a zoom sound that means the first buying
stage has begun!

What if | run out of money?
If you land on a property but have no money, keep
rolling and moving. Grab #1000 when you pass GO!

THE GAME CONTINUES!

1stStage _2"Stage _3"Stage 4" Stage

40 seconds 50 seconds 70 seconds 70 seconds

Total M17000
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